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Preface 




Darkness, it would be an Age of Darkness. 


Where once flourished the brief bright hope of the Impenum; of security, of salvation, of unity, of light, there 
would now be darkness. Darkness and primal fear more terrible even than the suffering and ignorance of the 
Long Night that had held sway before the coming of the Emperor Worse because the terror in the darkness 
was our own doing , our ou/n creation, our own greatest and most terrible weapon turned against us. 

The terror had a name. 









Horns. 

Wamiaster he had been appointed by his creators will, elevated from among Jus fellow PnmairJts in rank 
and authority, and not without reason. General, warlord, champion, ivorld breaker, master of legions, 
demi-god among men, he was all these things, but so too were his brothers; so why then was he different, 
why then was he chosen? The answer is so simple, so self-evidently true, though many before and since may 
have denied it, praising the acumen of Guilliman, the bravery of Vulfean or the cunning of Russ instead — 
as if these things weighed in the balance when the simple truth was that they did not The answer is that 
Horns, of all his preternatural kind, was simply the most dangerous . In him were alloyed the elements of 
his brothers, their strengths were all also his to a greater or lesser measure, while his charisma, his abtiity to 
forge others —mortal or transhuman— to his purpose, was a strength all his own. 

But more than this, it is no coincidence that the symbol of the Eye became his seal and his sign, ^nr he saw 
much, and his vigilance did not sleep—but his was not the eye of a guardian, but a predator. His was an eye 
that saw weakness, no matter how well hidden, and saw how to exploit it; an eye tliat saw always how best 
to destroy. This baleful eye was turned now upon the Impenum. The embers of Isstvan were barely dulled 
to ash behind him, and yet he already looked upon all that the Great Crusade had uTought in the galaxy 
and saw weakness whenever his gaze fell. He saw the flaws, whether in the serried lines of the Int pen urn's 
defences or in the hearts of the soldiers who manned them, and he knew' how to exploit them. Where once he 
had waged war in tfie name of the Emperor, he ivould now turn back to cast down what he and his brothers 
had strived to build. Hr u'ould com|uer once more, but now m his own name. 


The light of the Impenum would be extinguished in the Warmastrrs (atoned hand. 

The Age of Darkness had begun. 
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The Hour of 

THE WARMASTER 








it 


















¥ * 




•V i 


“I lir flave cart t nof whew hand wield* the whip or why ; knowing only Ike authority of its lourh, Ibr iisnpimg of tit veu* anJ the arlainiy of »h p* n, 


The Imferium Betrayed 

In the year 006.M31, the Imperiumof Man 
reeled bloodily from the greatest blow 
it had ever suffered; the betrayal of the 
Warmaster I lorus and what will come to be 
seen as fully half of the fighting strength of 
humanity’s greatest warriors—the Space 
Marines of the l nes Aiurtes, Eight of 

the eighteen Legions were now pledged to 
the Warmaster 8 cause, with the disposition 
of a ninth, that would later join him, as then 


unknown. As for the rest, three of those 


Legions known to have remained loyal 


had been wrecked upon the black sands of 


Isstvan V, victims of the Dropsite Massacre, a 


most grievous ambush wrought by the hand 
of 1 lorus himself, while a greater part of a 
fourth had been ravaged in bloody void battle 
in the Phall system, 




The five loyal Legions that remained yet 


accounted for were scattered, du 1 Jed bv vast 




Terra, and in the cases of two of them, tbev 


already were falling victim to fresh perfidy 
and murderous death-traps that would 
tee them neutralised for a time and their 
strength bled, for such had been the plotting 
that had long foreshadowed the reach of the 
Warmaster'* dark will 
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IVspirc this monumental blow to the 
might and stability of the lmpcrium. not 
all however had fallen the Warmasters way, 
and the tickle hand of tare and the bloody 
courage of the Loyalists who had already 
fallen had robbed Homs of the chance for 
a surprise strike against Terra to win the 
war before it had truly begun Furthermore, 
each battle won had cost htm a portion 
of his force's strength, as the realities ot 
Legiones Astartes against Legioncs Asiatics, 
Mechanicum against Mcchanicum and 
Imperial against Imperial in open warfare 
became clear, and the butcher's bill for both 
sides —even when one caught the other in 
seemingly overwhelming ambush— had 
proved time and again frighteningly high. 

In terms of the overall armed forces of the 
Impenum other than the Legiones Astartes, 
who like the Space Marines were now 
divided against themselves, the death toll 
was already mounting into the millions, and 
would only multiply arithmetically as the 
war spread and progressed 

There would now be no sudden death blow 
to end it cleanly; tt would perforce become 
a war of conquest and counter-conquest, of 
merciless destruction and bloodv defence. 

A domain as large as the known galaxy 
itself would now be the barrleground on 
which merciless attrition, as much as bold 
strategy, would be the means to achieve 
victory. It would be a war fought across 
thousands of worlds and would doom untold 
billions to their deaths, a war on a scale so 
incomprehensible that not even the mind 
of a Pnmarch such as Horus, who had been 
named by his creator as first among his kind, 
could perhaps encompass it. 

The unparalleled savagery already 
apparent in a war still young should not 
in retrospect have surprised anybody who 
had witnessed the fury and destruction 
unleashed at the hands of those self- 
same forces during the years of the Great 
Crusade the Legions had torn world after 
world asunder, put uncounted alien races 
to the sword and cast empires that had 
lasted millennia into oblivion 

Now those Legions turned on each other, 
and on the worlds they had once sworn to 
defend with their lives The Impenum itself 
would become the battleground over which 
this war would be mercilessly fought, and the 
destruction that had once been visited on the 
alien would now be mired on humanity in 
their stead. 


I he galaxy would burn 











































































































































Tro D/ 5 Posmi)Nsor thi Traitor L&iions 

Much remains uncertain in regards 
ro the strategic position, deployments 
and configuration of the forces loyal to 
Wa muster Horns in the early phases of the 
war, and even their full scope and extent 
cannot he ascertained with any genuine 
certainty by ihe historian. Perhaps a full half 
of the Titan Legions and the numberless 
hosts of the Excerrus Imperials —hundreds 
of millions of soldiers, vessels and war 


machines had either through corruption, 
misguided loyalty to Horus or simple 
blind ignorance in compliance with their 
orders, sided with the Warm as ter. But this 
alone would never be enough. A thousand 
battleships might be wrecked against the 
defences of Terra, ten million Auxilia might 
spend their lives in besieging the Eternity 
Hate, and ten million follow them, and again 
and again, but Horus knew this alone would 
never avail him. Not against the superhuman 


warriors who held if; not against the Eegio 
Custodes and defences designed by the 
Emperor’s own hand and garrisoned now by 
Rogal Dorn and his sons. 

So ii is that rightly in this matter, the greatest 
attention should be placed on the location 
and strengths of the Traitor Legions at rh is 
hour. The Legions at the Warmasters side 
during this time comprised the following: 
the Sons of Horus, the Emperor’s Children, 
the Death Guard, the Iron Warriors, ihe 
Night Lords, the World Eaters, the Alpha 
Legion and the Word Bearers. The shattered 
remnants of the Thousand Sons, who would 
later join the Traitor’s cause in earnest, were 
not yet at this time fully active in the war, 
and were still largely of unknown disposition 
and even allegiance following the apocalyptic 
Battle of Prospero. Although the Dropsitc 
Massacre had inflicted terrible wounds on 
the Loyalist forces involved, the Traitor 
Legions had not themselves come away from 
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the cataclysm unscathed which, combined 
with losses suffered during the recent 
purging ol the Traitors’ ranks ai lsstvan 
111 and elsewhere,had weakened 1 lorus’ 
position from its notional strength when the 
die for war was cast. 

I lard tacts regarding operational Legiones 
Astartes numbers are impossible to ascertain, 
but credible estimates place Traitor losses 
during the battles of the lsstvan, Phall and 
Para mar systems in the region of 100,000 
Legiones Astartes fatalities, compared ro an 
unknown number, perhaps three to four 
times as high, as a death toll for those who 
remained loyal to the Emperor. This, by 
many estimates, left something in the region 
of 900,000 Legiones Astartes under arms in 
the Warmaster’s cause, with perhaps two 
thirds or more of that figure in the Loyalist 
camp. This estimate, however, is still far 
from certain, one which is itself further 
distorted by the events that were to shortly 
unfold on Calth and Sign us Prime. From 
this calculation — as equivocal as it is — it 
is possible to determine that even after the 
Dropsire Massacre, the military advantage 
Horus had yet gained was simply not large 
enough in scale to make an immediate and 
direct assault on Terra and the Imperial 
heartlands of the Segmentum Solar, 
roused as they were now against attack, a 
strategically viable option, let alone one that 
would guarantee victory. This was the reality 
that Horus now faced in determining his 
next move. 

The Hounds of Horus Unleashed 

In retrospect, his strategy seems to have 
been based upon the ancient maxim that 
when faced with a numerous foe spread 
over a wide geographical (or in this case 
celestial) area, the surest route to victory is 
to divide and conquer. As befitted one of the 
Warmaster’s undoubted military genius, the 
interpretation and execution of this strategy 
was however a subtle and complex one, 
which simultaneously served a number of 
different, but interlinked, short term tactical 
priorities as well as longer term strategic 
goals. The first and perhaps loremost of 
these goals was to blind, bleed and confuse 
his enemy, an enemy which in this case 
comprised the entire sphere of the vast 
Imperium of Mankind. 

Under Horus’ orders, the war was to be taken 
to every corner of the Imperium. and on 
every haulefront imaginable; from small scale 
strikes by elite forces, to sponsored ten oust 
campaigns and civil uprisings, commerce 
raids by warship squadrons, and targeted 


strikes to disrupt vital supply chains, smash 
strategic keystones of Segmentum defence 
and shred astrotelepaihic communications. 
Alongside these came wholesale campaigns 
of conquest and devastation, spearheaded 
by mighty Legion-led combined-arms 
battlcgroups which operated like a dark 
mirror of the Expeditionary fleets of the 
Great Crusade, now turned inwards to ravage 
and subjugate what once they had built. To 
this end, taskforces comprising the core 
elements of entire Traitor Legions, such as 
the Night Lords and Iron Warriors, were 
dispatched, seemingly at random, to strike at 
locations all across the I mperium, to conquer, 
neutralise and destroy, but perhaps most 
of all to weaken and provoke resistance— 
Loyalist resistance that could then be 
isolated, overwhelmed and exterminated. 

In this Horus, it can be gleaned, hoped to 
maintain control of the war's initiative, to 
force battles where he chose and not his 
enemies, relying upon the Imperium's 
monolithic strength being both slow to 
respond and hampered by the need to defend 
as much of its territory as it could lest entire 
sectors slip from its grasp, which they did. 
and as many and more to their own parochial 
concerns, petty revolts and secessions as 


went over to the Traitors’ cause Horus, once 
the Imperium’s defender, had exposed its 
greatest weakness; that below the cohesion 
of a domain maintained by war and bound 
by a web of communication, authority and 
the ultimate threat of punishment directly 
to Terra, lay potential disunity, insurrection 
and rebellion were the threads of those 
sustaining webs cut. Once this was done, 
the isolation of the vast and etnptv void 
betw een the lights of human civilisation, and 
the omnipresent fear of a terrible predator 
stalking the night skies, would be enough to 
drive whole worlds into anarchy alone 

These terrible campaigns of fear and 
destruction make up the early vears of what 
has since become known to historians as 
the Horus Heresy’s ‘Age t>f Darkness not 
least because so great was the chaos and 
damage of this time, and so widespread, that 
no true light may be shed on the trull tacts 
and progress of the myriad catastrophes 
and genocidal strife of the period. Thev 
were themselves but a means to an end for 
Homs. This end was not simpiv that the 
Imperium beyond Terra be fatally weakened 
and dismembered piecemeal bur that 
the Warm aster and his armies would wax 
stronger than ever before. 



The Dark Compliance 

On many worlds, the seeds of corruption had been sown long before the hard j ; betrayal 
struck at lsstvan. When the Warmaster led his forces in civil war. hundreds or worlds 
not directly connected to his power base declared for his cause. Or. these r.ar.ers ind 
dominions, many scattered around the dangerous penpherv o: the Impenums treniters, 
it was because his agents and those of his allies within the Meehan.. m the \ r* Legvn 
and the Word Bearers had already poisoned their hearts against t he Emperor ■ here weu d 
be many hundreds more, from isolated and otherwise unimportant colon . - to .<evx?one' 
of the Imperium's economy and military strength, that would tab under h.s sw j\ > :.ie v,: 
progressed in a process that became known as the ‘Dark Comr -nc 

To each world over which the Warmaster s shadow fell a simple choice w > : \ v v: 
submission and surrender or total destruction and brutal sumugaron- erv ■: death., 
there were no other options and no second chances h was a pervert parodv ot the 
progress and glorious goals of (he Great Crusade, but served :> more than mere scorn tor 
the Emperor’s dream or even the vainglory o: a tyrant tor there wa> unue • • c • * 

and intelligence beneath the apparently wanton savagerv W hen one milsram world or 
Stubbornly Loyalist star system was punished bv apocalyptic destruction for thetr brave 
defiance, such tear was created in others nearbv that their surrender came j<* i rapid and 
forgone conclusion, often without a shot fired n the : defence i ac n world added roc 
simpiv territory but manpower production capacity and ^upplv t ceding .t war machine 
that was growing exponentially n power Fun he. 1 io>e wot T ^ m u 
where possible— can be seen with hindsight to have been more >3:ite£K iiiv expandable 


compared to those spared to fail thtotigh tea: or the more measured ! rr uti. 

decapitation strd'N tot which Hono .wit LegK'n had long been tamed !t can aln? be 
observed that the devastation visited during the Dark Cflfliinn 
that survivors were not eft to spread the word of whai :e:tv % rs th 
price thi> new shadow emperor exacted tor defiance 






























































Tur Scions of War 

W'ith rhc task ofwaging war against the 
tmpenum in order to slay irs master at hand, 
it was of vital importance ro Moms and his 
forces thar their martial strength nor onlv 
he maintained, hut expanded as rapidly as 
possible. It is a common mistake among 
the uninitiated to assume that the strengths 
of the various Legions at the outset of the 
Horns Heresy represented their greatest 
force, which simply diminished by attrition 
until the end, like the dwindling playing 
pieces of a parlour game as it winds out to its 
conclusion. This could not be further from 
the truth. 

From the outset, all sides strove to increase 
their recruitment of new Legiones Astartes, 
accelerating and expediting the process 
of gene-seed implantation and mimetic 
programming to unheard-of speeds, often 
with disastrous consequences. Even before 
the calamity, it had been widely reported 
that it had become possible for the most 
callous Legions, such as the World Eaters, 
to cut down the creation time of a Space 
Manne to as little as two years, perhaps less, 
although the rate of failure was frighteningly 
high. This had been a matter for controversy 
and censure in the past, hut with the onset 
of galaxy-wide civil war, dire expediency 
overrode such concerns, for Loyalists just 
as much as Traitors. No full account of 
the actions of individual Legions in the 
particulars of this regard can be given, but 
it can be said that recruitment was not only 
vastly accelerated across the board, but 
also the nets were cast far wider with, it is 
believed, a tithe of manhood demanded 
from scores of suitable worlds where it had 
not done so before. Tens of millions were 
inducted into the massing forces on both 



sides of the warring divide, and from these 
the finest were culled as potential Legiones 
Astartes, with perhaps as few as one in a 
hundred in several cases surviving the 
brutally accelerated techniques. 

Not in all cases was this ro be a success, 
however, as rhc terrible price the Raven 
Guard was to bear was later to prove, but it 
was the case that a number of Legions saw 
very swift and marked increase in the order 
of tens of thousands during the early years of 
the Horus Heresy, particularly amongst those 
whose gene-seed was known to be stable, or 
who had access to extensive apothecarions 
and the resources for mass implantation 
techniques to be viable. The fate of these new 
recruits was to be a bloody trial by fire, and it 
is believed some did not even know for who 
they fought or under what colours when first 
they were unleashed to be hammered on the 
anvil of war. 

The maelstrom of the Horns Heresy was, 
however, to prove a brurally effective crucible 
of training, and units comprising such new 
blood were always formed around a core of 
hardened veterans of the Great Crusade and 
cast into the first and bloodiest throes of the 
civil war. Alongside these waves of newly 
forged Legiones Astartes was an unceasing 
need to arm and equip them, and the loyalty 
and conrrol of key Forge Worlds became 
of paramount importance to both sides of 
the war, particularly after the Blockade of 
Mars —a Traitor domain at the heart of the 
Sol System— came into effect. Supplies 
of advanced arms and armour, interstellar 
vessels and even basic munitions were 
commodities for which entire campaigns 
were fought, and more than one industrial 
world or indefensible fortress was rendered 
a lifeless cinder by its own side, simply ro 
prevent it from falling into an enemy's hands. 
The military expediencies they encountered, 
and lorced evolution-in-arms and tactics 



the internecine conflict created, all had 
their own undeniable influences to bear on 
those who fought, and the armies on both 
sides began to rapidly change, some under 
the influence of dark and then largely un¬ 
guessed at forces from beyond, and others 
simply by the brutal, mutilating hand of war. 
Swiftly gone were the lock-step Legions and 
serried ranks—diverse though they had 
been—of the Great Crusade. In their place 
were savage angels of death and bitter armies 
clashing in ignorance without respite or 
relent, all but unrecognisable from what had 
gone before. 

The Talon Closes around Manachea 
W hat came to be known as the Conquest 
of Manachea was a campaign carried out 
by those under the direct command of 
Warmaster Horus during the latter part of 
007M31. It was both an early example of rhc 
Warmaster turning his forces to seize entire 
sectors of the Imperium he deemed valuable, 
and a demonstration of the speed and 
brutality with which such campaigns were 
accomplished. It can be seen in retrospect to 
have provided a template for scores of such 
campaigns which came after it, both in terms 
of strategy and the savage consequences 
involved for those worlds which fell into the 
Traitors' grasp throughout the time of the 
Age of Darkness. 

The Conquest of Manachea, led personally by 
Horus and his inner cadre of commanders, 
was itself the centrepiece of an interlinked 
series of campaigns, fleet actions and local 
wars which swept like storms through the 
celestial region sometimes referred to as 
the Coronid Thule, or the Coronid Deeps, 
between 006.M31 and 008.M31. This region, 
which encompasses the frontier border areas 
of the Segmentum Obscurus and Ultima 
Segmentum, and constituted some of the 
most industrialised regions of the northern 
Imperium at the time, had been effectively 
cut away from regular direct contact with the 
Segmentum Solar owing to the rising tide of 
warp turbulence which would culminate in 
the so-called ‘Rutmlorm’, which followed on 
from the dark events at Calth in 007. M 31. 




















































Manachea itself was the jewel ol the region; 
a highly populated, highly advanced hive 
world of the first rank which sat at the centre 
of its own well-developed sub-domain of 
attendant star systems. As such u offered 
the Warmaster much that would be of value 
m the ongoing war. not least of all strategic 
control of the region, and vast human 
resources to exploit as well as industrial 
capacity that could be readily turned towards 
the war effort. Nearby sectors also included 
the mineral-rich Cyclops Cluster—home to 
two fully fledged Mechanicum Forge Worlds, 
the vital Armada lmperialis fleet anchorage 
of Port Maw, several independent Knight 
Worlds, and a score of agri-worlds and other 
colonies that could be used to feed and 
supply the Warmaster's armies on the long 
march to Terra. 


These prizes were not, however, unguarded. 
Although the Traitor s agents had already 
been at work in the region, the bulk ol its 
worlds and military strength was already 
set against him, the region's Imperial 
Commanders alerted by the wildfire warning 
that had spread after the news of the Isstvan 
III Atrocity had reached Terra. That such 
a warning had been issued in the region 
(whereas many other sectors and domains 
had been kept ignorant at first of the 
betrayal) was a result of the frontier’s own 
proximity, in relative terms, to the Isstvan 
system itself; Port Maw being used as a 
layover and resupply base for a number of the 
fleets despatched so disastrously to punish 
the Traitors. 


With only a few notable exceptions, the 
garrisoning of the Imperial worlds of the 
Coronid Deeps was provided for by the 
lmperialis Armada and regiments of Solar 
Auxilia pattern Excertus Imperial Army 
formations. The Solar Auxilia pattern was 
particularly suited to the defence of the 
region as it was equipped and formed to fight 
in hostile environments and participate in 
void battles, both of which were common 
in this far-flung domain of the lmperium, 
while the high technological base of worlds 
such as Manachea and Agathon made 
the requirements of Solar Auxilia pattern 
regiments possible to maintain in a manner 
that was simply untenable on the majority 
ol Imperial colony worlds. These defenders 
had shown themselves repeatedly able to 
withstand the assaults of xenos raiders, 
rebel uprisings and, on occasion, wholesale 
invasion—at least until reinforcements 
arrived. They were well provided with arms, 
armour and warships, and numbered in 
their hundreds of thousands in terms of 
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active troops. They had never though been 
measured against the unthinkable opponent; 
the Imperiums own Space Marines. 

So it was that in the closing days of 006 
Mu. terrifying reports, quickly suppressed, 
reached the governing courts and councils of 
the Coronid Deeps that the unthinkable had 
occurred; that the Traitors had crushed those 
sent to bring them to heel at Isstvan V. These 
reports were at first scoffed at and wilfully 
disbelieved, until the first few battered ships, 


Loyalist survivors of the void battle at Isstvan, 
began to limp brokenly in, seeking sanctuary 
from the hounds of Horns at their heels 
Fear came then to Manachea, to Agathon. to 
Mezoa and a hundred other worlds greater 
and lesser along the frontier. Requests for 
aid and instruction from Terra were lost on 
blinding squalls of warp static, and with the 
warp storms behind them and the black void 
of the frontier before them, the worlds ol the 
Coronid Deeps could do little but watt for the 
devil to come for them from the dark. 



The Sundered and the Black 

It is said by ancient proverb that truth is the first casualty of war and, if this is the case, 
then rumour is its first child. Almost from the outset, the war of the Horus Heresy was 
a vast cataclysm and one whose events moved with such quicksilver pace that mystery, 
supposition, lies and simple ignorance cloaked much of the bloodshed even as it occurred, 
casting a veil over much that will never be lifted. Though the roll call of Space Marine 
Legions, Titan Legio, Auxilia regiments and Mechanicum Taghmata that sided with the 
Arch-Traitor and those who remained loyal is largely known and accepted, the Tull truth is 
far more complex and far more mysterious than commonly believed. 

Of those who fell at Isstvan, there were survivors, remnants and fleeing fragments shorn or 
command and driven halt mad by treachery; Trom that point onwards they were isolated, 
alone. These were the shattered Legions and, while some swiftly returned to the Imperial 
fold, some did not or would not. Some would go on to wage a bitter war of vengeance 
alone, some would simply disappear, their fates unknown, their stories untold. But there 
were others of a darker hue. It has long been refuted since, but is indeliblv the case, that 
in the Legions that remained loyal there were elements, sometimes whole companies 
and commands, that did not. In some cases the infection of the Warmaster s Varner 
lodges’ has been blamed, while in others perhaps grievances long smouldering were the 
cause, just as infiltration by outside forces, or simply a darker truth applies that, giver, the 
option, some Legiones Astartes believed Horus had the superior cause and the superior 
right to command their allegiance, not the Emperor, while some retained a loyalty to 
their Emperor and the Great Crusade over that of their own Pnmarch s will. It is true that 
particularly in the early years of the war, detachments of Legiones Astartes and sometimes 
entire squadrons of warships simply vanished without apparent trace, and while manv mav 
have fallen told ot warp storms and enemy action, it is likely just as true that -ome quietlv 
slipped anchor and turned their coats to serve another master, and that thi- happened on 
both sides of the divide. 


Thus can perhaps be explained, at least in part, persistent stories and evidence long since 
suppressed of midnight clad warriors in defaced Night Lords heraidrv savagely attacking 
Traitor forces at the liberation ot Estaban Ill. or ot recurring reports ot multiple Space 
Marine strike forces seemingly in the resurrected livery of the Dusk Raiders thwarting 
the Iron Warriors at Kibron and Malinches Fall. Likewise also should be considered the 
long-denied evidence ot a Great Company of the Space Wolves Legion bearing the svmbol 
ot the Serpent’s Eve slaughtering millions at Neo Cadi.* in 00S M u. or of a compunv ot 
Legiones Astartes present at the Siege ot Mezoa bearing the hvbrid arms and paneplv 
of the Iron Hands and Sons ot Horus Legions both These are mereh a handrul ot o 
infamous cases, but there are many more unsubstantiated or simply now forgotten 11 bich 
paint a more complex and uncertain picture ot this great civil war than is normally 
accounted. Further to this, and perhaps an even more sinister enigma, are the persistent 
reports of Space Marine forces appearing bearing no sign or seal of heraidrv or origin at ail. 
or stranger yet, heraldry which bears no mark known during the Great Crusade, although 
whether the black Legionaries were merely turncoats or, a> some have w hispered perhaps 
raised bv the Traitors trom the chimeric gene-seed of the Isstvan dead tot their ow n 
terrible purposes, none can now say tor certain. 
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I he first region of the Coronid Deeps to 
feel the Traitors* fury in the birth years of 
the Horus Heresy was the Cyclops Cluster. 
The cluster was, at the time, famed for both 
us industrial outpur and the harshness of 
,,s ^ ,v,r *£ conditions, and had proven a key 
f ac tor in the supply and expansion of the 
1 mperium. both across the Coronid Deeps 
.md 1 he eastern Segmentum Obccurus These 
factors made ir a prime target forattack.as 
tlu "arp route access through its star systems 
known to many Navigators— was still 
yet clear of turbulence, making it a welcome 
avenue of escape by fleeing Loyalist forces 
retreating from the catastrophe at Jssrvan. 






The Hounds and the Hunted 

While Terra and a few select and powerful 
Imperial Commanders, who were given 
to know the truth that Horus and what 
was then believed to be four Legions had 
turned against the Emperor, waited with 
various apprehension for the outcome of 
the battle at Issfvan V, the worlds of the 
Cyclops Cluster, and their billions, turned 
ever onward in ignorance. Defence stares had 
been heightened on many frontier worlds, 
hut in the Cyclops Cluster, as elsewhere in 
the Coronid Deeps, such a condition was a 
regular occurrence, and no reason or enemy 
was given to those lower down the chain of 
command. The changes of security codes and 
























targeting matrixes to forbid the vessels and 
retinues of the four turncoat Legions was 
a precaution enacted swiftly, but one that 
would ultimately prove futile. 

t he first harbinger of the war to come was a 
ship of the dead. The Malm Daunt, a Gladiator 
class frigate belonging to the Emperor's 
Children Legion, was detected moving at 
a low velocity in the outer reaches of the 
Gethsamaine system by watchful servitor* 
gunstations guarding the system’s astropathic 
beacon at 4598006.M31. So alerted, high 
speed reconnaissance cutters were launched 
and their close range augurs found the ship 
to he badly damaged and almost without 
power. Having identified the vessel as a 
derelict enemy ship, the warden captain of 
the system took the decision for the vessel 
to be prevented from closing with its core 
worlds, her motion arrested and the ship 
boarded under all possible precautions. 
Leaving nothing to chance, the system's 
two primary defence monitors, Gains 1 lerab 
ami Brazen Bull, conducted the operation 
flawlessly, Velctaris troopers performing the 
incursion of the vessel without resistance. 

inside they found nothing but the dead. 
Slaughter bedecked the corridors where 
Space Marines and crew in the purple livery 
of Fulgrim's Legion had fought a brutal 
close quarter combat in defence of their 
ship against others of their own kind and 
Legiones Astartes in the white and azure 
of Angron’s World Caters to their mutual 
extinction. Further interrogation of the 
ship’s logs revealed that the Malm Da ten had 
been a casualty of the desperate battle over 
Isstvan III, having remained loyal only to 
be turned on by her fellows in murderous 
ambush. During the contusion of the battle 
in the system as the Traitors exterminated 
their brethren, and under heavy assault, the 
ship had barely managed to escape, but in the 
Warp the battle within her hull had raged on 
until she had become nothing more than a 
flying tomb, bent upon a preordained course. 
Her Navigator had clung on to life long after 
the rest of the ship had fallen silent, and held 
on in tin* forlorn duty of carrying a warning 
of treachery that fate had, unknown to her, 
given to another to herald, When the frigate 
had, after her arduous voyage, broken into 
realspace in the dark of the Cyclops Clusters 
stars, life had finally lied the Navigator’s body 
before she could broadcast her distress call. 

liven as this omen of war caused great 
consternation among Gethsamaines high 
command, and urgent messages were 


dispatched to Port Maw and Lascal.the 
fabric of reality ripped open and the hunters 
appeared; a wing of four Havoc class heavy 
destroyers in the slate grey and bronze of the 
507* h Attack Squadron, an Imperials Armada 
formation attached to the 6V J Expeditionary 
Fleet of Warmaster Horus, and behind them 
the huntsmaster to these hounds, the ikon, an 
Eclipse class battlecruiser in the dark viridian 
of the Sons of Horus Legion. Battle was 
joined immediately as the Traitors charged 
headlong at the system defence monitors, 
their destroyers releasing cycling volleys of 
fusion-warheaded torpedoes as soon as they 
entered effective range. The Gcthsamaine 
defence monitors were powerful ships 
designed for protracted operations, each with 
the firepower of a cruiser and the armour of a 
battleship in their own right Used primarily 
for planetary blockade and picquet, they 
were slow and lumbering compared to the 
sleek interstellar warships that confronted 
them. Their turbo laser and plasma-caster 
batteries threw up a blazing barrier of fire 
against which even the heavy salvos of the 
Havocs’ torpedoes could not prevail, while 
the monitors’ own dorsal lances pulsed 
frantically at the attacking destroyers 
through the web of fire. 

Drawn close together to maximise their 
overlapping fields of fire, the monitors fell 
into the defensive tactics for which they 
were designed, while soon the vast distance 
between the Loyalist and Traitor ships 
shortened inexorably and the firestorm went 
on unabated between them. The duel waxed 
hot and between the relentless barrages of 
the destroyers’ torpedoes and the heat of the 
monitors’ cannonade, it was up to the fates 
which were to fail first. Then, at once, elation 
flashed across the Brazen Bull’s command 
deck as one of the Traitor destroyers blazed 
suddenly out of existence as a lance strike 
found the Havoc’s reactor But triumph 
turned at once to horror and despair as 
a frantic message vexed through by the 
skeleton crew left on board the broken Malm 
Dawn cut through the static. Fhey had seen 
what the monitors, blinded by the furv that 
they and their enemies were unleashing, had 
not; the Ikon, her massively powerful engines 
burning at over-thrust, had split from behind 
her destroyer screen and corkscrewing wide 
of them had overtaken the fire fight and was 
about to attack from their flank 

Panic gripped the Brazen Bull ' command as 
they attempted to answer this new threat, 
but the diversion of tire did nothing but 
open a gap through which the latest torpedo 
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volley streamed, striking her amidships just 
as the broadside macro-cannon batteries oi 
the Ikon spoke and ripped the Brazen Bull 
open from stem to stern. With dismissive 
cruelty she flew on beyond the rwo monitors, 
loosing a wave of Dreadclaws in her wake. 

The remaining monitor Gams Hcrab was 
bracketed and torn by the concentrated final 
volley of the Havocs torpedoes as they too 
sped on by the wounded defender. Swiftly 
after, the attacking wave of Dreadclaws 
slammed home into the stricken defence 
ships, and the cargo of Sons of Horus thev 
carried —once the proudest warriors of 
humanity— tore into the crew within, who 
in turn sold their lives with desperate futilirv. 
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Shorn of its most powerful defenders, 
Gethsamaine s system lay open before the 
Traitor Hunter squadron, and again the 
skeleton crew aboard the powerless Maim 
Dawn were forced to watch helplessly as 
one after another gun-stations and watch 
posts were out-ranged and out-manoeuvred 
and destroyed without mercy. Without the 
monitors to shield them, Gethsamaine 5 few 
static defences were isolated and blasted into 
flaming debns, just as the screams and pleas 
for help on the still-open vox channels from 
the Gams Herab grew fainter and fewer. 


Hours later, the Dreadclaws finally detached 
from their prev and flew to rendezvous with 
their mother ship, by which rune both the 
Gams Herab and the Brazen Bui! were Little 
more than blood-splattered charnel houses of 
rent metal, venting air into the void and the 
systems astropathic relay sutler, was nothing 
more than a dissipating cloud of vapour. 
Gethsamaine Colonus the mator inhabited 
world of the svstem. its planetary weapons 
primed tor an attack which never came, had 
itself been spared, but as the Ikon departed 
tor the Warp, she left a chilling rr.e<>age 
behind her It was a message which with 
variation in word, but not intent, would be 
repeated shortly across the CycLops Cluster 
and in a hundred star systems in the vear* to 
come, a dark ultimatum which promised a 
tuture only of despair and destruction. 
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The Reign of Fear 

The destruction of the Gethsamaine 
ascroparhic relay, vital in a system often 
troubled by turbulence in the Warp, 
prevented the swift dispersal of the news 
of the sudden attack by the Traitors, but the 
seeds of fear had already been sown. By the 
time the Imperials Armada was properly 
alerted to the incident, there was no chance 
of forming a pursuit force to track down the 
hunters, and it was only then as alerts were 
raised to forewarn the worlds of the cluster 
about these marauders, that it was discovered 
that a score of distant frontier outposts could 
not be raised. Soon after, ships and freight 
convoys passing through the northern stars 
of the Cyclops Cluster towards the Grail 
Abyss began to be declared first overdue and 
then lost. Within a dozen sidereal months 
standard, the dark rumours about the attack 
at Gethsamaine and the words the Sons of 
Homs had delivered —compounded and 
amplified many times in the telling— had 
passed through the void-borne, the trade 
ships and the patrolling Jmperialis Armada, 
spreading like a contagion. 

The Eve of the War 

The Cyclops Cluster was now raised to 
arms, and the auspexes and astrotelepathic 
auguries of a hundred worlds began to 
reach outwards in fear and keen vigilance. 
Reports were channelled through to the 
centralised lmperialis Armada commands 
at Lascal and Dominica Minor to be sifted 
and organised in the hope of divining a 
pattern and planning a defence. Only now 
did the extent of the silent intrusion become 
clear. At Taracanis, the Ikon had once again 
appeared and delivered her bleak message, 
but only after blasting a docking station 
from orbit, the wreckage costing thirteen 
thousand lives as it fell to earth. At Shoar, 
long range detectors had observed a savage 
void battle between 3 score of Capital class 
warships, which lit up the occularis screens 
of the savant-surveyors of the Imperial 
Legation's bastion for more than nine hours 
with their dread fires, before disappearing 
again unknown and unidentified into the 
deep night. Black-hulled ships were sighted 
over Dark Haven, while at the edge of the 
Zavarich system, a hulking Dolmar class 
mass conveyor carrying processed nutrients 
enough to feed millions simply disappeared 
without trace on its way to its assigned Warp 
transit point. As news of the events spread, 
an insurrectionist revolt flared upon Moab, 
the mob chanting the Warmaster s name, 
only to be bloodily put down in a live week 
pacification pogrom and the instigation of 
planet wide martial law 


It was to this fever of rumour and baleful 
report that confirmed word ol (lie Dropsite 
Massacre came at last and overdue, like 
a death blow to a wounded man. Panic 
erupted amid the ruling class'es ol a score of 
threatened worlds in the Cyclops ('luster, 
factionalism long simmering came to the 
fore, and worlds long used to operating 
largely independently from each other 
became isolationist and insular, distrusting 
their own neighbours and withdrawing 
troops and ships from their tithe to the 
lmperialis Armada’s overall plan ol defence. 
Almost unheeded, other stranger reports 
came to the attention of some Imperial 
Commanders and authorities, but in a rising 
climate of distrust and paranoia were either 
ignored or simply not shared onwards: 
reports of a deadly race between Loyalist and 
Traitor for the sanctuary of the underground 
hives of distant Keopsis before the solar 
fires of its angry sun scorched its surface 
in its endless cycle ol life and death. Of a 
great dragon-provved battle barge, perhaps 
once emerald and gold, now blasted nearly 
cinder-black, taking on supplies at a feral 
world near Fellwarch Keep, but departing 
before interceptor vessels could draw close. 
Of the most direly portentous report —that 
of a deadly plague erupting on Mini is within 
hours of an unknown comet appearing in 
the heavens of the recently contacted feudal 
world- was nothing inferred or was anyone 
forewarned. Everywhere, crackdowns against 
unrest were brutally enforced, trade links 
grew thin, emergency laws were enacted, 
workers were conscripted to militias, 
industry began to grind slow, and everywhere 
rumour and fear began to overtake the dream 
of unity. The Cyclops Cluster as a coherent 
structure within the Imperium began slowly 
to unravel. 

And so the name ol Horus, once almost 
a talisman in itself of protection for the 
common man and woman, was now a byword 
for a terror that dare not be named. 

The Emissary of Mars 

It became known much later, that at the 
height of the spreading alarm throughout 
the Cyclops Cluster in the closing quarter 
of 006.M31, the Forge Worlds of M’Pandex 
and Mezoa, the two greatest independent 
powers within the region, each received the 
Emissary of Mars, and with very different 
outcomes. The ambassador in question 
was the Magos known as Regulus (or at 
least an entity bearing that name, as there 
are extant contradictions in the records 
regarding the location of this individual 
at various times). This senior lech Priest 



of the Mechanicum had for many years 
served alongside the Warmaster, long betore 
the betrayal at Isstvan.and now remained 
his, body and soul, being part of Horus* 
inner circle and bound in allegiance to 
the Traitor’s cause. Regulus came bearing 
dual patents of authority, the first from his 
Warmaster and the second from the hand of 
Kelbor Hal, none other than the Fabricator- 
General of Mars, and by right the voice ol 
the Omnissiah and supreme pontifex ol the 
Mechanicum. Kelbor I lal had also thrown 
in his lot with the Traitor ! torus, sparking a 
civil war on Mars itself, a fact not yet known 
by those in the Cyclops Cluster. To each 
Forge World in turn he made an offer and a 
demand; the demand was for lealty, th.it they 
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serve the Warmaster as their own Fabricator- 
General bid them 10 do. That they obey 
him and offer up their arts and the fruits of 
their forges to him and his armies, and open 
their ports to his warships, while denying 
these things to both the forces of distant 
Terra and the local Imperial Commanders, 
already demonstrably squabbling amongst 
themselves in (car and disunity. To honey 
the threat of force, Regulus offered the 
Warmaster s protection for their Forge 
Worlds and, just as he did to sway Kelbor 
Hal to his cause, he also ottered gifts; S i t 
technologies harvested from the later Great 
Crusade era and kept solely by 1 lot us and 
those he trusted, and the freedom to pursue 
those technologies and arcana the Fmperor 
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had so cruelly denied them as forbidden 
knowledge since the Treaty of Mars. 

On M’Pandex, an ancient Forge World whose 
history had been blighted until re contact 
bv the Great Crusade, here a Magos also 
identifying himself as Regulus was greeted 
with great reverence and courtesy, and 
personally led to direct audience with the 
High Ourtcka ot M’Pandex to put his case 
What passed between them at this private 
conference is unknown, but from then 
onward and without recourse to consorting 
with the synod of M’Pandex s Magos for 
confirmation, the Forge World was pledged 
to the Warmaster, there was in some quartet" 
bnet but violent resistance to this new order. 





but the world was long used to internecine 
conflict in its ranks, and the High Ourteka 
was merciless in wielding the handful ot 
Martian Skitani and the small detachment ot 
Legio Mortis Titans based there to aid in His 
world's protect or), now h:s pro ate enforcers 
to ensure compj This new allegiance, 
while firm, was not widelv broadcast and was 
unknown to outsiders. M Pandex wa^ quick k 
girded tor war, its production capacirv 
ramped ever higher and now destined tor 
Hoots' armies, while w hatever Loyalist 
or merchant >hips passed into its space 
w ere seized and impounded, their crews 
and complement torciblv converted into 
adseculans slaves tor a growing Vaghmaia of 
the Forge World s own. 
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I he* reception winch greeted the Emissary 
of Mars at Mezoa. however, could not have 
been more stark in contrast than to that 
at M Pandex Regulus found a star system 
already geared for siege and conflict; his warp 
runner was stopped at the outer edge of the 
system and forbade entry on the threat of 
immediate destruction. Mezoa had ever been 
a militant system, bom of the ferocious wars 
of the Great Crusade and fashioned as much 
as a fortress as a centre of macro-industry, 
its Magas fiercely independent from their 
kin elsewhere and just as fiercely loyal to 
the ideals of the Imperium whose expansion 
they served. 


forced to communicate via only the most 
primitive two-way vox circuit with a 
hulking Mezoan battle-sphere rather than 
directly with the Forge World, and under 
the condition that any attempt at other 
communication or the passage ofdata-djinn 
or other influence over the circuit would 
result in immediate annihilation, Regulus 
nevertheless put his case. In response the 
Pentarchy of Archimandrites, which had 
by tradition ruled Mezoa, offered a blunt 
rejection of the Warmaster and a formal 
secession from the authority of Mars. 

Further, they called Regulus and Kelbor Hal 
both apostates and blasphemers in the eyes of 


the Omnissiah, and pronounced them or anv 
under their command to be under sentence 
of death if they entered the Mezoan system 
again. They finished their communication 
with a single word in judgement: "1 ieretefe", 
Regulus fled. 

The Blockade of Mezoa 
Shortly after the denial of Regulus, a 
blockade of Mezoa was begun. With the 
direct aid of the warships of M‘Pandex 
both their own Mechanicum vessels and 
those they had captured and now operated 
under false flag, as well as more shadowed 
forces operating under the Warm aster's 

























































direction the various star systems that led 
into Mezoa were cut oft from it, with the aim 
of choking off its supply of raw materials. 
Resources whit h, where possible, were 
now directed instead to the hungry forges 
of MTandex l he Mechanicum of Mezoa 
actively resisted where they could, although 
they steadfastly refused to sally forth with 
their full force, treating the attacks as ban in a 
trap Instead, they ordered their outposts and 
detached forces to resist until destroyed, and 
on far thing mining stations and on the decks 
of mass transporter vessels, the forces of 
the two Forge Worlds, long rivals hut never 
before enemies, clashed in mortal combat. 



Mercy was not to be found in either sides* 
circuit augmented hearts and the adsecularts 
cohorts ol MTandcx were matched savagely 
by the armoured centuries of Mezoa's 
Thollaxii which, while fewer in number, 
vastly overmatched the adsecularts in 
individual might In what seemed now to 
outsiders to he a civil conflict between the 
Mec hanicum rather than a move in a wider 
game, refinery stations on Jujya and Gunnar's 
Rock burned, and on New Providence, 
thousands ol fleeing vapour mill workers, 
caught between the battle lines, were 
crushed beneath the tracks of Krios tanks 
and slaughtered needlessly in the withering 
crossfire of blazing energy weapons as both 
sides utterly ignored them, as if they had all 
the consequence of stalks of wheat caught 
in a hurricane. Confusion as to the cause 
of this conflict forestalled any intervention 
by the Imperialis Armada, fearful of the 
consequences of their actions, until it was 
too late. 

By the end of 006. M \ 1, the Mezoon system 
had been almost entirely cut off, and now 
enemy warships were circling the edge of 
its outer reaches as sharks waiting lor prey 
Mezoa was a prize not to be underestimated, 
but it was also fortified beyond ready 
conquest, even by a force as large as a fully 
marshalled Expeditionary fleet, but once 
cut off from aid and from giving aid to 
others, it was now effectively neutralised. 
Mezoa would wait. The next stage of the 
Warmaster's plan was about to begin 


It was just as the fleet command at Port 
Maw was finally progressing with a plan 
to break the blockade of Mezoa in order to 
counteract the growing loss of advanced 
munitions and macro weapons supplies the 
Imperialis Armada was predicring, that dire 
news reached it via garbled astropathic signal 
from Lascal on the edge of the Grail Abyss. 
Previously, a number of reports of worlds 
going dark had come out of that region 
and the stars which bordered it. but to the 
authorities on Lascal, Dominica Minor and 
at Port Maw, the abyss was too distant, its 
worlds too unimportant to be considered a 
priority lor action, or to justify the diversion 
ol their finite supply of warships where the 
woll was evidently at the door ol closer, tar 
more strategically important systems 

Now such parochial thinking had bom 
dark consequences, and without warning a 
massive fleet had torn out of the Empvrean 
at the edge of the Lascal system, and there 
would be no time to rally reinforcements to 
meet it. Much of the strategic detail of what 
was to be Lascals last broadcast bad been 
lost to the soul-static of the Warp, but what 
images and allegories remained were clear 
enough bleak warship after bleak warship, 
slab-grey and bone white, stained and pined 
with the scars ol ancient battles and recent 
acts ol murder. Alongside these were Warp- 
carried images ol the death s head and the 
black sunburst, the sevthe of the reaper. 

The Death Guard Legion had come for the 
Cyclops Cluster. 



The Fate of Orhlacc 

When the Warmaster's dread ultimatum of Dark Compliance came to the torlorn Knight 
World ol Dark Haven near the otherwise lifeless centre of the Cyclop' Cluster ir was not 
carried by the now much feared Ikon, but bv the rubv-hulled galleass of the Rogue Trader. 
Charid Undine. The message, however, was the same, and the reply ci House Orhlacc. 
who had held dominion over Dark Haven for millennia, was to meet the Rogue Trader s 
strutting landing party with the brutal reply ot their Knights thermal cannon and volknes. 
and to drive the galleass of! with fire trom their few defence lasers, concealed deep beneath 
Dark Haven’s all but impenetrable fungal canopy. The Lord Seneschal of Dark Haven made 
due report ol the incident to the cluster's authorities, but received only platitudes in replv 
from them—help would not be forthcoming; while Mezoa, the Forge World to which the 
House of Orhlacc was distantly allied, was already under tightening blockade 


Imperial observers believed the Knight House, infamous in the region tor its vengeful 
and bitter temper, would no doubt restst to the last, but would be doomed in the face of 
an assault from any major Traitor force it encountered alone. So when in 4 iozch 7. M > 1 
communications efforts bv the Khuhir, a Lunar class cruiser on deep patrol out ol Dominica 
Minor, were met with silence, it was immediately believed that such a fate had befallen 
them already. Further reconnaissance, however, revealed a world not ravaged by war but 
simplv deserted House Orhlacc had disappeared, its halls stood empty, us vaults 'tripped 
and silent- with only the vast darkness ot Dark Haven's strange and forbidding :o:«•'> 
mute witnesses to the fate of Orhlacc 
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The Reaper of Worlds 


"There is no darkness to be found between the 
void of stars, nor tin* deepest pits of the earth 
that equals the darkness of Mankind’s deeds.” 

Excerpt from the 
suppressed Neo-Terran Credos 


The Death Guard Unleashed 

When the XVII ,h ‘Sun Dragons’ deep range 
cruiser squadron of the Armada Ultima 
finally forced their way through the warp 
turbulence which had dogged their attempts 
to reach Lascal in answer to their home 
stations distress call, they broke into a 
scene of still burning carnage. The war 
fleet, mustered at the Armada’s high orbit 
anchorage over the fifth world of the system 
—some forty ships of the line and more 
than a hundred escorts, including three 
Retribution class battleships: the Sceptre of 
Iron, the Ozymmtdms and the Slur Tamer— 
was blasted to ruin; some of the larger hulks 
still bleeding fiery plasma from broken 
reactor cores and frozen air from their rent 
and lifeless hulls. Further scans shockingly 
revealed precious little wreckage that could 
be identified for certain as belonging to 
an enemy, speaking of an attack utterly 
overwhelming in its suddenness and its 


overmastering power. Further in, they found 
the fleet anchorage station had been torn 
into a new debris belt ringing Lascal V, and 
the core worlds themselves were dense with 
a ghost fog of weapons-fire radiation and the 
garbled echoes of distress calls. 

Proceeding with caution through the dangers 
of the war zone’s aftermath, still dead ly with 
unspent ordnance, rumbling wreckage and 
waiting mines, the Sun Dragons swept the 
ruins of the systems with their auspexes 
and their weapons primed for ambush, but 
no attack came. Lascal had not been merely 
invaded or conquered; it had been purged 
of life and left to the dead. The systems sole 
primary world, Lascal IV, once a burgeoning 
Imperial colony with a population in tin- 
tens of millions, was now a poisoned orb, it* 
atmosphere thick with toxic green and bln 
strata betraying the tell-tale signs of mass 
biochemical bombardment. 
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Solar Auxilia landing parties in full 
hazardous environment gear launched from 
the Sun Dragons cruisers to the palace of 
us Imperial Governor and several known 
defence bunkers all returned, ashen faced, 
with the same tale of utter destruction. The 
dead in their thousands covered the land, 
struck down in their stride by blistering 
airborne poisons and murderous nerve- 
agents. In those few places, such as the 
Imperial Governors palace, which had been 
sealed in time, a more direct hand bad been 


taken to destroy those huddled within. 
Ferrocrere walls had been shattered by 
direct cannon fire, bulkhead doors tom from 
their mountings by the merciless gauntlets 
of power fists, and everywhere was rank 
slaughter and the litter of spent bolt shell 
cases, unmistakably Legiones Astartes in 
pattern. As it any more evidence was needed 
of the perpetrators of this atrocity, in the 
auditorium of the Imperial Commander, 
above the cast-down Aquila and impaled in 
the bloated corpse of the man who had ruled 


there in the Emperor s stead, was a ragged 
banner bearing the death s head and black 
sunburst of Monanon s Legion. 

As the Sun Dragon squadron left the charnel 
house of Lascal behind them, news of what 
they had found quickly spread, and in the 
systems of the Cyclops Cluster, already 
fraying apart from each other in fear, pure 
terror now took hold At worlds such as 
Endtcott. Moravasis and San Pardor, when 
the news of the murder of Lascal escaped to 
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the general population —perhaps aided by 
agents and fifth columnisrs already planted 
among the population bv the Traitors’ spy 
network— widespread civil insurrection, 
rioting and rebellion roppled the Imperial 
authorities from power and left only chaos 
in their wake. But barely had similar dissent 
been put down in the orbital habitats of 
Dominica Minor, the seat of the Cyclops 
Cluster's notional political leadership, the 
Cuildmasters, when news reached them 
that the reaper’s scythe had visited two 
more systems, the mining colonies of Grist 
and Rabbasan.and left none alive. Both 
star systems lay in a near direct path via the 
known warp routes between Lascal and 
Dominica itself, and left the Cuildmasters in 
no doubt that they would soon be next. 

Frantically, they attempted to invoke their 
Terran-bestowed primacy and call to them a 
muster of fresh forces from their dominion 
of worlds, but were answered with silence 
or scorn. They found with horror that the 
Mezoan blockade was now reinforced with 
dark-hulled warships of unknown origin, and 
the Forge Lords of M’Pandex had reached 
out to nearby worlds and seized control 
with their implacable half-dead cohorts ol 
adsecularis, butchering any who would stand 
in their way. Worse yet, reports reached them 
that Gethsamaine’s Imperial Commander 
had bent the knee before the Traitors, and 
delivered up his world without a shot fired 
in its defence. His actions were echoed 
on the lesser worlds of Vargas and Bleak 
Harbour, while the feral natives of Zavanch 
had massacred their Imperial overseers 
and abased themselves before the Sons of 
Horus as if they were gods descending from 
the heavens. It was to the Cuildmasters of 
Dominica Minor suddenly apparent that, 
with a surgeon's skill, the Cyclops Cluster 
had been dismembered and laid bare 
before onrushmg death, as much by human 
weakness as by the sword of the enemy. 

Deacon Domino Minor 

Datacore recordings retrieved from the 
sundered command tower of the lance 
cruiser Pride of Hemuron , which had been 
cut free of her hull by enemy fi re and left 
adrift for nineteen years before its eventual 
recovery, logged the attack on Dominica 
Minor as occurring at 4392007.M31. With 
typical brutal efficiency, the warfleet of 
the Death Guard Legion appeared at the 
outer system's primary warp transit nexus, 
first blunting the waiting minefields with 
fire ships —converted mining barges no 
doubt taken from the dead worlds they 
had visited— and then simply ploughing 


through the remainder of the minefields 
firing as they went, undeterred as the 
aromantic ordnance and servitor guided- 
missile clusters exploded against their pale 
hulls The attacking force comprised perhaps 
a half of the recorded Death Guard Legion 
fleet, now reinforced with warships taken 
as prizes from their murdered brethren at 
Isstvan, and was arrayed in four columns of 
attack. Each was led by a heavy Capital class 
warship made famous in the Great Crusade, 
now turned against the Imperiurn they had 
helped create: the Reaper’sScyflte, the Spectre 
of Death, the Mia Donna Mori, and the newly 
re-named and re-built Dread - formerly the 
battle barge Winter’s Oath of the Iron Hands 
Legion. Of the dark roll of the Death Guard’s 
heaviest vessels, only the Term in us Eft was 
absent, its location and purpose at this time 
unknown. Against this mighty force, the 
defenders of Dominica Minor were a poor 
match indeed, fielding hall of their enemy’s 
number of line warships, with only an aging 
Goliath class battleship, the Spear of Vmhriel , 
long relegated to second line duties, to match 
the Death Guard's heavy Capital class ships. 
Furthermore, the fears of the Cuildmasters 
had pulled their fleet in to defend their 
capital world of Dominica Prime and 
clustered it around their orbital fortifications, 
robbing them of the ability to manoeuvre and 
abandoning the outer worlds and precious 
void-refinery complexes of the system to 
their fate. But as these sacrificial victims 
bleated vox-signals of frantic surrender, they 
were ignored and bypassed, and the Death 
Guard fleet, its engines burning at battle 
speed, came on for Dominica Prime. 

The battle which followed was brief and 
catastrophic, with the attacking fleet holding 
its fire under the desperate barrages of the 
defenders until almost within boarding 
range, the void shields of the Death Guard 
ships blazing like dying suns and their 
armoured prows cracking and splitting under 
torpedo strikes and blasts of annihilating 
energy. When at last the four columns of 
attack spread open like a clawed hand to 
grasp Dominica Prime, as one the Death 
Guard fleet turned broadside and let their 
guns speak at last, and the defenders were 
swept aside in fiery ruin. Mutilated and 
blinded, the Spear of Umbriel met her end as 
the Death Guard Legion assault ship,The 
Fourth Workman, mercilessly rammed her 
amidships from above and broke her back 
With her died any hope of resistance*. Of the 
handful of Loyalist warships that endured 
the firestorm, none survived the desperate 
hour that followed as hunter-killer packs of 
destroyers tracked down any that tried to 
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escape, leaving Dominica Prime to the Death 
Guard Legion, and the world would now pay 
the price. 

Planctfall 

The orbital assault came in inexorable 
and measured steps, the Caestus Rams 
and Th underhawks of the Death Guard 
descending amid the meteoric fires ol the 
falling ships that had perished in Dominica 
Prime’s defence. This first wave selected 
its targets and deployed its strike forces to 
ruthlessly destroy them; communications 
towers, defence batteries, auspex arrays and 
militia bastions all were systematically 
neutralised to pave the way lor the next 
wave. Unhurried, like the reaper setting 
out upon a field of wheat, came the heavy 
assault landers and Stormbirds, dropping 
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down into the centres of the great caldera- 
cities of Dominica Prime formed from the 
craters of vast open-cast mines that pi tted the 
planet's surface. Whole districts of habitation 
blocks were crushed beneath the landers 
and panic gripped the cities even before 
the dull-armoured forms of the Legionaries 
marched out in horrifically rhythmic unison, 
the sound of the ceramite-shod footfalls ol 
thirty thousand Space Marines echoing like a 
hammer beating out the world's doom. With 
them roared the thunder of mighty engines 
as squadrons of Predator and Typhon tanks 
poured forth from the gaping maws of the 
assault ships and simply tore a path through 
the habitation blocks, sending up great black 
clouds of choking dust as the roughly built 
prefabricated buildings closed like rotten 
petals around them. 


The workers militia that struggled to rally 
against the invaders outnumbered their 
foes twenty and thirty to one in places, but 
it did not matter. Their autocarbines and 
scatter-locks were all but useless against 
Legiones Astartes power armour, and their 
few heavy weapons —field mortars and 
crew-served autocannon for the main part— 
were woefully inadequate and soon silenced. 
On came Mortarioris Legion, patient and 
inexorable, dealing death at even- turn, frail 
human bodies were torn apart bv bolter 
shells, buildings undermined with cannon 
fire or stmplv torn down bv the hulking 
clawed hands of the Legions Dreadnoughts 
Faced with such terrible and controlled 
power, the militia swiftly broke and ran. and 
in the killing of the rout, the Death Guard 
made no distinction between combatant and 


civilian As the force spread out. Whirlwind 
batteries blanketed the workers slums 
with aspvx-gas warheads, while the horror 
of burning phosphex was unleashed into 
breached bunkers and poured through deep 
cellars soughr as final desperate refuges as 
the invasion became a massacre. 


Like a blackening stain visible from orbit, the 
Death Guard radiated out from their landing 
zones and the crater cities fell around them 
Soon onlv two knots ot SCI *ou> resistance 
remained, the first at Dominica Prime s 
largest srarport w here a rag tag companv 
ot industrial servitors and colossal mining 
engines had been turned into makeshift 
war machines to bolster the last stand of the 
planetary defence militia, and the second at 
the fortified entrance to the Cuiuim.i'ier» 
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sub-surface compound, where a score of 
Salamanders Legion Space Marines had 
suddenly appeared to hold the hne. The 
Salamanders were recent arrivals, refugees 
from the orbital battle around lssrvan. their 
crippled strike ship had made the joumev to 
Dominica Minor against the odds but could 
travel no turther, and they were trapped 
there, doomed it seemed to replav the fate 
that had befallen so many of their brothers 
before them. 

The Hammer 

Against the starport, a new element was 
brought to battle The great mining engines 
—each massing more than a scout Titan 
and staunchly armoured— had resisted 
the firepower of the Death Guard's heavy 
support squads, and alongside suicidal 
attacks by the overridden industrial 
servitors, actually managed first to stand 
ott and then drive back the Legion's attack. 
Rather than waste more Legionaries in an 
overwhelming charge, or wait until massed 
artillery support could be wielded to engage 
the huge machines, a new heavy lander 
was summoned from orbit, bearing not the 
heraldry of the Death Guard, but the crimson 
blaze and crossed black warhammers of 
House Makabius. 


From the moment the heaw blast doors of 
the assault lander crashed down the doom 
of the starport was sealed. Thirrv Knights in 
the proud quartered sable-and-shadow of the 
House of Makabius. their armoured terms 
each looming twice the height of a Land 
Raider and more, strode forth They moved 
with a >reed and purpose the hc.x:ng mir. r.c 
engines and brute servitors that opposed 
them could never hope to match Mortar 
shells landed n their midst and auiocannor. 
fire tattled from their armoured piate>. hat 
thev paid it no heed, and war-boms blasting 
out. thev formed with clockwork precision 
into a series ot imerhx king echelons ar.u 
advanced, ail the time gaimrg speed 

Entering range, thev opened nte the battle 
cannon ot then Knights Faiadrn picking 
out the lumbering un iters a:id blasting 
them to bloody shreds ot :lesn a no meial 
Breaking out to the flanks the rte: 

Knights c i>:-.gator and V teron n .cr:ed the 
remaining militia stioogjviris ar*J gun pits 
raking them with then, nuga-tviters and 
obliterating them in swathes ot mcenJurv 
flame Against the colo&sa! mining «ng ne> 
themselves, the cote echelons ot h:v.gn:> 
Errant strui k. wuh a cadre ot Cchmux 
L ancers forming the spearpomt ot the atUv k 
Rathe: than engage the lurobe eg v. 













































which might have easily crushed even such 
as they, the Knights broke around them like 
rhe tide against a rocky shore, using their 
superior speed and mobilirv to evade the 
roaring drills and saw-toothed maws ol the 
| mining engines. As close in as they were, 
not even the dense armour of the colossal 
machines could deny the searing power of 
rhe Knights Errant’s thermal cannon, nor the 
defr savagery of their chainblades, while the 
blinding flashes of the lancer’s strikes blew 
out their control mechanisms and blasted 
apari vital couplings. Soon the gigantic 
engines were reeling and crashing like dying 
beasts, smoke belching from a dozen rents 
in their scorched plating. All that remained 
for rhe last defenders of rhe starport was a 
terrified rout, which ended with the waiting 
Death Guard. 

The Scythe 

At the adamanrium gate of the sub-surface 
Guild Hall, against all odds the line still 
held. The few Salamanders who stood fast 
fought on like devils, unyielding, driven on 
beyond even the superhuman endurance 
of the Legiones Astartes by the desire for 
vengeance and rhe power oi raw hate. With 
them stood the last of the Guildmasrers’ 
finely equipped elite bodyguards, knowing 
that they had nowhere else to run, even as 
the Guildmasters themselves cowered in 
rhe bunkers beneath them, save a few who 
had chosen to stand and die with their men. 
Only when reports that Space Marines 
had been sighted among the defenders of 
the gate filtered through to the Traitors 
command, did Mortarion himself, Primarch 
of the Death Guard, deign to join the 
battle in person. The first the beleaguered 
Salamanders knew of it was when the 
Traitors’ guns fell suddenly and eerily silent 
in order to await their master’s arrival. 

Like a circling camon crow in the smoke- 
stained sky, the Primarch’s battered and 
battle-scarred Stormbird descended steeply, 
braking sharply at the last, its retros flaring 
bright as it disgorged its deadly cargo; the 
master of the XIV* Legion accompanied by 
his silent Deathshroud. At once was battle 
mercilessly re-joined, as the disbelieving 
Loyalists unleashed everything they had left 
at the spectre of the grave come for them, and 
the Death Guard surged forward from their 
positions in an all-out attack. 

Though one of his Deathshroud fell never to 
rise again and a score of his Legionaries were 
cut down mid-stride, Mortarion came on 
through the storm of shellfire and las bolts, 
as unstoppable and inviolate as death itself. 


his tattered cloak streaming behind him and 
his scythe held high. He crashed into the 
defence line like n thunderbolt, sending the 
first two Salamanders he reached to their 
deaths with ancient Nocturnian curses on 
their lips, bisected in a sweep of his great, 
reaping blade. The third caught him with a 
melra blast which set the Primarch’s armour 
bubbling and running like molten wax, but 
he did no more than stagger soundlessly 
for a moment, before splitting the valiant 
Loyalist open with a single downward sweep 
of his scythe. Then fell a fourth, a fifth and a 
sixth By then his Death Guard had smashed 
into the defence lines with him, and crashed 
over the last of the Guildmasters’ elite like 
an obliterating wave, so that the crush of 
splintered bone and the racking of reloading 
bolters was all that could be heard. Then 
came a mighty, amplified roar like that of 
a monster of ancient myth, and from a pile 
of broken rubble rose up a huge form, cast 
in deep emerald armour chased with ruddy 
gold. It was Shar’rac Grenn, once Consul- 
Centurion of the Salamanders 3 rd Company, 
bound to serve for the last four decades 
within the deathless shell of a Contempror 
Dreadnought, and for all that he knew, the 
last of his kind. 

A tongue of flame spitting from his whirring 
assault cannon, Grenn blasted a path ro 
his arch-foe, slayer of his brothers, and 
betrayer of his Emperor. Mortarion, as still 
and impassive as lifeless stone, waited for 
his enemy to come on. The Dreadnought 
charged, bellowing his war cry, cannon 
blazing, power claw drawn back to strike. 
Mortarion spun, stillness to blurring speed 
quicker than a mortal eye could follow, the 
great scythe sweeping out in its lethal arc. 

The blade struck, ceramite and adamanrium 
split, and the Dreadnought bellowed in 
shock as his severed arm fell, the assault 
cannon still firing wildly as it clattered across 
the rubble. Mortarion turned again for 
another strike but the Dreadnought turned 
with him, bathing the gaunt Primarch in 
roaring fire from the heavy flamer concealed 
in his power claw. Mortarion’s shoulder 
slammed into his foe’s sarcophagus, knocking 
the mighty machine reeling, in return its 
crackling power claw pitched the Primarch a 
blow that would have sundered a battle tank, 
but the Reaper did not fall. The great scythe 
lashed out, again and again, and with each cut 
Grenn howled in bitter rage and frustration 
as the Comemptor Dreadnought's armoured 
frame was taken slowly apart. At last crippled 
and burning, the mighty Shar rat Grenn fell, 
and Mortarion’s scythe plunged like a raptor's 
beak at its prey to slay the flesh within the 


machine. It was over, Dominica Minor had 
fallen two-point-seven-five sidereal hours 
after the attack had begun- less than three 
hours was all it had taken to murder a world 

The Sorrow of Moab 

Almost ar the same hour that doom befell 
Dominica Minor, a tragedy of a different 
character was to unfold on Moab. This chill, 
deserr orb had, through accident of history 
and its location at a relatively stable junction 
of currents within the Warp passing though 
the Cyclops Cluster to the Manachean 
Commonwealth, become the most populous 
world in the region, and a crossing point 
for colonists and labour cohorts setting 
out across the sector. Moab was a world 
possessed of a single coin; its people, and 
in terms of political power and economic 
might, it had long lived in the shadow of 
more favoured worlds such as Dominica 
Minor and Mezoa. Now, as darkness reached 
out across the stars, Moab found itself alone 
before the wolf, its defensive squadrons 
stripped away for deployment elsewhere, ami 
its few picquet ships and orbital gun stations, 
intended to deter corsair and renegade 
incursions, offering little hope where far 
mightier bastions had already fallen. 

When the enemy came, it was not the pale- 
hulled, implacable warships of the Death 
Guard, but the knife-like deep viridian and 
sable predators of the Sons of Horns. Arcing 
into Moab’s near-void space without warning, 
they appeared from behind the local gas 
giant, their drives blazing like torches in the 
heavens, a wide spearhead comprising eight 
strike cruisers and, at their apex, the dreaded 
Ikon, her ultimatum this time delivered from 
the barrels of her accelerator cannon. Moab’s 
orbital defences were quickly silenced, its 
single great geo-stationary satellite —a 
tangled conglomeration fashioned from the 
hulls of colony arks and used as the planet’s 
primary orbital transfer— was mauled and 
boarded with almost contemptuous ease by 
the Traitors. Ground fire was late in coming 
so swift was the attack and it too soon 
faltered of its own accord as the cruisers 
danced back out of range. 

The Imperial Commander of Moab, one 
Malthus Grange, was quick to signal his 
world’s surrender. The call went unanswered 
The signal was made again, this time on all 
available vox channels, but still the cruisers 
circled without answer. Again and again the 
signal was made, with increasingly frantic 
and shameful pleas for mercy, all the time 
the fear built on the planet and the tension 
mounted to breaking point as the hours 










































































wort' on, tor while the Night Lords were the 
Legion most renowned for their use of terror 
as a weapon, the Sons ot I torus were well 
versed in its application too. Below, within 
then fortified enclaves, the muster barons 
who ran the great labour barracks began to 
turn on each other, and civil insurrection 
and infighting broke out. The tension 
became unbearable, until MalthusGrange 
himself was slain, and the next transmission 
ol surrender now carried images of his 
bullet-ridden body as further offering to the 
fleet in orhti It was only then that the I Icon 
answered Piet screens across Moab were 
filled with the image of a savagely armoured 
Legiones Astartes in a black-plumed, 
snarling-masked helm, all but unrecognisable 
as once one of the lmperium’s finest warriors. 
They had made a beginning, the nameless 
master of the Ikon told them, but it was 
not enough. 1 loms had sent him to save 
them from the Emperor’s lies, and from 
the weakness he had fostered, and the due 
payment for this boon was to serve Him But 
only the strong, only those who deserved 
to survive would live, and the blood of the 
weak would buy them that survival. “Kill in 
1 its name and ltw\ or perish with your Emperor’s 
name on your lips; if ts for you lo decide" What 
followed was unspeakable. 


It was many days later when the dark hulks 
of orbital lighters began to appear in the skies 
ol Moab. and descended into its barrack cities 
through the blood reeking smoke that hung 
over them like a pall. Into their cavernous 
holds filed haggard, hollow-eyed men and 
women by the thousands,bound into the 
Warmaster's service as footsoldiers by a pact 
lar darker than any sane mind could know or 
comprehend. 

Silence Falls over the Cyclops Cluster 

By the closing days oi 007.M u, the steady 
flow of broken and fleeing Loyalist warships, 
refugee transports and escaped merchant 
craft that had made the desperate flight to 
the nearby sanctuary of the Manachean 
Commonwealth hail ended as swiftly as 
it had begun. The last news that came to 
Manaehea bordering the Cyclops Cluster 
in the Ultima Segmentum to the galactic 
east- was of the direst import. The reports 
spoke of scores of worlds in the grip of 
the Warmaster, and of scores of others laid 
waste, or simply descended into anarchy and 
barbarism as if Old Night had come again 

Only Mezoa, it was said, held strong amidst 
the darkness, although now besieged by 
the numberless cohorts of its ancient rival 


M Pandex, pale hulled Legion warships, and 
turncoat siege-monitors of the armada The 
first great assault had been hurled back, it 
was whispered, only because the Mezoan 
Magos had somehow turned the fabric ot 
their molten world against their attackers, 
causing vast swathes of the planet s mantle 
to suddenly and violently collapse under the 
enemy’s landing zones. The wilder reports 
even said that colossal island-sized chunks 
of magma had somehow been hurled up 
into space at the attacking ships, and that 
an ashen-black war machine called bv some 
‘(lir dragon’, claimed to have been dug loose 
irom the black sands of Isstvan itself, had 
somehow appeared to meet the attack and 
torn the Traitor Archimandrite limb from 
metallic limb. 

Regardless of the truth, that the Traitor forces 
had been hurled back was known, but Mezoa 
was but one light amid a sea of night and how 
long it would last could not be predicted. All 
astropathic communication from the Cyclops 
Cluster had ceased, and the rising warp 
squalls blinded any attempt to pierce the 
darkness with probe ships. 

Silence had fallen across what was now the 

domain of the enemv. 
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“Ww unto IJic migfily rify; 

Blood their ran in torrents, 
drenched was all the earth. 

As the mighty and the base were 
cast down together, 

Here were men lying quelled by bitter death, 
And shrouded was the world in llteir Wood." 

The Apocrypha Terra 


The Muster of War 

The Manachean Commonwealth was an 
independent dominion forming its own 
self-governing sub-sector within the 
Imperium to the galactic east of the Cyclops 
Cluster. Considered the lynchpin of the 
Coronid Deeps, it was also the principal axis 
of Imperial power holding the northern 
border of the Imperium together thanks 
to the dual influence of two systems: 
Manachea itself—principally the hive world 
of Manachea Vysidae, which was in terms 
of population and industry the equal of any 
of the great hive worlds of the Segmentum 
Solar, and Port Maw which, while still under 
partial construction and expansion, was one 
of the most powerful Imperialis Armada 
bases in the northern Imperium. This 
border sub-sector, geared as it was for war, 
presented a formidable obstacle to any attack 
contemplated against it, and few regions 
outside the heartlands of the Segmentum 
Sohu could claim to be so well protected. 


Port Maw itself was home port to a very 
sizable fleet, numbering some hundred and 
seventy capital and line vessels of the first 
rank, and nearly a thousand other warships of 
lesser degree, whose principal purposes were 
to patrol the nearby Segmenta within the 
borders the Great Crusade had established, 
defend its worlds from attack, maintain ordei 
and enforce the writ of Imperial law. As part 
of this peacekeeping force, stationed there 
and at secondary bastions in the Manachea 
and Numinal systems, were a combined 
army of one hundred and ninety-three Solar 
Auxilia Imperial Army Cohorts, forming 
an independent strategic command of the 
Excertus Imperialis under Grand Admiral 
Ospheus LaBray. In practical terms, this 
comprised notionally some 3,860,000 fully 
armed, equipped and disciplined fighters 
outfitted to the highest standards ot the 
Imperium’s human soldiery. As Solar 
Auxilia, they were trained and experiem c 
both in void combat and planetary defence 
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operations, and represented a significant 
military force, even when set against the 
threat of a legiones Astartes attack. Besides 
this elite army, the Commonwealth's own 
emergency defence planning was predicated 
upon the ability to quickly raise, arm and 
supply tens of millions of planetary militia in 
extremis, and this act itself did not seriously 
impact upon the massive economic output 
of the sector — such were the immense 
labour reserves of Manachea Vysidae and 
the war materiel ns wealth had allowed it 
to stockpile Nor was the Commonwealth 
entirely without the assistance of the 
Legiones Astartes, albeit in very small 
numbers. The limited garrison the Imperial 
Lists had left in their bastion station of 
Manachea Lux since the Great Crusade had 
liberated the region, and staying true to their 
oaths, quickly subdivided itself and sent its 
Legionaries to act as advisors throughout 
the Commonwealth, lending their expertise 
in counter-siege to improving defensive 
planning and structures, but the shattered 
survivors that had returned from Isstvan and 
found their way to Manachea had neither 
stayed nor submitted themselves to‘merely’ 
human authority for the main part, content 
to regroup and move on, rather than being 
tied down to the defence of worlds other 
than their own. 

The question then immediately becomes 
why did this vast and mobile force not come 
to the aid of the Cyclops Cluster when it 
was attacked? The answer is a simple one; it 
was not allowed to. The Warmaster had not 
allowed it. Long even before the outbreak 
of the war of the Heresy, along with many 
centres of Imperial military power not under 
the direct control of Horus or his agents 
enough to ensure loyalty, the subtle hand of 
the Traitor had done much to temporarily 
neutralise potential resistance when the hour 
of civil war came. So it was that at the time of 
the Isstvan III Atrocity, numerous elements 
of the Port Maw Hxcertus had been deployed 
to the very edges of their usual far-flung 
operational range; occupied on deep patrols, 
sent chasing half-unsubstantiated reports of 


privateer or xenos marauder activity, or even 
been temporarily reassigned to reinforce 
distant border conflicts and ongoing war 
zones, whether or not such reinforcements 
were truly warranted. Such actions the 
authority o( the Warmaster allowed without 
gainsay or suspicion. 

When the rebellion became apparent* 
commands were changed and squadrons 
and cohorts recalled for a general muster at 
Port Maw, but this was neither a swift task, 
nor an easy one, and was made all the more 
difficult by the now-infamous upsurge in 
warp turbulence and storms which were 
to spell such disaster over tin* coming 
years as they gained in strength. By 006. 
M31, matters for the fragmented Port Maw 
Excertus became increasingly worse and 
where elements of the fleet had spent much 
of the previous several years all but chasing 
shadows, now the threats they faced were 
very real. All across the Coronid Deeps, 
reports of unknown warships, civil unrest, 
unexplained calamities, outlaw activity, and 
xenos privations were on the rise, and then 
came the messengers of the Warmaster, 
demanding the Dark Compliance of the 
Cyclops Cluster, the Grail Abyss and even 
Lethe on the Commonwealth's border*—few 
doubted that such an emissary would soon 
arrive at Manachea as well 

Many deep range patrols sent beyond the 
Segmentum border simply did not return, 
while raiders chaotically attacking outposts 
perilously close to the Coronid Prohibited 
Zone, which even the authorities at Port 
Maw were forbidden to enter by ancient 
decree, were tentatively identified as 
belonging to the Rogue Trader Militant Rom 
Jhutlannder, whose ships had in the past 
served as pathfinders for the Warmaster s 
own great 63 rd Expeditionary Fleet. But the 
attack when it came appeared from a most 
unexpected quarter, as a xenos-infested space 
hulk of the likes which had not been seen 


in the region for many decades, complete 
with scores of heavy parasite warships in tow, 
arrived at the edge of the Vlorlath system, 
sending the Commonwealths military 
scrambling ro respond. 

rhe Enemy Unlooked For 

The invading space hulk, a vast 
conglomeration of shattered planetary’ rock 
and ancient ship derelicts, designated Red 
Polyphemus in accordance with the Gxiu 
Ntivis, was thought drawn perhaps to rhe 
system's potent Astropathic relay sTarion 
orbiting the systems seventh planet, Vlorlath 
Srader. Its appearance after a brief bur violent 
storm in the Warp mere ill-fortune, but this 
too seems doubtful in hindsight. 

While the Orks as a galactic-scale threat 
within the expansive celestial territory of 
the Impenum had been subdued by the 
Great Crusade, on the outer frontier, they 
still remained a potent if infrequent menace, 
and the degenerate, halt-devolved breed 
that infested the Red Polyphemus represented 
the largest concentration of the brutal 
xenos encountered in the region for nearly 
thirty years. Such a dire menace required 
the immediate mustering and dispatch 
of an entire battle group from Porr Maw 
to combat, diverting a muster of warships 
and cohorts intended ro deal with the 
worsening situation in the Cyclops Cluster. 

By the time the Imperial fleet answered 
the attacks, the Vlorlath Srader Relav was 
already overrun, and tens of thousands ot 
mutated Orks and gyre-worms had made 
planet fall on Vlorlath Srader. while the 
space hulk itself ploughed madly onwards, 
forcing the fleet into a dogged and bloody 
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pursuit. In normal circumstances* the aid 
of a sizable Legiones Astarres force would 
have been ideally called upon ro srrike a 
death blow to the hulk, but in this darkening 
time, no such help was available. This left 
the Port Maw barrlegroup the thankless 
and dangerous task of attempting to slowly 
pulverise the gargantuan Red Pa/yphrniut 
with prolonged, close range bombardment, 
rather than board if and destroy if from 
within—all the time under attack by the 
barbaric xenos which infested it like vermin. 
Without the elite Solar Auxilia cohorts oi 
the Port Maw Excerrus Command, dealing 
with the catastrophe at V'lorlath Srader 
would simply have not been possible, both 
in terms of the counter-invasion of the 
system's colony worlds, and the defence of 
the taskforce attacking the Ork hulk, which 
faced continual suicide attacks and boarding 
assaults bv the savage xenos and their crude 
but murderous void engines. 


As the campaign against the xenos dragged 
on into the closing days of 007.M31, the 
hulk finally began to fragment under the 
bombardment, bur the victory’s cost had 
entailed a butcher’s bill in lives and ships 
lost increasing with every report, while word 
reached Port Maw and Manachea of the 
fate that had befallen first Lascal and then 
Dominica Minor offering another temble 
blow to the Commonwealth’s morale. The 
fears of the Commonwealth’s defenders 
now had a name and a shape at last. Calls 
for military aid were passed to still-loyal 
tem tones to the east in the Coromd 
Reach—the only pan of the Imperium with 
which contact could still be readily made 
and answers of grudging accord were given, 
worlds such as Agarhon and Numinal aware 
that if the Commonwealth fell, they stood 
little chance in turn. Orders for general 
mobilisation were issued, the final stages 
of emergency plans enacted, defences on 
the Commonwealth's eastern border were 
heavily reinforced and known stable termini 
on warp routes to the Cyclops Cluster 
were aggressively laid with void mines. 

Given the ongoing battle in the Vlorlath 
system occupying a major part of the fleer s 
strength, the order was given that taskforces 
and patrols were to be recalled where 
possible from all other posts and ordered to 
rendezvous at Port Maw with the expectation 
of having to meet head-on what would once 
have been an unthinkable threat; the direct 
and massed attack of the Death Guard from 
the silence ot the Cyclops Cluster. 

It was, unfortunately, all just as the 
Wtrmaster had planned 
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The Jealousy of the Black Magos 

Though their loyalties had yet to he revealed for what they were, the greatest threat 
from within the Coronid Deeps would prove to he the Mechanicum Forge World ol 
Cydothrathe. Born not ol ancient history, but rather some of the darkest and most 
horrifving conflicts ot the Great Crusade and long withdrawn into secret ways and the 
studv of the arcane, they were recognised by their strange arachnid symbol and their 
robes not of Martian crimson, but of deepest hearts-blood and sable, and by the fathomless 
storm-cloud hues which adorned their servants and engines ot war. For years they had 
garnered a reputation for ruthlessness and aggression, both in defence of their domains 
from am veno< that crossed the frontier, and in pressing any claims they made to resource 
rights and territory. Imperial law and the intercession of Mars had been called upon on 
more than one occasion to keep Cydothrathe’s expansion in check. Bellicose and arrogant, 
the black-clad Magos of Cydothrathe kept their distance even irom others of their own 
kind, and where they walked, they walked alone. 

It is not known how the jealousy and ambition ol the Cyclothrathine Mechanicum came 
to the attention of the Warmaster, but it was so, and it may even perhaps have formed part 
of a larger strategy in dealing with the Mechanicum as an ally in revolt, and perhaps one 
day as a future enemy For while Homs had courted and indeed caused the corruption ot 
much of the Martian Mechanicum, and the Fabricator-General himself,and through that 
alliance brought many Forge Worlds, Titan Legions and Magos into his sway, he had also 
courted a number of Forge Worlds and Arch magos to whom Mars was at best an unwanted 
and distant authority.This was the case with Sarum and with Estaban 111, both Forge 
Worlds whose loyalty secured tor Horus lines ot supply which did not depend on the 
writ of Mars, and with minor Forge Worlds like Cydothrathe, whose industrial resources 
were not of such magnitude, but brought other, more unique powers into the Traitors' 
fold. In return he offered them freedom; no ultimate master but himself as a disinterested 
overlord who did not care to interfere with their works, their creed or where their arts led 
them, so long as his rule remained unopposed and his warriors were glutted with arms. 

To Cydothrathe u seems, long before blood was shed at Isstvan, Horus offered something 
else as well He offered empire; a domain ot their own to rule in his name, and tor years 
their vault-fanes and sunken forges had laboured in secret and without the knowledge 
of the lmperium nor of Mars, fashioning baroque engines of destruction and unliving 
legions of Battle-automata, stockpiling them in the deep vaults beneath their lightning- 
scoured world, waiting for the trumpet blast of war to call them forth. 


Treachery at Port Mat 

The situation in the Fort Maw system was 
one of extreme and ruthless order holding 
back a tide of chaos. The shell of the great 
artificial planetoid on which the vast naval 
base and void-forges had been built was 
choked by a swarm of vessels, both mighty 
and small, from a score of battleships girding 
themselves tor war. to dozens ot cruiser 
squadrons, countless hundreds of escorts, 
and thousands of servitor-drone lenders, 
victuallers and supply ships, troop transports 
and orbital lighters—all about their own 
business as the entire system stood on a state 

d 

ofhigh alert. In grim alliance, reiniorcing 
fleets had come from the east, dark bronze 
warships bearing the her)' lantern-sigil of the 
Agathean Domain, one of the most isolated 
of all the lmpcrnnns clusters of civilization, 
lean pirate-killers from the Cerada Nebula 
and a trinity of huge storm-grey war-arks 
from the Mechanicum Forge World of 


Cydothrathe, void-automata scuttling across 
their hulls like macabre insects. Into this 
morass of vessels, before the border fell 
silent, had also come the refugees from the 
storm. Some had been mercantile vessels, 
others great livestock conveyors or ore 
transports, fleeing from a dozen different 
systems under threat or under direct attack, 
and others were warships, the ragged 
survivors of the battles in the Cyclops Cluster 
and a handful had fled from as far afield as 
the murderous void battles ai Isstvan, but of 
these no Space Marine vessels remained long 
at anchor. Of this flotsam of war, most had 
been mauled by the enemy or driven past 
any safe operational ability in the desperate 
flight to reach safety, and all required aid 
and assistance of some kind. Some even had 
arrived in such a parlous state that they had 
to be scuttled or set to drift at the system’s 
edge so they posed no danger to the vortex of 
ships that swirled around the port station 


This hurricane of vessels, with its 
bewildering complexity and ever-shifting 
maze of hazards, was far too great a burden 
than any merely human mind could bear and 
control of the vast armada was channelled 
through Port Maw’s Mechanicum Astra 
Control Panopticon. This powerful broadcast 
tower, ten kilometres high, jutted spike-like 
from Port Maw’s southern pole. From here 
fleet orders and beacon signals were relayed, 
navigational co-ordinates checked and 
rectified, and centrally controlled cogitator 
maintained data directly ted into the helms 
of the ships under the Port’s watch, so as to 
swiftly reorganise their patterns and avoid 
collision. This system could, of course, be 
swiftly overridden by the ships themselves, 
but still represented a terrible vulnerability 
and so the Panopticon's control frequencies 
had been proofed against treachery by 
a complete replacement of cyphers and 
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encryption vJjtnn following the reveal, first 
oi the Warroasters treachery, and then 
changed again with panicked haste after the 
double blow of yet more betrayal at l sstvan 
V. This had been of even greater concern as a 
significant portion ol both the Raven Guard 
and Iron Warriors fleets had made layover tor 
resupply at Port Maw on their way to what 
would become the Dropsite Massacre, and 
both had been fully updated on the Port’s 
codes and deployment schedules. All of this 
was deemed compromised and once again 
swiftly replaced wholesale and, due to this, 
the Port Maw void augury and geas-overide 
systems were then believed by the Armada 
Command to still be impregnable against 
outside influence. Indeed, perhaps they 
would have proved so, except that the spider 
at the heart of this vast web, the Archmagos- 
Astral Leu Mercuric, cyber ordinator of Port 
Maw, was already secretly sworn to \ forus. 


The Web of Deceit 
Under the hand of the treacherous 
Archmagos ot Port Maw, a fiendish web 
ot conspiracy and malevolence had been 
forming and its strands stretched far and 
wide across the Manachean Commonwealth 
and its worlds,and out to the dominions of 
Agathon and the dual suns of Cerada at the 
furthest extreme of the Coronid Reach. Now 
its hour was at hand 

I his conspiracy had many layers, and many 
agencies were bound up within it. from the 
Traitor Archmagos-Astral Mercuric and 
her acolytes, to several officer cadres of the 
Imperialis Armada who had been corrupted 
by strange rites and secret societies brought 
into their midst while serving alongside the 
Sons of Horns and the Word Bearers Legions, 
to turncoats bribed through the more 
traditional means ol testering dissent, greed, 


fear and hungry ambition, and purposefully 
planted spies and saboteurs hiding behind 
the identities of murdered men and women. 
Their numbers, particularly in relation to 
the billions of men and women under arms 
in the Manachean Commonwealth, were 
in comparison very few, but they were well 
placed, and with such a tainted network, it 
had been all too easy to ensure that forces 
and agents loyal to the Warm aster were 
where they would do the most harm when 
the time came. 

Like a fruit, wholesome to the appearance but 
canker-ridden from within, tht* Manachean 
Commonwealths vaunted defences were 
already undermined, and its fate was to 
serve as an object lesson not in outright 
destruction as that at the worlds ot the 
Cyclops Cluster had been— but in the surety 
of a blade in the back. 
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Tm Bur* in the Dark 

lr was at 004400$,M31,0402 local standard 
time, some five hours before the systems 
white sun would dawn over the spires of 
Hive Ilium, principal seat of*power and 
governance of Manachea Vysidae, when 
the first reports of the arrack came. Within 
minutes alarm klaxons were sounding and 
civil defence hailers were barking out orders 
all across the world’s eleven sprawling open* 
merroplex hive structures, and Manachea’s 
billions were rousing themselves for 
imminent crisis. Ground-to-orbital defence 
laser battenes and sentinel auspex towers 
swept the skies, Great arterial roadways 
which thundered daily under rhe treads 
of millions of vehicles were cleared and 
fell silent bur for pnoritv military traffic, 
habitation blocks went under mass curfew, 
and countless militia units were mustered, 
armed and deployed, their Rhino carriers 
sweeping through the otherwise empty 
night-time streets. In the most vital strategic 
areas, transport termina, landing zones, 
mass-generatora stations and the thuggish 
Arbitrator block fortresses set against the 
threat of civil revolt, the scurrying of the 
milina was watched impassively by the 
visored helms of the Solar Auxilia Cohorts 
deployed to defend the capital hive, the 
battle-hardened professional soldiers 
already alert and ready at their posts. But 
the clockwork precision with which the 
long-dnlled defence plans of the Manachean 
state swung into action was belied by the 
horror and near anarchy that reigned in the 


command amphitheatre of the Palace of 
light, as the fortified government spire of 
Hive Ilium was known. 

Here the Imperial Commander of Vysidae 
and Lord Protector of the Manachean 
Commonwealth, Pryamus Beket, a born 
patrician whose noble line had ruled 
this world since the Age of Strife could 
do nothing but look on in disbelief and 
dawning terror at what was displayed in 
the huge holo-occularis which lit up the 
central space of the echoing amphitheatre. 
Around him his generals and staff officers 
bickered and argued, almost in a frenzy, 
whilst civic officials wandered in confusion. 
The Tech-Priest strategos linked to the 
sensonum through thick umbilical cabling 
howled screeds of lingua-technis at each 
other while their slaved servitors spewed 
reams of data-parchment as they checked 
and re-interrogated readings and reports, 
which should not ... could not be true. The 
very stars of the night skies over Vysidae 
were being blotted out by rhe warships of 
the enemy approaching and despite this, 
the orbital mines had not detonated and the 
defence monitor ships had answered no vox- 
hail, although they appeared to sail on serene 
and oblivious to the danger on the auspex- 
scanners. All of this is recorded in the deep- 
core archive of Hive Ilium, recovered from 
its ruins many years later when the ashes of 
the Commonwealth were raked over by the 
forces of the Great Scouring, shedding light 
on a tragedy that until then had remained 
just one more mystery of this great and 
unknown war. 

At this very 7 hour, in a feat of co-ordination 
that ought to have been impossible over 
distances separated by weeks of Warp travel 


from each other in normal circumstances, 
the skies of other worlds yet untouched by 
the war were being darkened by other war 
fleets moved by the Warmaster's hand. In 
orbit of the frontier world of Subinus, an 
expected relief convoy, flanked by escorting 
frigate squadrons, opened fire on the patrol 
cruisers they were to have resupplied, before 
turning their batteries on the few cities of 
the world below, pounding them to rubble 
Elsewhere, at the vast open-cast carbide 
mines on the shattered planetoid of Crvxa, 
the lone Fourth I lorscman of the Death Guard 
Legion attacked, crashing through the outer 
workings to unleash an entire company of 
Grave Warden Terminators directly into the 
mine’s populated gallery levels, commencing 
a month long season of slaughter which 
purged the planetoid of human life. At 
distant Numinal, key to the Coronid Reach, 
an armada of more than a hundred vessels 
bearing the arachnid-machina heraldry of the 
Taghmata Cyclothrathe tore out of the Warp 
and declared the entire star system forfeit to 
them on pain of death. Even further out, at 
Maxilla Planus, the arrival of Rogue Trader 
warships bearing the Eye of Horus on their 
flanks was the signal for a mass workers 
revolt that set the continent-spanning fields 
of the agri-world ablaze, while at the nearby 
colony world of Bredac Junction, rhe reaver 
Knight House of/Erthegn swept down from 
the stars to plunder, enslave and kill, bearing 
that same serpent’s eye upon their banners. 

The Wolves of War 

In the amphitheatre of the Palace of Light 
on Manachea, garbled facts were at last 
taking shape just as the planetary defence 
lasers were beginning to open fire at 
maximum range against the vanguard of the 
encroaching fleet, sending spears of blinding 
light into the night skies. A fleet of ships 
had somehow bypassed the systems outer 
ring of defences entirely, and in doing so had 
passed through none of the expected Warp 
termina transfer points from the galactic 
west or south, instead they had come in from 
the northern shipping channel—from Port 
Maw itself. In doing so, these new arnvals 
had impossibly carried with them Port Maw 
identification cyphers which had blinded the 
servitors and picquet ships far from visual 
range to their hostility until it was too late 























































Waves of near silent boarding torpedoes, 
assault rams and Dreadclaws sent hurtling 
towards their targets as mute and cold as lead 
shot in the void had done the rest. 

The frost-rimed assault craft, using neither 
life support nor power in order to conceal 
their approach, slammed into the hulls 
of defence monitors and gun platforms 
undetected until the last, and soon the void 
war for the control of Manachea's orbit was 
over before it had even begun. It was only 
now, as the main body of the invading task 
force drew close, that the cogitators and 
lexmechanics reached their conclusions 
and put names to a handful of the warships 
poised like spear tips over Hive Ilium: the 
Desolation, King Litter, the Oblivion, Gore 
Prow, and the infamous Bone Jackal; all heavy 
warships of the XVI' 1, Legion — warships of 
the Sons of Horus. 









The Path of the Damned 

Post facto reconstruction of the events surrounding the onset of the Manachean War 
must take note of the sudden and unexpected plane of arrack taken by the Warm asters 
forces; the galactic north. Although the void of realspace operates in rhree dimensions, 
the empyreal vortex of the Warp has its own idiosyncrasies and arreries, rides and storms 
These factors make the pursuit of and adherence to known and near-stable warp roures 
both a necessity and an act of sanity, particularly in times of increased turbulence and 
unpredictability in the Warp, as was the case at the time of rhe arrack. In facr, such was 
the reliance on these routes that rhe very Coronid Deeps had been colonised along such 
a winding cluster of warp passages, predominately arcing from the galactic cast to the 
galactic west roughly parallel to the northernmost border of the Ultima Segmenrum. 
Furthermore, to the direct galactic north of rhe Manachean Commonwealth lay the dark 
abyss of the Coronid Prohibited Zone, a region forbidden for its sheer hazardousness in 
fragmentary records dating back to the Dark Age of Technology. The means by which 
the Warmaster’s fleet either closely circumnavigated it without their destruction or even 
more unthinkably, crossed ir direedy remain utterly unknown. By doing so, and by hrsr 
provoking the Commonwealth’s defenders to look to their eastern borders, the Warmasrer 
was able to create an element of surprise for his fleets'assaults that simplv could nor by anv 
normal means have been possible. 
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Ar Port Maw. in the flickering actinic light 
and glimmering bras* of the Mechanician 
Control Panopticon, a countdown set in 
motion long before wound down finally 
to zero The Mechanicum djinn-data web 
blazed with a power unheard of, and all over 
the system vox-circuits burned out, auguries 
were suddenly shrouded in static and auspcx 
scanner* shut themselves down as if to avoid 
the flash flare of a nova The vast swirling 
fleet that '•unfunded the Port station was in 
a moment all but blinded, and in that same 
moment, the navigational net entrusted 
to sift sale order from chaos began to lie. 
Ships collided without warning, showering 
wreckage into the paths of others, drives 
flared suddenly to full power, hurling the 
crews of the runaway vessels to bloody pulp, 
pulverised by unexpected and unguarded- 
against accelerations, and flag bridges were 
swamped with hostile scrap-code. 

On a hundred vessels, systems failed or 
misfired as the chaotic signal continued 
to pulse, and in others whole decks 
depressurised or vented into the void, 
dragging their silently screaming inhabitants 
with them The worse calamines the deadly 
electromagnetic song inflicted though 
befell upon only the lesser vessels, the 
merchantmen and the light escorts without 
the power to resist and to whom an end came 
sw iftly T he greater warships were far too 
powerful and too resilient to suffer much 
other than debilitation and confusion from 
this data djinn-borne blade in the back, their 
own fearsome maihine amma immediately 
reacting against the attack, over-riding or 
burning out corrupted systems to regain full 

control But manv of these leviathans of war 

# 

as they recovered found themselves suddenly 
under fire from those they believed allies. For 
while many reeled, there had been warships 
prepared in secret for this assault and others 
against whom the attack had not been 
directed at all, and at whose helms Traitor 
hands had mastery Already warships had 
begun to burn as former comrades opened 
fire at point blank range before they were 
aware of the danger- laid low' by treacherous 
strikes intended to cripple rather than kill 
Within tightly formed squadron formations, 
vox broadcasts demanded surrender and 
some vessels, finding themselves surrounded 
by turncoats and all but powerless, could do 
nothing but comply, but elsewhere the initial 
atiac k had been anything but successful in 
subduing those ships that remained loyal, 
and aboard these, void shields swiftly ignited 
and alarm sirens sounded as battle stations 
was called with vengeful ire. 


On the vast conglomerate station complex 
that was Port Maw itself, fighting had already 
broken out between Traitor and Loyalist, the 
stations provost marshals having thwarted an 
attempted mutiny in their own ranks were 
now rallying armed resistance to lay siege to 
the Mechanicum Control Panopticon, which 
would answer neither vox-hail or override 
command, and was the undoubted source 
of the malign broadcast drowning out all 
others. The frantic provost marshals, unable 
to make headway against the automated 
defences which ringed the Panopticon 
citadel, gave way to the elite white-armoured 
Vcletaris sections of the 905*’ Lethe Cohort, 
the Ash Scorpions as they had come to 
be known Veterans of a dozen ferocious 
war zones, the discipline of battle had 
turned these infamous feral-vvorlders into 
a lethally effective fighting force. Blasting 
through bulkheads with melta bombs and 
tracked rapier cannon, they worked their 
way corridor by corridor, cutting down any 
resistance they met u'lth savage crossfires of 
volkite rays, and forced a passage through 
the Maws labyrinth of tunnels towards the 
generator which supplied the Panopticon 
with its power 

As they battled closer to the Mechanicum 
section, matters became yet more desperate 
as the station’s fabric itself seemed to turn 
against them and they were forced to bring 
up flamer units to scour rhe passageways 
clear of scuttling haemonculites and darting 
servo-skulls, driven in frenzied attacks like 
maddened animals. Breaching their way at 
last into the great generator vault, they found 
a vast cathedral-like space, dominated by five 
enormous, lightning-shrouded plasma coils, 
each as large as a battle Titan. Here stood 
the acolytes of the treacherous Archmagos- 
Astral Mercuric: hulking Tech-Priests as 
heavily armoured as Legiones Astartes 
Terminators in order to endure proximity 
to the radioactive infernos they tended, 
metre-wide steel spiders which leered with 
the rictus-dead grins of human skulls from 
the gantryways and webs of cabling that 
festooned the vault, and scores of blank-eyed 
servitors, their flesh scorched cinder-black. 
Beyond all these, guarding the central 
control pulpit, was a maniple of iron-grey 
Casteliax Battle-automata, their bolt cannon 
levelled and cycling, a deadly barrier beyond 
which nothing could pass. 

Battle was joined The fate of Port Maw hung 
in the balance, bravely the Ash Scorpions 
advanced into heavy fire, rushing from cover 
to cover as fast as they could as they tr ied to 
find a way through the tangle of consoles 


and companionwavs to the heart of the 
generatora. Soon the cavernous vault was 
filled with a hurricane of shrieking energy 
blasts and roaring bolt shells. Machinery 

w 

exploded, companionvvays buckled, acrid 
smoke filled rhe air. Men and automata were 
cut down alike, steel claws found flesh and 
bit deep, flamers gouted their hot breath, 
grenades clattered and thundered, shredding 
bodies and sundering metal. 

Amid the storm, the wall of Casteliax stood 
unbreached, their armour scorched and 
smoking as blast and shell washed off them 
like hai] across stone until a trio of tracked 
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rapier bartene* emerged from the smoke, 
the shearing beams of their laser destroyers 
converging on (he lead Castrllax and sending 
it to burning oblivion. Sensing that their 
momeni had come, the Veletahs storm 
sections broke from cover, screaming the 
ancient blood-cries of their feral world, and 
charged the breach in the lethal barricade 
of battle-automata Dozens died before 
they reached it, torn to pieces bv the lurv 
of the Mauler bolt cannon of the surviving 
Castellax. while others were pulverised bv 
the heavy blows of their servo-claws, but like 
a pack of raptors they swarmed the armoured 
behemoths, volkites spitting hellish ravs at 


point blank range into joints and tears in 
the Battle automata*'armour Another of 
the Castcllax loll, thrashing in blind rage 
as its legs were cut from beneath tt, and the 
Veletahs surged through, crashing into the 
waiting Tech-Priests with a strength born of 
desperation and sacrifice that could not be 
allowed to be in vain. 

Onlv a single Veletarii Prime, whose name 
has gone unrecorded, managed to torce his 
way through the tumult and slaughter to the 
dais of the control pulpit, his void armour 
blood-spattered and aflame. With no time 
for thought or plan of action, he plunged 


his power sabre directly into the heart of 
the machine, even as vast steel daws were 
fastening themselves around hts pressure 
helm 1 he pulpit dais exploded in a blazing 
white fireball, murderous arcs of lightning 
shot from the great plasma reactor cores, 
ravaging the vault as their emergency 
protocols engaged, and the mis directed 
power was vented into the capacitors which 
lined the walls, burning the men and 
machines caught between them into clouds 
of cinders. 

The interference signal Hankering Port Maw 
first faltered, and then tailed. 
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Triiimph and Betrayal 

In the void-space around Port Maw, sudden 
deafening silence cut through the inccssanr 
pulse across the vox and signal network of 
the Loyalist ships, and in its wake matters 
immediately became both less chaotic and 
more murderous as battle lines were swif tly 
drawn between friend and enemy, hails sent 
and answered, ultimatums and demands for 
surrender issued and spurned, and command 
asserted in the f ace of the crisis. 

Aboard the titanic Triumph of Roisen, the Port 
Maw Armada’s flagship —a huge fleet control 
vessel re-forged from the rwin hulls of two 
Legafus class macro-battleships crippled in 
rhe earliest years of the Great Crusade— the 


attempted assassination of Grand Admiral 
Ospheus La Bray had been thwarted, and an 
attempted mutiny eradicated with bloody 
certainty La Bray was now once more in 
full command of the immense warship 
and with the malign signal countered, the 
auguries and srraregiumduminauor systems 
of rhe Triumph —designed to order and 
direct an entire Segmentum fleet-of-vvar if 
needed— reasserted tactical control over 
all Loyalist vessels that would answer its 
call. LaBrays first order was to the Dictafus 
class ram-bartleship Kurgu, which hung in 
orbit near the Port Maw station, having just 
similarly suppressed a mutiny of its own. 
Awakening to war, it powered towards the 
now silent Mechanicum Panopticon rower, 


rhe six kilometre long armatures of the 
ram-battleship's triple servo-claws extended 
The Kurgii smashed into the rower, the thirty 
metre long teeth-spikes of its claws piercing 
its armour and sinking slowly through its 
guttering power fields, and were joined 
moments later by scores of rocket-fired 
melta-barbed harpoons which speared into 
the brazen faces of the tower. Its victim 
secured, the K urga’s drives burned white 
hot. The ten kilometre tall tower shivered 
and cracked, resisting defiantly against 
the unimaginable forces tearing at it, but 
soon shuddered and gave way as the Kurgas 
oversized engines burned like hellfire. 

The tower broke, a myriad of secondary 
explosions rippling along its length as it 
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crumbled like rotten wood and was dragged 
tree into the void The malign signal would 
not sound again. 


At the centre of the maelstrom of ships, 
Loyalist and Traitor vessels began to break 
apart, guns firing in fitful bursts, uncertain ol 
friend and enemy. On the outer edges of the 
vast slow vortex of ships, tens ot thousands 
of kilometres from Port Maw itself, the 
outriders of the great armada were only just 
recovering. These vessels had not been part 
of the core fleet at the Maw, and comprised 
dozens of reinforcement squadrons sent 
to the muster from other systems, along 
with numerous refugee craft and mass 
conveyors,around which were small 
provender and repair vessels that flitted like 
tiny sea creatures swarming around ocean 
leviathans. Here, removed from the heart oi 
the treacherous attack, the carnage had been 
less extreme and the mutinies fewer, but 
still the anathema signal from Port Maw had 
blinded and deafened them for a time, and 
now most were bewildered and uncertain of 
just what the catastrophe unfolding before 
them meant, uncertain of who was firing on 
who, or why. 


J 



Ar the outermost edge of the maelstrom of 
ships, and all hut unnoticed in the confusion, 
one of the great war-arks of Cyclothrathe, 
which had so far taken neither side in the 
anarchy, now triggered its manoeuvre jets 
and came about The colossal barrel-shaped 
vessel slowly turned and pointed its prow 
towards the opposite edge of the spiral 
arm of outer ships to the still unengaged 
warships of the cruiser squadron sent from 
distant Agathon to answer Port Maw’s 
call. Not one of these vessels bore a Traitor 
inside and to them the battle yet had no 
seeming cause and no clear side to choose. 
The Cyclothrathine war-ark, designated 
Arithmetic of Violence, silently broke apart, 
its ten kilometre long hull plates separating 
like the petals of a colossal flower in a storm. 
Revealed within in place of internal decks 
were row upon serried row of inert void 
torpedoes, which, as if lit by a single torch, 
ignited their plasma drives with a golden 
blaze of fire. They burned across the void to 
the Agatheans, smaller ships caught in their 
path obliterated instantly, and struck home 
like the obliterating fist of a god The sudden 
searing flash ol a score ot mighty warships 
dying at once in fire was so bright that in that 
instant it burned visible to the naked eve 
even to the dark edges of the systems On 
cloud. And there in answer, a gigantic black 
warship came to life 
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The War Fleet of the Port Maw Armada 

The Port Maw fleet anchorage was one of a handful of massive Imperial is Armada fleet 
bases situated on or near the Imperium s borders. These bases, and the forces which 
operated Irom them, were a relatively recent development born of an Imperium for which 
the galaxy now had been largely conquered, rather than one in which the Emperor still led 
the Great Crusade, its work not yet done. These fleet anchorages, at least one of which was 
founded in each of the Segmentum Majoris, with more planned, were the largest of their 
kind outside ol the Segmentum Solar, and in their turn were dwarfed by the vast capacity 
ol the Sol System itself, and were founded for the specific purpose of securing the domains 
the Great Crusade had lorged from the strife-torn galaxy. As such, their functions were in 
the main as pons of supply and muster, command-and-comrol hubs, and as home bases for 
a permanently stationed armada of warships with their own armies of Auxilia troopv These 
armadas were designed to serve both as a source of deep-range patrols and rapid-reaction 
forces to respond to sudden threats, be they civil disturbance, rebellion or omside attack, 
both Irom within the Imperium and from beyond its borders. 


In terms of the warships that physically made up these fleets —and the Port Maw Armada 
was an exemplar of this— they outnumbered and en masse likely out-gunned ar.v single 
Expeditionary fleet of the Great Crusade, at least on paper. They were made up primarily 
of several hundred first and second rate ships of the line; various classes of cruiser and 
assault vessels intended to dominate ‘small wars’ and conduct lengthy patrols, supported 
by frigates and destroyers meant for escort duty, to pursue and destroy marauders, 
and hunt lone predator craft that might disturb the Emperor s Peace By nature thev 
possessed fewer large capital class ships than the outward reaching forces of the Great 
Crusade by disposition, but those they possessed were often very powerful examples of 
the type, including Goliath and Legatus class battleships These two in particular were 
still extremely strong but support-intensive designs that had been replaced in frontline 
service only as the Great Crusade had reached ever further from the core worlds of 
the Segmentum Solar and supply lines had become stretched, giving wav tc* more 
independently operating Glonana and Victory patterns, but this was a deficiency of no 
consequence in their current role. 


Unlike the ships and armies that made up the great Legiones Astanes-led Expedition a re¬ 
flects, the smaller Compliance bartlegroups. and the Explorator and Rogue Trader-led 
tormanons, they were essentially detensive in nature, inward looking and meant to be 
successively piecemealed down into smaller commands and sub-deployments when 
needed, and as for as long as was needed. Because of this, thev were made up almost 
entirely of the Imperials Auxilia, with cohort" formed in the Solar pattern almost 
exclusively. These were in rum usually drawn from the established Segmentum Excerrus 
commands, and so were purely human in make-up and quite outside the regular command 
structures of the Great Crusade. Their Grand Admirals and Lord> Marshal operated unuer 
authorin' directly proffered bv the ruling Council on Terra, and were equal or perhaps 
greater in effective rank even than the Lords Commander who governed the individual 
worlds their ships protected. In practice, of course, t would be a verv foolish Grand 
Admiral that would not deter to a Prim arch when matters came to n. or an envosan ot 
the Terran Court or Mars for that matter, but thts growing distance between these two 
sides of the Impenunfs military coin, one to deter.d * re ot.rer to conquer panicu .ar c 
after the Emperor's return to Terra, accounts perhaps tor the tact tnai the Traitors cause 
did not have quite so much traction in the midst ot these sovereign ietence fleets as :t uiu 
elsewhere in the lmperiu*. DCS,! tact borne out broadly by the historical record. 


This observation beat $ t raft in the CISC the l\>rt Maw Arm which despite dear efibrts 

being made to deliberately subvert it, remained n the marontv .o\a.. anu : m. o -ucfu 
and Sol. \ \ i egirnents which did join the Tra; ^ were sek to m crewed by 

wholehearted converts,but mcreotten taken over b\ pohuted otneer v.iutc o: an aimeu 
mutiny bv a welt-prepared and ruthless minority 




























































The Battu of Hni Iiii’m 
j I The mack on Manachea when k came 

was both swift and executed with ruthless 
precision Long had the Sons ol Horus 
been famed as one of rhe Imperium s finest 
exponents of the decapitation strike; rhe 
| sudden killing blow to an enemy’s fighting 
power that makes victory all but inevitable. 
The attack on Manachea Vysidae was to be 
no exception ro this, save that the throat to 
be cut was not simply a command post, an 
enemy general or even a great fortress, but an 
entire hive cirv. 

In their plan of attack, the Sons of Horus 
assault fleet had aligned irself in a precise 
conical formation, a three-dimensional spear 
tip assault from space which presented the 
fleet's minimum aspect to the planet below, 
greatly reducing the potential hazard of 
ground fire to the attacking ships. Even so, 
Hive Ilium itself was well defended, with 
multiple reactor-fed laser batteries the equal 
of a battleship’s main guns, banks of surface- 
to-air missile emplacements, and layered 
power field and void shield umbrellas over 
us most vital installations. As with any hive 
city, its sheer gargantuan scale was also a 
defence in itself, the inherent resilience of its 
titanic architecture as proof against violence 
as any purpose built fortification, while its 
thousands of kilometres of roadways and 
passages, habitation blocks,administration 
districts, manufactora, plazas and concourses, 
were a maze in which entire armies could 
be swallowed up whole. But to the Sons of 
Horus, such obstacles were the meat and 
dnnk of warfare, and to the master of rhe 
attacking fleet, none other than Ezekyle 
Abaddon. First Captain of his legion, 
commanding the assault from rhe bridge of 
the battle barge King Eater, I lium represented 
a prize he was determined to deliver to his 
Primarch as an emphatic victory’. 

As the spear tip descended into low orbit, 
the night skies around them became awash 
with varicoloured fire as the city’s defence 
lasers found the attacking ships, blinding 
pulses of energy’ as bright as the noonday 
sun flashing from their void shields as the 
searing blasts struck home In answer, the 
strike cruisers and battle barges let loose with 
a cannonade of their own, macro-shells and 
plasma bolts hammering down upon the dry 
Where the deadly meteors fell, the ground 
shook, power fields crackled with lightning 
and habitation blocks crumbled like sand, 
dooming those caught within. But this was 
no indiscriminate bombardment, and the 
strange method in Abaddon s plan of attack 
was soon apparent. Buildings collapsed, 


causeways shattered and great gouges were 
carved into the fabric of the city, but aside 
from probing for weaknesses in the heavy 
defence shields of the great ground batteries 
and the block fortresses, and leaping upon 
them where such weakness was found, the 
majority’ of rhe Traitors' fire was falling nor 
on military targets but on precise sections 
of the city’s sprawl, smashing them flat The 
ground barrage intensified and the strike 
cruiser Oblivion reeled under the counter¬ 
fire. her own shields splitting, and was forced 
to pull away from rhe fury’ or topple to her 
death, but the work was done and the way 
was paved. 

The Traitors’ second wave came, descending 
through rhe firestorm. First the black, carrion 
crow shapes of the drop ships: massive 
Condor class Srormhirds, and their smaller, 
more agile Warhawk class brethren, relics 
as they were of rhe earliest wars of the Great 
Crusade. Then, outnumbering them, scores 
of the newer Thunderhawks and Storm 
Eagles wheeling and darting to avoid a 
hurricane of flak now rising up to greet them 
as they breached the lower atmosphere. The 
attack craft screamed down out of the fire 
and darkness, here and there some of their 
number exploded in blazing ruin as the spite 
of Hive Ilium’s guns found them, but far too 
few to alter the course of what was about to 
happen. On reaching the skyline, the Sons 
of Horus craft broke off into strafing runs, 
roaring at breakneck speeds through the 
city’s towering artificial canyons of ferrocrete 
and adamantium, missiles streaming from 
wing pods, cannon blazing as they found 
their targets. Power junctions were blasted 
to fragments, flak weapons silenced, auspex 
antenna severed and defence domes 
blown open. As the heavy firepower of the 
Stormbirds and Thunderhawks was unleased 
against Hive Ilium’s defences at point blank 
range, horrified silence fell in the watching 
amphitheatre of the Palace of Light. No-one 
present could escape the realisation that 
every attack had been perfectly plotted, 
every field of fire anticipated, every gun-site 
and concealed power node known to the 
attackers before a blow had been struck. 

Like so many before them in this bitter civil 
war, not yet three years old, the defenders of 
Manachea had been betrayed. 

The silence of the amphitheatre was broken 
by fresh outcries of alarm and urgent 
requests for aid as new reports began to 
stream in; the Sons of Horus had made 
footfall, and already the blood was flowing. 

The vast fortified dome-complexes that 
housed the defence lasers were among the 


Legiones Asrartes' first targets, waves of 
jet-pack equipped Assault squads peeling off 
from the drop ships to attack them from the 
air, while Despoilers and Reavers leapt from 
the armoured maws of the Thunderhawks 
as they hovered perilously close to the 
defenders' ramparts, braving a fury of ground 
fire as they did so. Here, at the fortified 
bastions and cannon-domes, the Solar Auxilia 
stood their ground against the attackers. 
While each one of them, as an unmodified 
human, was no match lor a Legiones Astartes 
in the press of battle, their discipline was 
iron. They fought in tight, ordered patterns, 
forming firing ladders ro maintain a steady 
stream of rapid fire against the armoured 
monsters that came for them in the dark. 
Against such relentless fusillades even Space 
Marine power armour was not entirely proof, 
as las-bolts found chinks and vulnerabilities, 
piercing eye-lenses and burning through suit 
joints. Bur where rhe Sons of Horus crashed 
into the line, all was a carnage of whirling 
chainblades and bodies torn asunder. Despite 
the valour of the Solar Auxilia, one by one 
the great defence lasers went dark and fired 
no more. 

Where the hardened veterans of the Auxilia 
Tercios had offered strong resistance to the 
Son of Horus, the conscript militia units 
which haltingly engaged them offered little, 
and here rhe scions of rhe Warmaster tore 
into the militia platoons like the wolves 
they had once used as a namesake set loose 
amid a caged flock. But yet the ride might be 
turned for the defenders of Manachea, for 
in their lightning assault rhe Sons of Horus 
had stirred up a hornet’s nest, and even 
now armoured columns of lumbering battle 
tanks by the hundred were stirring from 
sub-surface vaults, and thousands of fresh 
troops were streaming up from their bunkers 
to make good a counter-attack. Against such 
overmatching numbers and weight of fire 
even the Sons of Horus spear tip had no 
chance of standing alone in open battle, but 
then it had never intended to. 

With the majority of the ground defence 
batteries negated, the night skies above 
Hive Ilium shivered and boiled anew as the 
third wave of the attack came. Forcing brutal 
passageways through the air with a shrieking 
roar that drowned out even the cacophony ol 
battle below, fifteen great orbs of fire seemed 
to hang above the city like new suns. The 
orbs slammed down into the blasted landing 
zones that had been prepared for them and 
the ground shook for kilometres in each 
direction. The cyclopean doors of the vast 
drop ships, still glowing with the embers 



























































of their arrival. rent open, and the Titans 
of the accursed and treacherous division 
of the Lcgio Tempest us strode forth, and 
before them through the dust and smoke, 
their searchlights stabbing forth defiantly 
against the darkness, the armoured might 
of the Solar Auxilia came defiantly to meet 
their challenge 1 fund reds of Leman Russ, 
their engines straining and bleaching 
heat, arced out to the flanks, encircling the 
Landing zones, while through the centre 
of the armoured wave, scores of Malcador 
heavy tanks formed up in echelon before the 
Auxilta’s most powerful units: Baneblades 
and Shadowswords in the winter-white and 
sapphire livery of the Excertus Imperialis 
Ultima, while behind them Basilisk 
artillery squadrons were already striking 
up their deadly thunder. Their void shields 
already crackling under the growing fury 
of the bombardment, the Legio Tempest us 
advanced. The Warlord Titan, Agrippa, 
towenng far above the ant-like tanks which 
dared to challenge it, let howl its war siren 
and the chorus was taken up by the score 
of God-machines now treading the rubble 
of Hive Ilium to dust behind it. Kilometres 
away, eardrums burst and windows shattered. 
Agrippfl then raised its garganruan plasma 
annihilator and banished the night in white- 
hot sun fire. 

The Ravens 

At the same hour that the first footfalls of 
the Titans were sounding at Hive Ilium 
on Manachea, at Port Maw open void war 
had now erupted between those ships that 
had turned fully traitor and those who had 
remained loyal, while all across the artificial 
planetoid station below them, civil war was 
being waged with bloody conviction. The 
Traitors’ plan had proved only partly effective 
in conquering the Loyalist fleet from within 
or forcing its surrender, and now the malign 
influence radiating from the Mechanicum 
Panopticon had been ended, the Loyalists 
were rapidly gaining strength. 

After the bloody and chaotic skirmish, 
those warships that remained mobile had 
broken away and parted into two battle lines, 
forming thousand kilometre-long crescent 
formations mirroring each other in orbit 
round the Maw, each now staying their 
range and keeping the bulk of the artificial 
planetoid between them and the enemy 
as they manoeuvred to form up. Around 
them hundreds of wrecks and stricken ships 
cascaded, reeling with damage or drifting 
paralysed as bloody struggles raged on within 
them for control. Neither force had such 
overwhelming superiority yet that a direct 


attack on the other would guarantee victory 
without severe losses, but both knew that 
to attempt to flee — to turn away from the 
enemy and run— would he to secede the 
entire strategically vital star system and all it 
contained to the enemy. The fate of Port Maw 
and its vast armada hovered on a knife edge 

As the two battle lines fell into a deadlock, 
from the darkness of the outer system 
came a new and unexpected threat. The 
dark fleet answered no hails, broadcast no 
identification cyphers, but came hurtling 
on at near relativistic speeds like a dagger 
hurled at the heart of Port Maw In the 
Strategium of the gargantuan Loyalist 
flagship,Triumph 0 /Reason, Grand Admiral 
LaRray waited impatiently as his sensorium 
officers strained their auspexes to get a firm 
report on the incoming fleet Some form of 
masking technology was being employed 
that scattered and defused the scanning 
beams, making a definite fix on the vessels 
impossible to attain. LaBray likely knew, 
as many of his rank did, of the rumours of 
such arcane devices being employed by the 
secretive Raven Guard Legion — a Legion 
which remained loyal, but was reported 
destroyed at Isstvan V. Could this be a 
Raven Guard splinter fleet, the survivors 
of that cataclysmic battle? If so, why did 
they not answer, why did they not identify 
themselves? These questions could not be 
readily answered. But however effectively 
their true nature was shrouded from LaBray’s 
fleer auspexes, while operating at such 
intense acceleration, their engines burning 
bright with plasma thrust, they could not 
hide their number; there were twenty vessels 
by their drive flares, at least half of which 
were capital class by his savants’ estimations, 
meaning LaBray s own fleet outnumbered 
the interlopers by a margin of four to one It 
was a force which alone he could overwhelm, 
but if it toined with the mass of the enemy 
now matching him in orbit on the other side 
of Port Maw, would iikelv tip the balance 
in the Traitors’ favour. Without hesitation 
LaBray gave the order, and the vast crescent 
of his armada turned and began to arc toward 
the stranger-fleet on an intercept vector their 
own engines burning bright 

The distance closed, thousands of kilometres 
flashing bv vn mere seconds, and behind 
the Loyalists the Traitor fleet followed suit, 
but it would he LaBrav s ships that met the 


the image up before him, It was only then 
that he realised the depth of his mistake. The 
vanguard of the incoming fleet were indeed 
Legiones Astarics battle barges of the Raven 
Guard, or at least had been, two modified 
Dagon class grand cruisers bearing the sable 
heraldry of Corax s Legion now tom and 
burned in the fires of battle, but what came 
after them was not of the Raven Guard. The 
monster rose up behind the battle barges, 
making them seem as mere frigates in 
comparison to its nightmare magnitude. It 
was a ship no Imperial captain could ever 
have failed to recognise at first glance, it was 
a war machine few vessels could ever hope to 
match, but what its presence portended was 
darker still. It was the Vengeful Spirit; it was 
the flagship of Homs. 

Conquest 

The warships of the Sons of Homs cut into 
the Loyalist battle line at its apex, smashing 
into it head on. the turncoat warships of the 
Raven Guard being sacrificed to soak up the 
fury of the Loyalist guns as they closed. The 
Traitor spearhead of warships cut into the 
Loyalist fleet like a lance, piercing it bodily 
—splitting the Loyalist fleet s defensive 
formation in two like an axe cleaving meat. 











At the apex of the spearhead, the Yengeful 
Spirit came on through the blast waves of 
flame and debris ahead of it like a beast of 
ancient mvth made real, its huge armoured 
prow smashing aside Lovalist cruisers like 
tovs, its many-decked broadside batteries 
smashing shields and cracking open hulls 
with contemptuous ease as it passed. Along 
us darklv armoured flanks, strange symbols 
writ as ii bv a colossal hand seemed to flicker 
and tade, as if pulsing to some temble 
heartbeat and the void around it appeared 
to twist and recoil The juggernaut-ship 
plunged on through the Lovalist vessels, 
dealing death as it went, unstoppable. The 
garganruan battle barge of Homs had cr.e 
goal.one true target; the Tnu»*trh of Ktavn 
protected at the bean of the Lovalist armada, 
and the focus of us command and control 


Us quarry in sight, the Ycng.n*. Sptnt made 
as it to ram the vast double hulled Tnu**tpn 
of Reason. but as it closed the guns ot borii 
hunter and deadl\ prev blazing savagely 
the Vengeful $rint > engines flared and u 
spun suddenly on ;s av.s a manoeuvre 
which at that velocity should have been 


newcomers first, that was now inevitable The 
minutes ticked bv until u was reported that 
the incoming ships were now close enough 
to be within \ isual range ot the flagship's 
occularis. ami l aBrav immediately ordered 


fatal tor any ship ot us sue—the manic 
and unexpected turn smashing to dust two 
hapless escorts that tound themselves in u> 
path, while a bastion tngate that caught the 
tull blast ot the Vmgcftil Spin, ^ engine^ a> it 
























































sunn# w j*' flung burning info the void. The 
*p*ce between the fWDprg4tifDfl() warships 
M*rmed to dlxfnrt and shudder .is thr ship of 
the VTarmiitrr violently arretted ifs progress 
so that it now Haw above and alongside the 
\ Humph marching her course and velocity. 
In response to the seemly impossible 
manoeuvre and fhe threat now looming 
vulture like over fhe triumph, fhr lumbering 
giant below her tried to throw hrrsell aside 
to evade whaf was to happen next or at Je.isr 
to roll and bring her own broadsides to bear, 
but she was too slow and it was too late. 

Vortex missiles, rare and deadly weapons 
of (hr Hark Age of Technology, spat from 
the Vengeful Spin/’* broadside launch rubes 
and exploded in ghostly spheres of silent 
nothingness that tore away the Triumph of 
Rcamri * void shields like paper and cracked 
open fhe decametre-thick hull plating 
beneath them like splintering ice. Seconds 


brer, the Dreadclaws and Kharybdis of the 
Sons of 1 torus followed, punching through 
the weakened hull in a score of places and 
spilling out a cargo of death within. Hunships 
and assault rams lollowed, forcing their way 
into flighr bays and hangars, crash landing in 
a storm ol fire and shell. 

Throughout the Triumph emergency alarms 
sounded rrpt*/ hoarder*', security bulkheads 
slammed shut and weapons cages Were 
(lung open to arm the thousands of crew, 
from the lowliest galley rating to the highest 
astrogator. The elite Solar Auxilia of La Bray's 
own Lifeguard Cohort rallied to meet an 
invader that was already within their iron 
walls, and soon corridors and gun decks 
we re fi I led wi th t h e din of ha 111 e a n d t h e 
screams of the dying. Quickly, the Sons 
of Horns assault forces smashed their way 
inro the core ol the vast and labyrinthine 
double-hulled ship, killing with controlled 


savagery; viridian-hued Legion Breaches 
locking shields to march down on automated 
gun stations that turned the air in front of 
them into hurricanes of shellfire, heedless 
of their punishing losses. Elsewhere, Sons 
of I forus Reavers turned crew decks into 
blasted abattoirs, beadless bodies strewn in 
their wake as crew, servitor and armsmen 
alike were slain without mercy by bolter and 
blade. At defensive choke points and at the 
gateways to vital compartments, the Solar 
Auxilia Lifeguard made their stand as black 
armoured Terminators thundered inexorably 
towards them, maintaining disciplined 
volleys of las-fire of such intensity that the 
sable ceramite plates of the Cataphractii 
began to glow a dull ember red and their 
gilded chasemcnts ran molten as hot wax. In 
the bowels of the Triumph, armoured locking 
mechanisms were thrown open, cryo- 
chambers vented and at LaBray’s command, 
the last line of his gargantuan flagship's 
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defence was lei loose upon the enemy, Ogyrn 
Charonites hundreds of them. Mutilated, 
cvbemencallv augmented monsters fuelled 
bv rage and combat stimulants—barely 
controllable- the processes that created 
these beasts of war were themselves based 
on techno-arcana many had thought better 
abandoned to the Age of Strife But such 
creatures were still maintained under 
Imperial dispensation to the masters of the 
Solar Auxilia, a weapon of dire resort that was 
unleashed now against the Sons of Horns. 

I he hulking, surgically armoured abhumans 
lowered over a Space Marine, and their 
augmentic fists could crush power armour as 
easily as bulkhead plate. 

Even against the superhuman warriors of 
the Sons of Horus, in the confines of the 
1 numphV passageways and engine decks 
the Charomtes proved deadly, smashing 
into their ranks and sending them flying or 


Ik 1 *' 


ripping them apart like over-cooked meat 
Bolters hammered the Charonites ji point 
blank range, blowing out bloody chunks 
of their chem infused flesh,chainswords 
slashed and wheeled, hut to seemingly 
little effect, and the insane abhumans 
ploughed on, heedless of wounds that 
would have killed even a Legiones Astartes 
many times over- -even headless they 
sometimes continued to murderously flail 
around them until life was torn from bodies 
smashed beyond recognition. Force was 
met with force, savagery with savagery, anti 
soon the Traitors' attack began to stall as 
casualties mounted on both sides For the 
briefest moment, a glimmer of hope came 
to the embattled survivors of the Triumph 
of Reason, only to die as the eerie screams of 
reality being torn open echoed all across the 
Loyalist flagship as the Vengeful SpirtTs second 
wave of attack teleported on board, and with 
them came Horus. 


I iorus, the Warmaster, Primarch. God of 
Battle; nothing could stand before him Into 
the thickest concentration of the Charonites 
he charged, his black-pelted cloak streaming 
behind him, his maul. Worldbreakcr, 
crushing the Ogryns as if they were inert 
figures of gore-filled porcelain rather than 
the nightmares ot the Age of Strife made 
flesh In him his Legion found new vigour, 
a dark power seeping into their souls which 
hurled them at the enemy once more like the 
devils of ancient lore Seeing that all was lost, 
LaBray led the last of his personal Lifeguard 
in an attempted break for the ship's fighter 
bays, hoping no doubt to escape to another 
Loyalist vessel, but even in sight of the 
launch bays they were cut off Denied even 
the glory' ot a last stand, LaRrav and his party 
were torn apart in a savage crossfire, his half- 
incinerated body only later identified long 
after Warmaster Horus had moved on from 
the war ravaged system. 

As a tide of murder. Horus and his sons 
crashed through the Triumph of Reason, 
obliterating all in their path, until at last 
the command decks were breached and 
the Strategium broken open, and all within 
slaughtered without deference to rank or 
title. Before Horus, the human crew of the 
Triumph of Reason simply cast down their 
weapons in despair, but such submission 
did not save them. From the corpse-strewn 
bridge of the Loyalist flagship, the Warmaster 
addressed the surviving Loyalist fleet, his 
voice burning across the cold void to the 
very depths of Port Maw where the fighting 
raged on still To those who resisted him. tin* 
god oi death ottered mercy in praise of their 
valiant, it deluded, struggle submission and 
service to him would spare them.onlv this. 
They would be his now and forever or thev 
would be exterminated utterly. 

Leaderless, broken and alone, the Loyalists 
were now confronted with the same 
unimaginable ton e that had cowed and 
butchered countless star s% stems m the 
name of the Emperor, and had no answer 
to its inhuman power One b\ one >ave tot 
a handful such as the K.. - c • who tied into 
the darkness, the Loyalist 'hips strucs theit 
flags- dispersing then shields and cutting 
their targeting auspexe^ and thcrebv 
surrendered Withm the mvnad comdors 
and vaults ot the great station complex use li¬ 
the din ot battle died awav to a dreadful and 
expectant silence, broken oniv bv '.he cries of 
the wounded and the Jvrng 

Port Maw and everything in it belonged to 
the Warmaster 
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The Darkness Descending 


“Whom gods destroy, they first dnvt mod. 
Mere toys we are for their pleasure, and those 
it amuses them to raise up, they soon tin of 
and strike itoten for their sport." 

The Dramaturge Procut Soldans 

Circa Mi 


Manachea is Chains 

The battle was in its eleventh day when the 
gates of the Palace of Light finally fell and 
crowned the end of the battle. For five days 
the defenders of Ilium had held out against 
the power ranged before them, but it had 
been the breaking of them, and after that 
had come six days of rout and the protracted 
slaughter of an enemy hounded to their end. 
Now, in the ash-blown city, Titans strode 
the great arterial roadways uncontested, 
wrecking and burning in spite at their own 
losses, as the skies above them shrieked 
with Legion gunships which plummeted 
like birds of prey when some last holdout 
of resistance or fleeing refugee band was 
spotted. Hive Ilium's once white pla/as were 
strewn with broken bodies and the burned- 
out winks oi tanks, the ordered rows upon 
rows of habitation block* were mutilated and 


shell-pitted beyond recognition —where 
they had not been smashed and toppW 
entirely— and the manufactota an c 
of government were now merely ske 113 
frameworks of twisted metal clad in on 

Not all had gone the attackers way | n ^ 
battle; even now amid the ruin o tA o 
Fortress 7 7 -4.iheTempe*tus Reaver 1«» 
lUixvafdirt lay slain, its embers sti % 0 
with decaying radiation. It had ^ en * ^ 

victim of an ambush attack by a w* ldltt 
House Vyronii Knights caught on wi 
when the invasion came. It Ha mean 
end hut the Vyronii had sold themse v- 
dearly. The Riwvaliati had been the t 
Titan to perish in the assault, two H 
WarHounds having gone betore it* in 
four others of various classes ha me . 
with never# damage in the armoui 
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which had raged after the Legio Tempestus’ 
arrival. Hive Ilium's division of super-heavy 
lanks had acquitted itself with unexpected 
effectiveness in the attempt to hold back 
the Titans’ landing, though ultimately, with 
a demi-Legio ol Titans before them and 
the Sons ol Horus falling on their flanks, 
they had been doomed. Despite the bitter 
resistance of the Manacheans of Ilium, the 
city had fallen, victory now was no more 
than a formality. Having witnessed the fate of 
their capital, Manachea’s other hive cities had 
already capitulated to the invaders, and its 
satrap worlds would swiftly follow. 

Abaddon himself led the final assault on 
the Palace of Light, having deliberately 
spared it till last almost as a perverse joke 
so it could stand witness over the hive it 
had once ruled as the city was destroyed 
around it. Smashing his way inside with his 
Justaerin bodyguard at his side like a band 
of robbers come to plunder a defenceless 
home, the assaulters’ savagery was done as 
much for sport as for military effect, as all 
that remained there were functionaries and 
wounded soldiers with nowhere left to flee 
to. The pict-recorders ol the spire’s command 
amphitheatre showed the pitiful end. Alone 
and defiant to the last, Pryamus Beket, Lord 


Protector of Manachea, met the killer of 
kings. To the face of the armoured giant he 
spoke his words of rebuke and died, broken 
by Abaddon as casually as a man might 
swat a fly. With him died the Manachean 
Commonwealth. In its place was now a 
domain of Horus, a newly acquired bauble of 
conquest for a spreading shadow empire—a 
realm that existed only to arm and equip its 
masters for but one purpose; the overthrow 
of the Emperor of Mankind. 

The Spoils of War 

Mortarion and the core of the Death Guard 
fleet had already long departed the region 
by the time the Manachean Commonwealth 
had fully submitted, and the Warmaster 
and his own fleet were soon to follow, the 
course of the war carrying them far away. 
His wrath was to be visited on a dozen other 
worlds in the years to follow, from shunned 
Gyrien, to storied Dwell and the vaunted 
fortress world of Molech. whose deter.ces 


stood greater than even Manachea s but 
would also be shorn in the talon of Horus in 
its rum Behind them thev left the Cr ronid 
Deeps sundered into fragments a realm o? 
broken cities and dead worlds war zones axil 
left bleeding and the unify of Imperial rule 
irrevocably severed. Port Maw was now his 
and rapidly was returned to order, serving 
as a resupply and repair base tor Traitor 
forces in the northern Impenum; much of 
us armada was stripped from it, warships, 
rum coat troops and war machines dispersed 
to reinforce Traitor battle lines and attack 
fleets across a score of sectors where t he war 
now raged. This had left only a skeleton fleet 
of perhaps sixtv line warships at the Maw. 
strong enough to ietend it mom attack and 
to enforce dominion over the Manachean 
worlds, but far too small ;r. number to ensure 
full mastery over the wider Gororad Deer* 
Commanding this pocket empire in the 
Warmaster s name was a detached Sons ot 
Horns battle company under Taioc Thome. 









































once a line captain of the Sons of l lorus, 
now Tyrant of Port Maw. The sear of his 
power was the blood-bedecked Trit/wi/dt of 
Rnwi. renamed The Ludf Under his rule, 

Port Maws ship-forges worked in endless 
cycle ro arm, construct anil repair warships, 
as Dark Mechanician emissaries took charge 
of the anchorage facilities in the Warm asters 
name, and six cohorts ofChthonian Jackals, 
Solar Auxiha recruited from the Sons of 
Horns home world but judged unsuitable tor 
Legiones Asrartfs conversion, were installed 
js Port Maw’s garrison. Beneath this shadow, 
the hives of Manachea became little more 
than vast slave-amps run bv those natives 
who had pledged themselves wholly to 
Horns and who now competed with each 
other to prove their lovalry bv enforcing the 
brutal quotas demanded bv their distant and 
merciless overlord. 

Between Thornes fleet and the Taghmata 
of M Pandex. the embattled but still 
unconquered Forge World of Mezoa 
continued to be blockaded, but attempts to 
besiege it had failed, and it remained a threat 
whose influence would spread Though 
the main warp routes to the galactic west 
staved in the Traitors' hands, allowing Port 
Maw and Manachea to serve their function, 
much of the Cyclops Cluster around them 
was now little more than a war-ravaged 
wasteland Here rhe Traitors writ ran only 
where the shadow of their warships fell to 
extract tithe and plunder. Beyond, to the 
north, the Grail Abyss had sunk back into 
an all-encompassing darkness as before 
the coming of the Great Crusade; a haven 
for renegades, vengeance-seeking Loyalist 
survivors, marauders and far worse. To the 
west of the region, considered strategically 
less important than the core systems 
conquered in the war’s initial bloody phases, 
in the area known as the Coronid Reach, 
conflict still raged unabated and matters 
were very much in flux. Here the Forge 
World of Cydothrathe, spuming the direct 
involvement of the Sons of Horns garrison 
at Port Maw as much as it dared, was still 
prosecuting its own war of conquest, 
although it too had acquiesced to Horus 
and dispatched a significant portion of us 
Taghmata to join the Wannaster’s armies 
elsewhere What remained under the 
command of the baleful warlord Archmagos 
Duykavac was engaged m ongoing 
protracted battles to control Nununal and the 
surroundmg star systems while a number 
of Rogue t rader fleets Death Guard poison 
ships and the leavers of the Iratlur Knight 
Houvr A nhegn all in theory operating 
under the Mtarmaster > banner, but each with 


their own agendas were .ill active in the 
region, as was substantial and increasingly 
co-ordinated Loyalist resistance Both sides 
were at turns both hindered and helped by 
the rising tides of warp turbulence which, 
having seemed to abate during f lorus' 
invasion, were now rising again in temper. 

By the dawning of ooS XU 1 , the Coronid 
Deeps, once a stable outpost of the I mpenum, 
had become in part a fractured series of 
Traitor-ruled domains in a wider galaxy 
nven with strife Blit this too was soon to be 
challenged as the spirit of war that had been 
unleashed would not be so easily assuaged, 
and for some victory was to prove fleering. 

Borne upon the Storm 

The distant Agathean Domain, an 
autonomous cluster of Imperial worlds 
sitting outside the borders of the Ultima 
Segmenrum in the stellar deserts of rhe 
nonhem Fringe, was in truth only part of 
the Coronid Deeps bv accident of history 
and the vaganes of Warp travel. Isolated as 
it was —access was limited principally by 
somewhat tortuous and storm-prone warp 
routes from the Grail Abyss and Numinal— 
and strategically of no real import to their 
plans, the Traitors' attack on the region 
had bypassed it utterly, and the Agatheans' 
onlv involvement in the conflict thus tar 
was to dispatch a cruiser squadron from 
its own small battlefleet in support of the 
general muster at Port Maw. This act, and its 
consequences, were however to have deep 
and unforeseen repercussions in the years 
to come. Of the eight ships which had set 
forth from Agathon the year previously, only 
a single cruiser, the Tekmochus, returned, 
storm-wracked and battle scarred from the 
treachery at Port Maw. Having escaped by 
luck and bloody perseverance from the 
Traitors’ trap, she bore with her not only 
a true account of the catastrophe at Port 
Maw and the perfidy of the Cyclothrathine 
Mechanicum, which had cost the lives of 
her sister ships, but also news gathered 
from her long and arduous journey home 
through star systems given up to war and 
anarchy The lelrmachui also carried the 
body of her captain, Jocasta MaSade. held 
in state, she havtng perished of her wounds 
after the Battle of Port Maw, having refused 
medical assistance until her ship was out of 
danger The arrival of the Tekrmuhut was the 
spark of ignition to a powder keg of fear and 
political division that had been fermenting 
on the hive world of Agathon, t entre of the 
Agathean Domain, since the fust word of the 
rising of Horus against the I mpenum had 
become known 


Although a relatively minor hive world 
by the standards of sprawling Manachea 
or soaring Necromunda, it was ancient; its 
founding lost in the Dark Age of Technology, 
while its Compliance with the Imperium 
had not been without bloodshed. Its 
first Imperial rulers had been the Solar 
Auxilia officers of the 6o ,h Expeditionary 
f leet, whose final conquests these worlds 
had represented, and its first Imperial 
Commander had been Lord Marshal Ireton 
MaSade, grandfather to the slain captain 
of the TV/mmclius, and once master of the 
6o ,h . Quickly, the fleet ’s officer cadre had 
integrated with the local families of nobility 
and within a few generations the lines had 
blurred between the two, but the further 
down the social order, the more indifference 
and resentment was encountered regards 
Imperial rule on Agathon. Now the threat 
of encroaching civil war and universal fear 
of the whispered fates of worlds such as 
Moab and Manachea had given voice and 
power to that resentment, and Agathon’s 
Parliament of Electors slipped into open 
conflict, caught between die-hard Loyalists, 
those who would cast their lot with I lorus in 
fear of the consequences of not doing so, and 
those who would secede entirely and return 
Agathon to independence. Blackmail, threats 
and assassinations were rife, the wheels of 
government became paralysed, and the hive 
world teetered on the precipice of all-out 
civil war without a single Traitors shadow 
falling upon its ground. 

Into the warring chamber of the Parliament 
of Electors,convened in a last desperate 
attempt to prevent the outbreak of overt 
warfare,came Ireton MaSade, the old 
Marshal, former Imperial Commander, 
nearly two centuries in age and retired from 
public life, and all but a recluse for nearly 
two decades. With him he brought the body 
of his granddaughter upon a floating stasis 
bier, flanked by a troop of Solar Auxilia 
Veletaris armoured in a livery of ice white in 
deference to Agathon s traditional colour of 
mourning. The chamber was forced to listen 
in stunned silence as MaSade spoke, first of 
grief and sacrifice, and then of the dream 
of the Imperium, of human unity and the 
Imperial lruth And as his oratory turned to 
rage at the moral weakness of his successors, 
he denounced the parliament and declared 
them traitors to the Emperor. Before the 
lords of Agathon could give reply or protest, 
the funeral guard turned then volkues on the 
nobles of the parliament and burned them 
to ash In the days that followed, Agathon 
and the worlds around it were placed under 
martial law undei the due* t control o! 































































The Poison Ships 

One of the most fearful developments at the engulfing A gr afDu/t n* wfiu h followed 
the initial calamities at Ustvan. Phall and elsewhere in the earfy yean of diewar. w** 
the creation of what have become known as the potwm ships*. These wen* Trur r ve^eh 
many operated by members of the Death Guard Legion ar.d the Dark Met hamc ur* .t 
not exclusively so. Most were either fngaresor second line cruisers n clasofu itu>n. 
outfitted to operate alone on deep range independent mt—fotu and tem p t i e d to bear 
the deadliest cargos toxic, pathogenic and viral weaponry Their * j\k w?s to each catrv 
out a dark pilgrimage across the stars, conducting raids and visitations,often covertly, 
on isolated colony worlds, Imperial outposts and lvnchptn vectors, spreadingcootagiofv 
contaminating water supplies and umrtng biospheres Although the^e mx*' vere on 
many worlds to slay millions, not simplv by plague and poison but bv the civ*,i mvest 
famine and anarchy that would often follow in their wiw t.V;r rurpewas not one 
ot wholesale annihilation Instead it was to create parte to spread tear to wc und ami 
weaken the Imperium ahead of the Traitors' advance rather thin to ourr; ir> tr \ w>i ,1 

wounded world demanded costlv aid and assistance :ri>m - allies '• nereis a dead world 
required nothing Furthermore, a world already reeling trom sueh a scourge that could 
not find succour from the lmpeiium was npe t. fall t the Trait r* a P. r this reason 
Exterminatus class weaponry w as rare 1 .*, employed bv the pci>. n inipv but norr nsad:ou> 
and subtle agents were instead used marv of them bred and :r.ar. uix rured trv Magos 
Biologis in the Warmaster s faction or within the b.o-weape r. vaults and labrarona ot the 
dreaded Death Guard world-killer the Mu Donna Men which had beer, iarklv irdamous 
for its stockpiles of such weapons long before the outbreak ot rhe war 


Once the nature and tactics of the poison *hips became wide a srvwr. to 
unsurprisingly became a prioriry target for destruction. and were hunted 
wherever thev were encountered The desire to purge the threat ot the 
great that specific hunter-killer missions were launched against them bv 
Loyalist factions and Legions during the Age o: Darkness and Terra used placed 
bounty on the destruction ot such v esseIs drawir g the mention ot jmhcivus Rogue 
Traders and even unahgned renegade and corsair forces to the rase 




the‘Old Guard’ ot tlu* 6o ,h Expeditionary 
Fleet and its direct descendants, and their 
entire economy and society placed on a war 
footing. The aim of this mass mobilisation 
was not merely to mount a defence, but to 
attack. Agathon would have its vengeance 
on the Traitors MaSade would have his 
vengeance, no matter the cost. 

Retribution 

It was not from the Agaiheans that the first 
great blow against Traitor control of the 
Coronid Deeps would come, but from the 
outer darkness of the Grail Abyss. More than 
a year previously, the Gethsamaine System 
had submitted to Horus without resistance 
and ibis obeisance had thus far spared them 
the worst of the war’s deprivations, 'rhe 
system’s only inhabited world, Gethsamaine 
Colonus, had been forced to sutfer newly 
imposed overlords in the shape of Tithe 
Aquistors bearing the serpent s eye of t lorus, 
where once they had the raptor-headed 
Seal of Terra. Under their directions, the 
industries of Gethsamaine now laboured, and 
the planet’s vast rain forests were being clear- 
cut to provide fodder for oft-world export, 
but other than the Aquistors’ harsh quotas, 
little in truth had changed for the people 
ot Gethsamaine. But just as the unexpected 
arrival of a lone survivor from the Isstvan 
system in 006.M31 had gone on to herald 
the dawning of the terrible war that was to 
follow, so now with fell irony was a second 
survivor ot that great treachery to herald a 
new wave of conflict. 

When the ill-starred warp route from the 
haunted Grail Abyss tore open once more, 
the vessel that cut into realspace with 
dreadful purpose was no derelict caparisoned 
in Emperor’s Children amaranth as that iirst 
survivor ship had been, but a jagged and 
scar-hulled killer in black iron and blood 
crimson. It was the Red t alon, the ship of 
the Iron Hands Clan Morragul,and then 
master, Autek Mor. Gethsamaine had been 
stripped of much of its void defences in the 
Traitors’ passing and now it stood all but 
naked before this spectre ot the Imperiuras 
grim retribution. The few remaining gun 
platforms which protected Gethsamaine 
Colonus were quickly swept awav bv the 
attacking grand cruiser, and a ruthless 
bombardment ot the planet from low orbit 
immediately commenced preparatory to a 
ground assault t hen came the gum sons ot 
Medusa to enact judgement. 


beneath the treads of Clan Morragul s armour 
in less than an hour settled the miner into 
a general rout for the defenders Wasting 
no time, seats of government w ere blasted 
to rubble, and those in positions of power 
that had aided the Traitors ot v.ded with 
their cause w ere methodically hunted down 
and executed, save for a select number ot 
prisoners deemed to have pctcntulh uvetu 
information, w ho were dragged ^ reaming 
back to the Rns 1 .;!* *i> gunships V> the Iron 
Hands Thunderhawks blasted oft from the 
surface, the bulk ot the civilian popul.itson 
which had tied into hiding during the 
sudden assault, nervously rejoiced and came 
forth, little knowing w hat wou'.d come 
next In each ot the five ennot c \ ot 
Gethsamaine. the Iron Hand'. Sad left behind 
an improvised alomantu vies ice tashtemed 
by the bloods handot thou Iron huhe; e*h 
bomb clad in lavet upon Tivct ot * .0 :0* n\e 
material designed to enru h and muUvph the 
Uilout generated bv Its vienmation a hundred 
tc^ld l he R« i Vilen broke orbit not a' ihe 
cities bloomed into hie wnte ;k had tXA 11 
pissed on both the Ttaiuu^ and tihow who 
had knelt be tote them, and ivk e that 


there could be no bwonders m this tembw 
war. no csvalians tc be gnen quarter. onis 
Lovaust and Traitoc rs> rhe death 

The Hammk of the Dih Jj 

In the Cororud Reach, (he Taghmata 
Cfdothnthe was also finding Uscenquesis 
tar mote dithcult to grasp firm v than it 
had anticipated tV«pu* almo*t a udrteal 
veat armed vxcupatiocv. Sunuiui w a> 
still ccmp.eteiv unact p o. ontnT 
The remnants ot the i'bed CKihc^v^ ot the 
Imptnahs Auxtlia that hau defended tf 
dunrg then assault vpl i'u reu K a 
tesistance guemi a force wh k ti th- 
expemsc in the -wamps f nd wmia-aquaiH 
temm t^at iotriinitM Sian n*i tv' r w o 
advantage temin that was *0 analiwma to 
the Mev runxum v beavtes* tvmhu mu* 

Vs a resy ihe Cxx « uadhiiw n * » ^ * 
mung edin a oxitiimj aui; < g *. : 

oppomuv assaults cna v.iin i 

requited tuithet kpkymnh a 
vk'w ung their plans oi aii*^ a c 1 e .' ** rt 
tegivHv F^eorua. \ N s.h Ago ^ - 
Cw anti ii!K * V ; VlU ‘-W* '* A ‘- ^* ta * w U 
to return trom 


Any resistance to the Ivon Hands was sw ttih 
obliterated, and an enure cohot i ot planeta; \ 
militia and thou Hoiusitc ovetseeis crushed 

*i i i m • - 
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once a ime captain of the Sons of Horus, 
now Tyrant of Port Maw. The seat of his 
power was rhe blood-bedecked Triumph of 
Reason, renamed The Lash’. Under his rule, 
Port Maw’s ship-forges worked in endless 
cycle ro arm, construct and repair warships, 
as Dark Meehanicum emissaries took charge 
of the anchorage facilities in the Warm aster’s 
name, and six cohorts of Chthonian jackals, 
Solar Auxilia recruited from the Sons of 
Horus home world but judged unsuitable lor 
Legiones Astaires conversion, were installed 
as Port Maw's garrison. Beneath this shadow, 
the hives of Manachea became little more 
than vast slave-camps run by those natives 
who had pledged themselves wholly to 
Horus and who now competed with each 
other ro prove their loyalty by enforcing rhe 
brutal quotas demanded by their distant and 
merciless overlord. 
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Between Thornes fleet and the Taghmata 
of M'Pandex, the embattled but still 
unconquered Forge World of Mezoa 
continued to be blockaded, but attempts to 
besiege it had failed, and it remained a threat 
whose influence would spread. Though 
the main warp routes to the galactic west 
stayed in the Traitors’ hands, allowing Port 
Maw and Manachea to serve their function, 
much of the Cyclops Cluster around them 
was now little more than a war-ravaged 
wasreland. Here the Traitors’ writ ran only 
where the shadow of their warships fell to 
extract tithe and plunder. Beyond, to the 
north, the Grail Abyss had sunk back into 
an all-encompassing darkness as before 
the coming of the Grear Crusade; a haven 
for renegades, vengeance-seeking Loyalist 
survivors, marauders and far worse. To the 
west of the region, considered strategically 
less important than the core systems 
conquered in the war’s initial bloody phases, 
in the area known as the Coronid Reach, 
conaict still raged unabated and matters 
were very' much in flux. Here the Forge 
World of Cyclothrathe, spuming the direct 
involvement of the Sons of Horus garrison 
at Port Maw as much as it dared, was still 
prosecuting irs own war of conquest, 
although it too had acquiesced to Homs 
and dispatched a significant portion of its 
Taghmata to join the Warmaster’s armies 
elsewhere. What remained under the 
command of the baleful warlord Archmagos 
Draykavac was engaged in ongoing 
protracted battles to control Numinal and the 
surrounding star systems, while a number 
of Rogue Trader fleets, Death Guard poison 
ships and the reavers of the Traitor Knight 
House iCrthegn - all in theory operating 
under t he Warmaster’s banner, but each with 
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their own agendas - were all active in the 
region, as was substantial ami increasingly 
co-ordinated Loyalist resistance. Both sides 
were at turns both hindered and helped by 
rhe rising rides of warp turbulence which, 
having seemed to abate during Horus* 
invasion, were now rising again in temper. 

By the dawning of 008.M31, the Coronid 
Deeps, once a stable outpost of the Imperium, 
had become in part a fractured series of 
Traitor-ruled domains in a wider galaxy 
riven with strife. But this too was soon ro be 
challenged as the spirit of war that had been 
unleashed would not be so easily assuaged, 
and for some victory was to prove fleeting. 

BORNfi UPON THE STORM 

The distant Agathean Domain, an 
autonomous cluster of Imperial worlds 
sitting outside the borders of the Ultima 
Segmentum in the stellar deserts of the 
northern Fringe, was in truth only part of 
the Coronid Deeps by accident of history 
and the vagaries of Warp travel. Isolated as 
it was — access was limited principally by 
somewhat torruous and storm-prone warp 
routes from the Grail Abyss and Numinal— 
and strategically of no real import to their 
plans, the Traitors’ attack on the region 
had bypassed it utterly, and the Agatheans 
only involvement in the conflict thus far 
was to dispatch a cruiser squadron from 
its own small bartlefleer in support of the 
general muster at Port Maw. This act, and its 
consequences, were however to have deep 
and unforeseen repercussions in the years 
to come. Of the eight ships which had set 
forth from Agathon the year previously, only 
a single cruiser, the Telemachus, returned, 
storm-wracked and battle scarred from the 
treachery' at Port Maw. Having escaped by 
luck and bloody perseverance from the 
Traitors' trap, she bore with her not only 
a true account of the catastrophe at Port 
Maw and rhe perfidy of the Cyclothrathine 
Meehanicum, which had cost the lives of 
her sister ships, but also news gathered 
from her long and arduous journey home 
through star systems given up to war and 
anarchy. TheTelemaclms also carried the 
body of her captain, Jocasta MaSade, held 
in state, she having perished of her wounds 
after the Battle of Port Maw, having refused 
medical assistance until her ship was out of 
danger. The arrival of the Tele much us was the 
spark of ignition to a powder keg of tear and 
political division that had been fermenting 
un the hive world of Agathon, centre ol the 
Agathean Domain, since the first word of the 
rising of Horus against the Imperium had 
become known, 



Although a relatively minor hive world 
by the standards of sprawling Manachea 
or soaring Necromunda, it was ancient; its 
founding lost in the Dark Age of Technology 
while its Compliance with the Imperium 
had nor been without bloodshed. Its 
first Imperial rulers had been the Solar 
Auxilia officers of the 6o ,h Expeditionary' 
Fleet, whose final conquests these worlds 
had represented, and its first Imperial 
Commander had been Lord Marshal Ireton 
MaSade, grandfather to the slain captain 
of the Telemachus, and once master of the 
6o lh . Quickly, the fleet’s officer cadre had 
integrated with the local families of nobility 
and within a few generations the lines had 
blurred between the two, but the further 
down rhe social order, the more indifference 
and resentment was encountered regards 
Imperial rule on Agathon. Now the threat 
of encroaching civil war and universal fear 
of the whispered fates of worlds such as 
Moab and Manachea had given voice and 
power to that resentment, and Agathoris 
Parliament of Electors slipped into open 
conflict, caught between die-hard Loyalists, 
those who would cast their lot with Horus in 
fear of the consequences of not doing so, and 
those who would secede entirely and return 
Agathon to independence. Blackmail, threats 
and assassinations were rife, the wheels of 
government became paralysed, and the hive 
world teetered on the precipice of all-out 
civil war without a single Traitor’s shadow 
falling upon its ground. 

Into the warring chamber of the Parliament 
of Electors, convened in a last desperate 
attempt to prevent the outbreak of overt 
warfare, came Ireton MaSade, the old 
Marshal, former Imperial Commander, 
nearly two centuries in age and retired from 
public life, and all but a recluse for nearly 
two decades. With him he brought the body 
of his granddaughter upon a floating stasis 
bier, flanked by a troop of Solar Auxilia 
Veletaris armoured in a livery of ice white in 
deference to Agathon's traditional colour of 
mourning. The chamber was forced to listen 
in stunned silence as MaSade spoke, first of 
grief and sacrifice, and then of the dream 
of the Imperium, of human unity and the 
Imperial Truth. And as his oratory turned to 
rage at the moral weakness of his successors, 
he denounced the parliament and declared 
them traitors to the Emperor. Before the 
lords of Agathon could give reply or protest, 
the funeral guard turned their volkites on the 
nobles of the parliament and burned them 
to ash. In the days that followed, Agathon 
and the worlds around n were placed under 
martial law under the diret 1 control of 
































































the ‘Old Guard' of the 6o ,h Expeditionary 
Fleet and its direct descendants, and their 
entire economy and society placed on a war 
footing. The aim of this mass mobilisation 
was not merely to mount a defence, but to 
attack. Agathon would have its vengeance 
on the Traitors — MaSade would have his 
vengeance, no matter the cost. 

Retribution 

It was not from the Agatheans that the first 
great blow against Traitor control of the 
Coronid Deeps would come, but from the 
outer darkness of the Grail Abyss. More than 
a year previously, the Gethsamaine System 
had submitted to Horus without resistance 
and this obeisance had thus far spared them 
the worst of the war’s deprivations. The 
systems only inhabited world, Gethsamaine 
Colon us, had been forced to suffer newly 
imposed overlords in the shape of Tithe 
Aquistors bearing the serpent’s eye of Horus, 
where once they had the raptor-headed 
Seal of Terra. Under their directions, the 
industries of Gethsamaine now laboured, and 
the planet's vast rain forests were being clear- 
cut to provide fodder for off-world export, 
but other than the Aquistors’ harsh quotas, 
little in truth had changed for the people 
of Gethsamaine. But just as the unexpected 
arrival of a lone survivor from the Isstvan 
system in 006.M31 had gone on to herald 
the dawning of the terrible war that was to 
follow, so now with fell irony was a second 
survivor of that great treachery to herald a 
new wave of conflict. 

When the ill-starred warp route from the 
haunted Grail Abyss tore open once more, 
the vessel that cut into realspace with 
dreadful purpose was no derelict caparisoned 
in Emperor’s Children amaranth as that first 
survivor-ship had been, but a jagged and 
scar-hulled killer in black iron and blood 
crimson. It was the Red Talon, the ship of 
the Iron Hands Clan Morragul, and their 
master, Autek Mor. Gethsamaine had been 
stripped of much of its void defences in the 
Traitors’ passing and now it stood all but 
naked before this spectre of the Imperium V 
grim retribution. The few remaining gun 
platforms which protected Gethsamaine 
Colonus were quickly swept away bv the 
attacking grand cruiser, and a ruthless 
bombardment ot the planet from low orbit 
immediately commenced preparatory to .1 
ground assault. Then came the grim sons of 
Medusa to enact judgement. 

Any resistance to the Iron I lands was rftlv 
obliterated, and an entire cohort ot planetary 
militia and their I lorusite overseers 1 rushed 



The Poison Ships 

One of the most fearful developments of the engulfing Age of Darkness' which followed 
the initial calamities at Isstvan, Phall and elsewhere in the earlv years of the war was 
the creation of what have become known as the poison ships'. These were Traitor vessels, 
many operated by members of the Death Guard Legion and the Dark Mechantcuic, bur 
not exclusively so. Most were either frigates or second line cruisers in classification, 
outfitted to operate alone on deep range independent missions and retrofitted to bear 
the deadliest cargos: toxic, pathogenic and viral weaponry Their task was to each carry 
out a dark pilgrimage across the stars, conducting raids and visitations, often covertly, 
on isolated colony worlds, Imperial outposts and lynch pin sectors, spreading con tag:. 
contaminating water supplies and tainting biospheres. Although these attacks were or 
many worlds to slay millions, not simply by plague and poison, but bv the dvil unrest 
famine and anarchy that would often follow in their wake, their purpose was not one 
of wholesale annihilation. Instead it was to create panic, to spread fear, to wound and 
weaken the Imperium ahead of the Traitors advance, rather than go outright destroy tor j 
wounded world demanded costly aid and assistance from us allies whereas a dead world 
required nothing. Furthermore, a world already reeling from such a scourge that could 
not find succour from the Imperium was ripe to fall ro the Traitors cause For this reas • 
Exterminatus class weaponry was rarely employed bv the poison ships, but more insidious 
and subtle agents were instead used, many of them bred and manufactured fe\ M ic. - 
Biologis in the Warmasters faction or within the bio-weapon • aults and iabratona of 'he 
dreaded Death Guard world-killer, the Mid Donna Mon, which had beer. darsc- mtameus 
for its stockpiles of such weapons long before the outbreak of the war. 



\i 





Once the nature and tactics of the poison ships became widely kr-c wn : :r. - Lc va :iit< r j 
unsurprisingly became a priority target for destruction, and were hunted re destructor, 
wherever they were encountered. The desire to purge the threat of the poison ships vis sc 
great that specific hunter-killer missions were launched against them bv several serarate 
Loyalist factions and Legions duping the Age or Darkness, and Terra irsel: placed a high 
bounty on the destruction of such vessels, drawing die attention of avaricious Rogue 
Traders and even unaligned renegade and corsair forces to the tas’c 









beneath the treads of Clan Morraguls armour 
in less than an hour settled the matter into 
a general rout for the defenders. Wasting 
no time, seats of government were blasted 
to rubble, and those in positions ot power 
that had aided the Traitors or sided with 
their cause were methodically hunted down 
and executed, save for a select number oi 
prisoners deemed to have potentially useful 
information, who were dragged screaming 
back to the Red Talons gunshtps. As the Iron 
Hands Thunderhawks blasted oft :rom the 
surface, the bulk of the civilian population, 
which had tied into hiding during the 
sudden assault, nervously re viced and came 
forth, little knowing what would come 
next. In each ot the five mayor ones ot 
Gethsamaine, the Iron Hands had left behind 
an improvised atomantic device ta>h toned 
bv the bloodv hand of then Iron rather each 
bomb clad m lax er upon a\er ot radioactive 
material designed to enrich and multiply the 
fallout generated bv its detonation a hundred 
told, lhe Rea Vakv« broke orbit tot a> the 
cities bloomed into fire scmeiKe hav. been 
passed on both the Traitors and those vv ho 
had knelt before them.and notice wived that 


there could be no bystanders in this temble 
war. no civilians to be given quarter onlv 
Loyalist and. Traitor to the death- 
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The Rammer or the 

In the Coronid Reach, the Taghmara 
Cvciothrathe was also fining ts conquests 
far more difficult to grasp firm I v than it 
had anticipated. Despite almost 2 sidereal 
vear ot armed occupation, Numtnai wa* 
still not completely under its control 
The remnants of the Obed Cohorts the 
Impenalts Auxiiia mat had defended it 
during their assault had spliruerec um> a 
resistance guerrilla force ..sec 

expertise n the swamps and aquatu 
terrain that dominates; Num na. 10 thru 
advantage temin that was an mat tic ma to 
the Mechanic urns heaviest combat units 
\> a result the Cvcfoth:atn.ne :orc> vr rr 
entang ec in a continued campaign ^ i 
opportunistic assaults and -atvtaq< ^ - ; v h 
required fimher deployments to counterst 
^lowing their plans vH ;t k s cbewrwre in 
region Evencuallv, 

Cvxlothraihe s pans ip&l walk <d 
to *etum ':om ni> K-ice WotUitvctothl 
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launched invasion of Cerada Secundus 
and command of the Taghmam war fleet to 
deal with a sudden and violent upswing in 
resistance and civil unrest from Numi rials 
population in response to an accelerated 
program of forced servitor conversion and 
adseculans loboromisation. Upon his arrival. 
Dravkavac purged the sin of failure from his 
predecessor in charge of the suppression by 
ripping out what remained of her organic 
cortex and resubmitting her for purified 
reconstruction to the Magos Monifex. He 
then immediately formulated a plan for 
the ordered processing of .Vuminals entire 
population, dividing its many archipelagos 
and island masses up into sectors which 
would be dealt with in turn, and ordering the 
fabrication of huge amphibious crawlers for 
this purpose, outfitted within with servitor- 
controlled charnel-surgery chambers, 
corpse-sluice and protein recovery vats 
so that nothing would go to waste. These 
nightmarish machines went out with escort 
maniples drawn from Draykavac’s own 
personal force of covenant-bound Knights, 
the thrall-House of Arrax. Against the power 
of these Knights and their hulking war 


machines, nothing left on Numinal could 
stand, and under this slow and mercilessly 
methodical pogrom, Numinal appeared 
doomed. But unknown to the inhuman 
Magos of Cvcloth rat he, their actions were 
being observed and other hands were laying 
plans against them. 

The attack came first not directly to Numinal, 
but to the system’s astropathic relay station, 
a sprawling complex built into the polar 
rock plain on the barely life-sustaining dust 
moon of Numinal V, known as Quachil. 

The site had been extensively fortified by 
the Taghmata Cyclothrathe since their 
occupation, owing its strategic importance 
to their expansion efforts, and served now 
as the major Traitor-held navigational 
and astropathic communication nexus in 
the region, its transmitting power doubly 
important given the rising storms and 
turbulence plaguing the Warp. The first sign 
of danger was the arrival of an unexpected 
ramshackle flotilla of ships, mostly macro 
freight-haulers and warp dromons, but 
identified immediately as being led by the 
ruby-hulled galleass of the Rogue Trader 


Militant Charid Undine, a renowned and 
powerful vessel named the Hammer of ffic 
Deep, and one known to the Mechanicum 
as serving now the Warmaster’s cause. The 
Cyclothrathine Magos on Quachil allowed 
the flotilla to approach slowly, mindful of 
their ultimate allegiance but warily so, and 
even after they were answered by vox with 
the relevant code cyphers and requests for 
trade and resupply, they would not allow 
the flotilla to close with the station. When 
it continued on its course however, they 
threatened to open fire; the reply to their 
ultimatum came from the prow lances of the 
Hammer of the Deep . 


Battle was quickly joined, though the out¬ 
ranging firepower of the galleass, augmented 
as it was with technology rumoured to be 
stolen from the Eldar, was quickly proven 
the clear superior. Under the cover of the 
Hammer’s guns, several of the huge warp 
dromons broke from the flotilla and made 
assault runs at Quachil’s surface. Detaching 
from the lead dromons, where it had hung 
concealed and limpet-like, was a Legiones 
Astartes strike craft, slim and predatory; a 
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Pilum class corvette barely registerablc as 
being clad in the azure and white of the 
World Eaters Legion. The strike ship raced 
ahead to strafe the way clear for a hostile 
landing in the dust dunes on the plateau 
directly beyond the relay station. Behind 
her, the huge dromons came in all but 
unopposed and landed with ungainly weight 
onto the dust, creating a minor quake with 
the force of their impact slamming into the 
moons surface. As the tremors subsided, the 
dromons' vast cargo bay doors opened at once 
to disgorge scores of Dracosan super-heavy 
armoured carriers and with them dozens 
of supporting squadrons of augmented 
Solar pattern Leman Russ battle tanks. This 
ground attack wave, roaring into the dust 
storm thrown ahead of them, comprised a 
full armoured cohort operating as a single, 
unstoppable thrust. It bore the dull bronze 
and dark emerald heraldry that had once 
marked out the Solar Auxilia of the 60 th 
Expeditionary Fleet of the Great Crusade and 
the white crested-helm sigil of Agathon. 

Automated cannon turrets ringing the 
station’s outer walls turned to track the 
attack, and tarantula batteries rose up from 
the dunes, weapons firing wildly into the 
wall of dust. The armoured artack column 
did not stop, the heavy tracked Dracosans 
smashing straight through the Taranrulas, 
pulverising the automated guns under their 
bulk and surging onwards, mine ploughs 
sending up bow-waves of debris and dust. 

As they closed, Demolisher cannon volleys 
battered and broke the stations curtain walls 
in a dozen locations, while the Vanquisher 
cannon of the Leman Russ formation 
punched armour-piercing shells through 
the turrets and gun embrasures which lined 
the walls. Under the onslaught, the curtain 
walls shuddered and suddenly collapsed, 
the attackers surging through the rubble as 
the war-scarred corvette hovered low above 
the station’s auspex towers, grev armoured 
figures dropping on lump pack flares towards 
the devastation unfolding below. And in the 
void beyond, the Hammer of the Deep turned 
and its remaining flotilla followed with it. as 
gaining speed it made for Nominal 

Counter-invasion 

Five sidereal hours had passed since the 
attack on the moon Quachil, and now all 
communication between the relax station 
there and Nominal had been cut Ihe ttuth 
that a full scale counter-invasion against a 
world they had only themselves recemlv 
conquered had not entered the strategic 
equations of the laghmata t a\ lothrathe 
and the Magus were swiftly being lutced 
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The Draykavac Archive 
The infamous Dark Mechanicum Archmagos Yelav Draykavac hrst rose to pn rr r *: .* 
in the Horus Heresy during the wars of the Coromd Deeps and would _ * -e 

one of the most accursed and hated figures of the Dark Mechanicum Declared 'HfMrF 
Ultima' by the Great Synod of Martian Unification and heid responsible tor among other 
atrocities, the Genocide of Goth, the Lucine Travesty and the death of the seventeen 
worlds of the Donia League, his long war would extend far into the Great Scouring md 
beyond, and his ultimate fate was vet to be ascertained when ms warship the sacra Astra * 
abandoned hulk would be recovered adrift in the Maelstrom In ir- er.cn mei Jjra-anrhive 
would be found much of the extant knowledge of the Dark Mechanicum r w pressed 
by the Adeprus ferra This dark archive contained man*, unexpurgated strategic nepom 
personal analysis and djinn-data from Draykavac s many battles, including a detailed 
account of the counter-invasion of Numinal, on which this record draws. 


to re-assess their position. Above Numinal 
the Hammer of the Deep and its charges had 
already forced their orbital supremacy by 
destroying the protective Mechanicum 
escort squadrons, their warp dromons and 
macro-haulers having proved themselves 

armed and shielded far bevond xvhat their 

# 

design and appearance indicated. Further 
to the unfolding crisis, the Archmagos 
Draykavac had, only moments before the 
communications silence with Quachil been 
forced to accede even to the retreat of bis 
own orbiting warship, the Mechanicum 
forge-cruiser Sacra Astra, afrer it had proved 
heavily outmatched bv the attacking galleass 

Precipitating direct command override 
over all Mechanicum forces on Numinal, 
Draykavac issued rapid commands through 
his Taghmatas dimn-skein to recall and 
amass his forces to meet the invaders 
dispersed as thev had been ro cam* out his 
general order tor plane!-wide population 
processing. As a result of this decision the 
attackers made planetfall all but unoonrested 
the invaders concentranng their landings 
directly to the large and most sparseh 
populated archipelago chain in the planer > 
northern hemisphere a Jew hundred 
kilometres from the edge of the island *. uster 
on xvhich the Mechanicum was most denseix 
based At seven siderea. hours arte: plane trail 
theTaghmata. hax^ng amavved j ^tru cnc* 
of force responded swaranng towards thr 
area like amiKxhcs to an oren wound 

Slowlx at f-isi but xvuh • g . 

the two sides engagetl ihe Taghmau 
vending fast-moving reconn a issartve serxtior 
dtv>nr^ into the area imttalN to the - 

enemv at v lose tange The mvadcrx wr'r 
d ontihed as Solar Ausviia (orcesopcfatmg at 
multiple cohort strengt h hkeU n the legaon 
of huxv ioaw mlanm mvi - 

thousand arttwmreJ vobciex Dia» *av* v 


analysis indicated that their iconographv 
componed to the long decommissioned 
60* Expedmonar. Fleet, but used ob^rvr.: 
unit markings arc numerals wh .ch did not 
match h^roncai records The invaders were 
also not, as he had first proiected. launchmg 
an immediate attack, bur rather digging in. 
rapidly p rep ari ng prefa bri ca ted defence Itea 
and supply dumps, sowing mine held* and 
excavating trench works with remarkable 
speed and e&aencvto meet the incoming 
Mechanicum forces 


This led Archmagos Drax xavac to a 
observations from the data hrv that mis 
was a hostile loyalist armv j:*patched :nor*. 
the .Agathon Domain and, m addendum 
to that observance, no known Agathean 
livened warships had wet been sighted as ran 
ok the force The anackers had alsci renamed 
from the mass use ot orbital tomharinem. 
hminrur themseOTs ro a Jew strthrs <jbo 
against ann-orbual batteries wrr.v n aU(gnt 
have impeded their landing anc JxaO r»f 
vet attempted to breach the vote siueiird 
basnoos of the Mechanicum cor.tivi ernres 
This resulted m a single conduswo i"at 
the \gatheans intended tu take the planet 
m a> intact a -rate as thev pottxhlv u, u 
Logic and -mtrec predicnon aowated 
then to Pnv ovik ihii this m antfii ton. t 
was meielv a beachhead tve a mix ft atgef 
contingent flo ta&m a Kxrce 
protected m the 
squadrons 
ktw«n v 
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The Invader 

In (he shale drifts and rockv wastelands 
of the nonhem archipelago, the Agarhean 
Cohorts awaited their attackers Cohort 
lasrifle Terdos—-interlocking squads of 
heavy infantry soldiers drilled to the highest 
order and discipline—and tracked rapier 
heavy weapons batteries dug in, formed up 
as firing squares and defensive echelons 
behind prefabricated redoubts and svviftlv 
dug rrench works. Under the watchful eve 
of Lord Marshal lreron MaSade, every hill, 
shale bank and rock gully had been put to 
its most effective defensive use. providing 
channels of predieable advance and deadly 
killing grounds for what was to come. 

MaSade had fought upon a hundred worlds 
and against nightmarish xenos of countless 


forms and powers, and even ihe arcane 
technological might of the Mechanicum did 
not baulk him, for he had fought beside them 
in (he past and knew both their strengths and 
then weaknesses. Back on Agathon, he had 
ensured above all else the manufacture and 
stockpiling of certain weapons in preparation 
for a battle such as this, the foremost being 
augmented blast-charger capacitors for his 
troops’ las-weaponry. These devices —-issued 
rarely and in dire resort against the most 
powerful of alien creatures during the Great 
Crusade— vastly increased the stopping 
power of his soldiers’ small arms, but at the 
cost of near disastrously high stresses on 
the weapons that used them. But against the 
Bartle-auromata and augmented warriors of 
the Mechanicum, he knew thev would prove 


invaluable. As the first waves of enemy forces 
began to batter against the Agarhean Cohorts’ 
defences, he would swiftly know whether or 
not his strategy would prove sound. 

The Iron Horde 

I he Battle-servitors advanced pitiless and 
measured, without fear or remorse; hulking 
metallic bodies striding from the waters 
or clambering down from hover barges 
and short range transport lighters like an 
army of iron and brass statues come to life. 
Larger, manta-like Cyclothrathine aerodynes 
swooped in low, unleashing Triaros carriers 
and Krios tanks from their cage harnesses 
directly behind the advancing line. Silent 
save for the rumble of their engines and 
the rasp of their servo motors, answering 






















































ghost-commands from their djinn-network, 
which would have been mere howling static 
to human ears, the Taghmata Cyclothrathe 
moved by a single all-encompassing will the 
will of Draykavac 

Already, long range barrages from batteries of 
concealed Earthshaker cannon were falling 
among their ranks, sending up great sprays 
of sand and rock as their shells exploded. 

But up from the craters the Battle-automata 
and Thallaxii rose, scarred but indomitable, 
all but impervious to wounds that would 
have torn mortal flesh to rags. The fleshless 
army advanced across an eleven kilometre 
wide front, through the mines and on into 
a storm of cannon shells and las-fire that 
would have melted even a Legiones Astartes 


attack before it. Some of the 
staggered under the weight of f u 
fell, but few, very few Now ih* 

Mechamcum answered, thunder* 
cannon spat fire and lightning ^ 
their incandescent fury, blasting 
in the defence lines and sending 
bodies spinning into fragments Thr l 
all the Agathean Cohorts did not w a ve r 
ranks closing over the breaches m*de ^ 
dead They fired and fired ag*m. anrwermg 
the disciplined cnes of their sergeants with 
measured volleys making the verv air crack!* 
and burn before them The duel went on, and 
the lines began to close 


The lines were only a few hundred metres 
apart now' and from within the Taghmata 


m nits Vat, * %■ a me mata :aned ton* j td at 
breakneck speed on their ^vcltAe patted 
mar.nd- egs power blades nornmftf ir 
expectation nt the kill Then Mafiade at 
last issued the order With practised haste. 
pCTwer feeds were w.vmed fr o m weatr.ing 
lainflet and the balky blast-char irr* it ted 
m rheir place As one the mhtmtj Temo 
tr o o pe rs pc med- raised and fired. It ** 
if a iesmrr-.ng hand had ilammed kwm 
from the heavens as the «r barred with a 
crackling roar The Vorax-automata at the 
vanguard taeght the hum ot * fie 4 re .11 hut 
disintegrating inert: i?g nplowow and 
sprays of aaoiten metal Behind them the 
Caste !lm Wambled forwards a» if the* were 
men eaoght B a swddrr pe^ertui headwind, 
defers: eenerg- fields %napptng ke mgr* 

























hornets and their ceramite plates cracking 
and splintering in dozens of locations 
as overcharged lasbolts found their way 
through. The Auxilia firing line quickly 
rotated, one trooper stepping hack to eject 
the smouldering and spent blast-charger 
as another took rheir place Keen-eyed 
Agathean gunners zeroed in their rapier 
batteries on the Casrellax which showed the 
most damage, focusing their heavy weapons 
fire until they were smashed to debris. Beside 
them mu In lasers raked their staccato beams 
back and forth across the beaten ground 
where damaged servitors and shattered, 
smoke-bleed mg automata strived to drag 
their broken bodies towards the Agarheans’ 
lines A second wave ol blast-charger fire 
hammered into rhe Taghmara. then a 
third and a fourth, until suddenly only the 
heaviest of the Mechanic urn units remained; 
the few surviving Knos ranks, their over¬ 
worked flare shields nppling, rrading shots 
with the dug-in Auxilia support tanks, and 
behind them the hulking Thanatar Siege- 
automata, scorched-black and superficially 
damaged, but largely impervious even ro the 
augmented fire ol the Auxilia. The Thanatar 
held the line, bur now advanced no further, 
their bulbous plasma mortars slinging 
white fireballs of gelid, high-density plasma 
into the Loyalist defence works, making 
a burning hell wherever they landed. The 
broken ground between the Siege-automata 
and the Agatheans was now a wasteland of 
ash. wreckage and fused silica glass whilst 
behind the bulwark of Siege-automata, the 
lesser Magos of the Taghmara Cvclothrathe 
lurked alongside their baroqueiy armoured 
bodyguards, unwilling to nsk themselves in 
the storm before the Agathean fortifications, 
and unwilling to press forward until further 
reinforcements arrived. For the time being, 
the Mechanicum assault had been stymied. 

The Warlord of the Web 
A little over a hundred kilometres to the 
south-east. Arch magos Draykavac observed 
all His sight was that of a thousand different 
war machines, Battle-automata and servitors 
all over Numinul s surface, relayed to him 
via his djinn skein in a myriad of ghostly 
spectrums and augur>' shadows beyond the 
power ol any unaugmented brain ro fathom 
Warning runes and anathema!k equations 
ran through ins cogitator-enhanced brain, 
already the first wave of attack on the 
Agathean landing /one had resulted in 
heavtrr losses than all of the laghmata 
Lydothrathe s military operations over the 
last two years combined, the Agatheans 
having displayed unprecedented and 
urtcait uiaied levels of close range firepower 


as well as superior deployment and tactical 
cohesion. Furthermore, secondary landings 
and incursions wore now observed at a 
number of other locations, and the invasion 
had not gone unnoticed; native resistance 
movements were show mg themselves in 
wholesale acts of aggression, while riots 
and revolts were reported at the majority 
of processing centres and still extant 
civilian population centres not vet having 
undergone total conversion. The data was 
incontrovertible; the laghmata Cvclothrathe 
was losing conta>l of the planet. Victory 
however, Dravkavac concluded, was still 
possible so long as the landing zone could be 
purged of the invaders, forcing a stalemate in 
which the Taghmata controlled the surface 
and the Agatheans the void and system. 
Matters would rhen be decided by the scale 
and frequency of potential reinforcement. 
Above, if it tned to intervene, the Loyalist 
galleass could be held back at the cost of 
his own Sacra Astra's and the remaining 
Mechanicum escorts sacrifice if needed 
ro ensure the attack's success. It was the 
arithmetic of war. 

It was now time for Draykavac himself to 
take a hand. Ascending from the command 
vault on his bartle-Abeyant, he joined his 
acolytes and bodyguard covenant of Thallax 
at the centre of the amassed second wave of 
the assaulr mustering under a shimmering 
curtain of Triaros-Tesrudo generated mobile 
void shields to protect them from aerial 
attack. Around him were arrayed the grev- 
black armoured ranks of his personal cadre 
of Battle-automata, and beyond them the 
hulking ranks of the Knigh ts of House Arrax 
and Freeblade raiders from House /Erthegn, 
some sixty armours in all. Hovering macro- 
hauler barges were even now waiting to forge 
the crossing to the landing zone archipelago, 
and against this gathering of might, even the 
firepower and defences of the Solar Auxilia 
would be as nothing. 

Regicide 

Lord Marshal Ireton MaSade, the old 
general, kept alive by long-implanted 
augmennes of his own far past a normal 
human span, watc hed the gathering of force 
at the Mechanicum held dockyard* on the 
occulam viewers of his command tank, 
as calm and still as if graven in stone The 
Magos warlord hr faced was carrying out 
rh* most logic al course* of m lion, and the 
onr most likely to succeed, as against sm h 
a concentration of knights, his own force*, 
despite their strength and dnn ipljfir,could 
not prevail in open baffle It was exactly 
why MaSade had formed Ills force# in fhi# 


manner, why he had deployed them as he 
had. exactly why his home fleet was absent, 
and why the Hummer o/ the Deep stood ready 
with her deadliest cargo yet unleashed He 
wanted such a concentration of Mechanicum 
forces, to engage them when they were 
together, not forced to hunt them down 
across an entire waterlogged world where 
every outpost and processing plant might 
become a fortress against him, and where 
his own troops would be at the disadvantage 
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against the tireless superhuman machines 
of theTaghmata. 1 le had in his years fought 
outnumbered and outgunned against alien 
powers in a hundred campaigns; lie had 
fought even at the side of Horns and his 
Legion in days past, and learned well from 
the master the value of the decapitation 
strike in warfare. With the Taghmata and 
their army of Knights moving towards the 
waiting hover barges under the rippling 
shadows of their mobile void shields, lreton 


MaSadc gave the* order his staff had been 
tensely waiting for. 

I n close orbit, the Hammer of the Deep'* drives 
flared and the galleass' great kilometredong 
over-bay doors swung majestically open like 
the spreading wings of a vast bird of prey 
From within, two brutal looking drop ship? 
ancient Khobol class heavy assault landers, 
emerged —relics older than the Great 
Crusade— and moved to make their burning 


descent into Numtnai’s atmosphere The 
surviving Mechamcum warships on their 
own watchful orbit moved w -.ntercep* ?hr 
galleass tumtng and offering itself to battle so 

that the landers would go unchallenged md 
the void burned between them. 

M anticore 

The twin landers burned iown through 
the skies of Nummai. heavy* flak mtssdes 
streaking up to strike them but iotng 
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nothing more than adding fresh scars to the 
slab-like armour plates which covered their 
blocky hulls The landers came in fast and 
low on their powerful engines, but rather 
than slam directly into the roiling mass 
of Knights and Battle-automata quickly 
dispersing themselves from crushing 
attack, they roared overhead, skimming the 
crackling void shield mantle and sending 
shivers of blistering lightning coursing 
through the skies. In the wide scrubland 
wastes beyond the loading docks, the landers 
settled their vast bulks, side-ramps splitting 
open. Then across the wastes came a siren 
howl older than the Imperium, a complex, 
eardrum-splitting dirge. It was the ancient 
challenge, that of Knights to others of their 
warlike kind to partake in deadly combat. 

The ground shuddered as the Knights 
thundered forth, the bulk - some fifty 
armours in all cast in quartered sable and 
deep amethyst blue, bearing the gulden 
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Manticore heraldry of the dread House of 
Orhiacc, missing from their home world of 
Dark Haven since before the Warmaster's 
talon had touched the Coronid Deeps. They 
were not alone. With them came Freeblatlcs 
and outcasts in liveries both gaudy and 
strange, a maniple of Knights in the crimson 
hued armour of House Hermetika, oath- 
sworn of distant Mezoa, and a warband of 
House /Lrthegn,outcast from their brethren 
that had taken up the cause of Horus and 
now come to make war upon their kin in 
bitter feud. It had been the sinisterly told-of 
House of Orhiacc that had brought to the 
Agatheans’ cause the galleass of the Rogue 
Trader that had in her folly come to Dark 
Haven to subjugate them and paid the 
price It had been Valdemar Orhiacc, 1 ligh 
Seneschal of his House, that lreton MaSade 
had bargained with for his might on this 
day of reckoning, at a price no less than tin* 
dominion ol the dim world of Wyt hval, lar 
from prying eyes at the edge of the Agathean 



Domain, and the Knights of Orhiacc had 
come to make good that bargain in blood. 

There was nowhere to hide from the savagery 
to come; the wasteland, and the dockyard 
span upon which it ended, were all but 
featureless, an expanse of emptiness that in 
an instant was transformed into a killing 
ground which no mortal creature could have 
crossed and lived. There was no room or 
opportunity for trickery or subtle tactic, no 
time even for orders to be given; there was 
only the storm of steel and fire. The Loyalists 
charged, their weapons blazing sun-heat 
and thundering deadly shell fire, and the 
Traitor forces turned as one to meet their 
oncoming attack, answering with their own 
shimmering arcs of pale volkitc rays and 
cracking bolts of dark lightning. 

I he thunderous walkers closed the distance 
between the two and immediately Draykavac 
saw the danger. 11 is Knights were marginally 
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primarily equipped with the Mechanieum 
Styrix and Magaera pattern armours, superior 
in their protection from damage, but also 
slower than most of his foe's forces, many of 
which were equipped with the swift Cerastus 
patterns designed to outflank an enemy at 
speed. Even now the Orhlacc Knights' and 
their allies faster units were breaking into 
two horns of battle to encircle his own forces, 
while the Loyalist Paladins and Errants 
made direct assault on his centre, formed up 
in fighting wedges so that their ion shields 
created an all but impenetrable overlapping 
barrier against incoming fire. Draykavac 
extended his will and his army moved as 
onejessellating into a hexagon formation, 
its own ion shields presented outwards, 
defending the core within, at the centre of 
which hovered Draykavac and his bodyguard 
of dark armoured Battle-automata. 

The complex manoeuvre was barely 
complete when the two tides of metal and 
fire met, the Orhlacc and their allies crushing 
round the Atrax in a murderous grip. The 
ground shook and rattled, the air was rent 
with an indescribable cacophony as Knight 
met Knight in shattering impact. Battle 
cannon roared at point blank range, power 
lances pistoned forth to smash explosively 
through armour plate, ion shields flared and 
guttered. The white-hot beams of thermal 
cannon speared through hulls, sending 
adamantium running like molten wax, 
and mighty metal limbs were torn from 
their sockets by crushing servo-claws and 
shimmering solar blades. Where the Atrax 
fought with cold, calculating brutality, the 
Orhlacc fought like madmen suddenly 
unleashed, but the bitterest savagery was 
the domain of the /Erthegn, as brother 
fought against brother to the death. In such 
a tumult of inhuman war and incalculable 
power even the Caste Uax Battle automata ot 
the Taghmata Cyclothrathe were as nothing 
compared to the fury unleashed, as the reaper 
chainblades of the Orhlacc lashed through 
them like kindling before j falling axe, and 
Draykavac’s bodyguard ot Thallax fell in 
droves ns they were caught in an annihilating 
crossfire of Castigator bolt cannon shells 

I he Archmagos was not without power of 
his own however, and the crimson armoured 
Knights-Castigator ot House Hermeftka 
which had made the attack found themselves 
slowly crushed under the weight oi a 
fusillade ot graviton cannon blasts, staggering 
to their doom. Swiftly the\ were swamped 
by murderous Vorax Battle automata, their 
sickle bladed arms hacking and slashing 


juims <iiiu puwci i^uies, cuppnng 
them, until Draykavac himself tore the living 
pilots from the control thrones within md 
liquefied their bodies to dripping gore. 

The clash of Knights, apocalyptic in its 
destruction, raged on, but even at the centre 
of this hurricane of chaos, Draykavac s half- 
machine mind was holding watch over a 
hundred other conflicts raging on NuminaL 
On the northern archipelago, his diminished 
second wave, robbed of their reinforcements 
was being driven back into the sea as the 
invading Agathean Cohorts broke out of 
their fortified landing zone and attacked in 
full force. Obedite-led native resistance was 
destroying the Mechanieum s conversion 
crawlers all across the globe, vulnerable 
now that Draykavac had withdrawn their 
supporting Knights. New and unknown 
forces had also entered the fray as a mo ot 
mismatched Javelin Attack Speeders, one 
in the umbral black of the Raven Guard 
and the others in the ochre veilow of the 

m 

Imperial Fists, had flown in under the void 
shield mantle and were now striking at the 
machines that generated it. threatening the 
shields’ integriry more with each passing 
attack. At one primary flesh-processmg 
facility no more than eleven kilometres 
away a lone Legiones Astaires had appeared 
in armour scoured clean of all markings and 
was now systematically killing ever serviior. 
Tech-Pnest and automata in the complex In 
orbit, the void battle had proved rloodv too 
but inconclusive to both sides and even row 
the Sacra Astra was badly damaged and on in- 
outbound orbit to effect emergency repaid 
and would not likelv survive anorherclose 
pass against the Ham me? M me r\vr Were 
Draykavac one of the Emperor s Angels or 
Death, defeat would have beer, impossible to 
countenance and he would have toughr on 
regardless of the odd< of victory, but he was 
of the Mechanieum. and the cold equations 
of bloodshed told him he had lost 

Immediately, theCvclothnathine Nr. ghrs 
hexagonal formation ot defence began co 
shift, and what vv.is a den arc battle became 
instead stalled,a tight* rg retreat with J single 
purpose, to deliver Dra\ kavac :o safer* .it r.' * 
cost Soon the dv\ k\ i:d complex running 
hack to the Mechanu urn command centre 
was a hre-strewn waste Imereti with the 
burning hulls of broken Nr.vght amour 
and the twitching, dismembered re vims ot 
Battle automata as the House of -od 
the Taghmata l w loth rat he were sacr.rw ed 
tor their master Oixe withm the fott-.ncM 
bastion. Dray kavac masie gvxvJ ho ape 
oti world, hiv salvation t\x svt ott 


mom its posmon ot concealment us one oi 
rhe bastions storage silo-towers leaving nerv 
ruin in its wake The last baleful command 
he issued to each and every surviving 
servitor automata and Tech-Priest or the 
Taghmata was ro kill, kdl relentlessly rad 
indiscriminately until thetr own destnenon 
came Nominal had fallen to the Loyalists 

T&AcsofW.u 

The counter-invasion of Nuimnai and 
the catastrophic destruction visited on 
Gethsamaine would or.lv be the "’tart of 
a new phase m rhe ongoing war fo* me 
Cofomd Deeps Four sidereal week- arte' 
the successful liberation of NuromaL the 
Agathean war fleet so notabiv absent was in 
action at Cera da Secundus. skinmshmg with 
the Cvciothrathine batxlegroup anacxing 
thar wcirid. Here against the massec war 
arks of the Taghmata. u would not prove so 
victorious But instead would be repelled 
with considerable loss- but their mere 
presence shifted the strategic landscape such 
that the Taghmata temporarily withdrew 
ro reinforce its captured domains and o 
another fault line of war was established. 

The raid on Gerksamame weuid prove crjv 
to be the first attack earned out by the Ara 
Tkion and other lov-aiist surwors in the 
region, and Sons of Hons- Led spiadrcns 
and kirrlegroups were soon dispatched 
trom Pott Maw to deal with a threat that 
struck throughout the Grad Abvs? and rhe 
C vclops Cl'jster. ar. J ever deep into the 
submgated worlds of wtut -was once the 
Manachear. Commonwealth That would 
to Low throughout die Core mu IV it. 

become i rrcrractec and b ^ d 1 <ero 
ot campaigns and battik virr -v certain 
vktot Outposts were raided purets IjiO to 
w-aste. ccnvcvs ambushed ami ^i,.*aeruu> 
repmud taker the rabies tnrquenrb tunr.rg 
so that the nunrers became the burned tt\i 
back again, and where one side gained m 
adv image :t was quicxiv <uamiered or laid 
low sudden re v er s a l of fixtuae L.^a.>i 

arc Trills clashed agam amt igun vn.« 
cine and went *T\ v m ‘he i c o'- is : \< 
the unquiet Warp aLowed mi battle *aaed 
high and waned n ?kxxii exhamtioft iuv 
to be taken up again. 

V a wa> w in the C xmd Vero. •* t **' 
to be aJ aenwa what was oik e ihr wuliec 
Impenum ot Mamund **i 

had been boro at Iwrvan that would mner 
end in the lifetime* of (hw » v re 

. jvgm u ;r> etnov^e. waf I 

chat would outina the liow liete** 

(hr C N.ourm* uM bnwd tn Kt'* I 

















































The following cartographical information gives a precis ol the most strategicilk important area* ot the reg on of 
the Imperium known as the Coronid Deeps and its nearby environs at the time oi the 1 niters attack in 

with particular reference to those worlds that would come under the assault 






































The Cyclops Cluster 


The Cyclops Cluster is one of the most heavily industrialised sectors in the northern Imperium, featuring as it does within a single 
stellar volume two Forge Worlds as well as sixteen primary grade industrialised worlds and ninety-three distinct resource extraction 
/one* It is then unsurprising, given the Cyclops Cluster’s economic output and therefore strategic importance, that its priority as a 
target for the W'armaster s overall attack was secondary only to the Manachean Commonwealth. VC idespread human inhabitation of 
the Cluster i* however relatively recent, and owes its origins to the sixth decade of the Great Crusade when the hand of the Emperor 
himself is reputed to have determined the region as being suitable for mass exploration to further empower I mperial expansion. 

The Cyclops Cluster itself, while rich in minerals and ores, is however deficit in complex organics, with relatively few life-sustaining 
worlds among its stars. This factor, as well as the heavy hand of martial and Mechanicum law falling over the region, stifled any 
independent power in the Cluster, while breeding an embittered and often resentful population who lived and died at the orders of 
often unseen and uncaring masters, so long as production quotas were met. Rcsultantly, petty workers revolts were commonplace on 
outlying mining and extraction colonies long before the spectre of Horus’ treachery was to rear its head, and as war was to come to 
theC yclops Cluster, rebellions, secessionist movements and general outlawry became widespread. 


Mezoa 

Classification Forge World [Grade Secundus-I] 

Founded first as an outpost of the Lucien Mechanicum in 540. 

M30 before the Great Crusade, before rapidly gaining starus as an 
independent Forge World in us own right, in 813.M30 Mezoa was 
from us inception a war-world, a fane of weapons and armaments 
solely intended to serve the needs of the ever-advancing frontline 
of the Great Crusade Founded on a vast, highly volcanic world 
categorised as naturally incapable of sustaining life but hugely rich 
in metallic elements, the world was dedicated almost solely to the 
production of heavy' arms and armour, us production ranging from 
battle cannon to warship hull plate The Mezoan forges were built 
under the direction not only of the Archimandrites of the Cult 
. Mechanics, but also the minds of both the Emperor and, it was said, 
the Primarch Frrrus Manus in later years after joining the Imperium. 
They comprised great spindle-spires of metal, jutting like ziggurats 
kilometres in height from the magma flows and vast, naturally 
occurring lakes of molten iron; forge-fanes which encircled the planet 
like a garland of barbed wire. Above the ash and cinder-wreathed 
world. Mezoa was ringed with concentric layers of orbital docking 
platforms, habitation modules and transit tethers, and beyond those 
nngs lay outer boundaries 0! autonomous planetary defence batteries, 


kill-satellites and spatial mine fields guarding the world’s approaches 
These formidable protections were far greater than those possessed 
by other individual Forge Worlds. They were not constructed out of 
simple caution or paranoia, but had been tested on many occasions, 
particularly during the decades-long xenocide campaigns against 
the Miru Conglomerate —the warp-capable alien pocket empire 
which controlled much of the region of the Coronid Deeps before 
the coming of the Imperium— being besieged and bombarded 
on numerous occasions by the foul xenos before their eventual 
eradication. As militarily powerful as Mezoa had evolved to become 
during the years of the Great Crusade, one noteworthy idiosyncrasy 
of the Forge World was that it did not possess a sentinel Titan Legion, 
either of its own or as an ally. This was simply a consequence of the 
fluctuating and perilous terrain, which was entirely unsuited to Titan 
operations, both because of the planet s shifting topography and 
because where its scorched black surface was solid, such ground was 
likely to prove no more than a skin of solidified magma, treacherously 
unable to bear a Titan’s weight. Though this geological instability 
arguably robbed Mezoa of its most powerful potential guardians, it 
was also itseli a final and telling line of defence, as coming events were 
later to prove. 


Dark Haven 

Classification: Knight World 

An anomaly in such a lifeless region as the Cyclops Cluster, Dark 
Haven was a fecund world teeming with life before the coming of 
humanity, albeit an unusual one. A shadowed, twilight world circling 
its pale blue-white star at the very edge of its habitable zone, the 
planer was covered in a world-spanni ng forest of vast fungal and 
pseudo-coral growths which swallowed up every iota of light, casting 
the grey earth beneath them into deep shadow and even shrouding 
its cold seas into sunless deeps. Aggressive and fast-growing, the 
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living web ihai covered Dark Haven was nevertheless organic, and 
therefore a precious resource to be used and harvested, although the 
planet's great toxicity lor many years prevented this. This was a world 
of considerable hazard, as the planet presented its own predators in 
the shape of hulking ambulatory mycolidae and less well-understood 
fauna deep within its shadowed depths. During the time of Old Night, 
the Knight House of Orhlacc, originally of the Lucien Sector, rose to 
rule Dark Haven as its own. Orhlacc, previously a minor Household, 
flourished over the decades of its stewardship of Dark Haven before 
the coming of the Great Crusade. Alter the Knight World was restored 
to the Imperium, its valuable harvest along with certain exotic 
chemical compounds, were cultivated for export by legions of servitor- 
arachnid engines, creating a wealth which further increased the power 
and independence of this world. 

Gethsamaine 

Classification: Colonised World [Uncategoriscd] 

A world only colonised sixty-four years before the outbreak of 
the Homs Heresy in 942.M30, Gethsamaine, on the far edge of 
the Cyclops Cluster, was founded with the hopes of becoming 
the cornerstone of a new spread of human expansion to further 
consolidate and exploit the nearby stars. Discovered accidently after 
a Chartist liner went off-course in an attempted passage of the void 
between M’Pandex and Zarnov, Gethsamaine was found to be a lush, 
primordial world of steaming rain forests filled with primitive flora, 
but where animal life had not yet developed. Immediately identified 
as a prime location for colonisation, numerous warp-arks were 
directed to the world, filled from the teeming hives of the Segmenrum 
Solar, and much of the planet’s western polar regions were soon 
stripped of rain forest, sprawling ferrocrete cities and manufactora 


being raised up to dominate the planet before the outbreak of the 
Heresy. These efforts, however, were increasingly stymied by growing 
warp turbulence in the region, making contact with Gethsamaine and 
the rest of the Imperium fractured and intermittent at best before the 
coming of the war which would ravage this world. 

Moab 

Classification: Colonised World/Administrative Sub-capital 
A chill but life-sustaining world with tolerable, it high, local radiation 
levels, the otherwise unremarkable world of Moab which would 
likely never have proved worthwhile enough to colonise elsewhere, 
became instead in a span of decades one of the most populous worlds 
of the Cyclops Cluster. This was entirely owed to the benefit of a senes 
of relatively stable warp routes that connected it to the surrounding 
cluster, and made it a ready nexus for rraveL First used as a wav 
station as the Great Crusade pushed into the northern reaches of 
the Ultima Segmentum. it expanded to become a dormitory world 
for first soldiers and later for mining expeditions and labour armies 
heading outward. As it did so, administrational facilities expanded and 
grew into cities served by their own water reclamation infrastructure 
and dust-agriculture, and the planet eventually established a native 
population in the tens of millions. Granted the sovereigntv oi its own 
Imperial Commander in 897.M30 Moab. bv the war’s outbreak, had 
grown with a continual influx of colonists and imported workers, 
a human livestock often involuntarily displaced from recently 
Compliant or resistant worlds, to over a billion inhabitants. Manpower 
then became Moabs sole export, asset and stock-in-trade, it W3S a 
harsh realm where clean water became used forcurrencv and life 
expectancy was low, ruled over by an unforgiving legal code enforced 
by the lash. 
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IVmmici Minor 

Classification Industrial World [Refinery Sub-type] 

Perhar< the foremost eirmplar of the Cydops Cluster * extensive 
mming and resource extraction worlds Dorr.imca Minor is entirely 
pver over re gas and ikiietnical refineries As the 'one indigenously 
inhabited sphere Dominica Prime sits at the centre of an extensive 
<2: s-.-srerr. o: more than nineteen worlds the matonry of which had 
z+*-.:a. o: gaseous atmospheres suitable for exploitation Dominica 
Minor 5 act put r hllions ofLrres of refined and compressed 
chemical* was colleaee m vast orbital tanks stmng out across its 
pin: 'tars gravizahaaii plane These were periodically taken awav 
bv Meehan 1 cum bulk transports to feed the hungrv industries of the 
duster « Force Worids while food and manufactured supplies were 
shipped in 

Owing to Dominica Minor's great wealth,it had become a regional 
rower K the beginning of M 51 The system was possessed of a 
phMdd idem ynMBB alem bailed tede Bans 
xhml shipyards which served as a military pon for the Armada 
Imperial:* who used the svsrem as a resupply and repair base on their 
parrolf rhreugh the Cxxiops Cluster and into the Grail Abyss beyond. 

MTandex 

Classification Forge World [Grade Secundus-LI] 

The Cvdops Chmers second Forge World, overshadowed in most 
regards by its neighbour Mezoa was in fact considerably older in 
provenance owmg its origins tc Maman explorator arks bunched 
during the .Age of Strife The exact nature of :rs founding and its 
earn* histor. however remain shrouded in the lost anarchy of the 
pas: and it seems the Forge World itself fell out of contact with both 
the Mcckamcum and wider humanity for much of its history. In the 
long years of its isolation it :s evident that the Forge World went 
:r rough sever*, cvcles of expansion and colbpse. each cycle ending 
in environmental and or avil cabmitv and progressively degrading 
ns technological capabilities the understanding of its Magos and the 
srardir. of its pcpubtkms genome. Such was M'Pandex s fall that 
ever, .c : mmand : : the L-ngua-techms —the sacred language of 
the Machine Cult— suffered, leading to the widely held supposition 
that the f cege Todd s seif-given name sometimes variously rendered 
Mappar izi and Zhapuiak in the local idiom, is in fact a corruption 
of an aider purer title In the same manner. M Pandex 5 few Titans 
had fallen uncomprehended ox er the centimes, into min to serv e 
as no more thar. inanimate idols to the machine priesthood. When 
M Pandex was rediscovered by chance by the 9cr Expeditionary 
Fleet it w» bareiv recognisable as a domain of the Mechanician, 
mied by fracccjus and superstmor.-bound warlords scarcely able 
to cbim the lineage of the Magos, while much of its dwindling 
population had descended into abhumaniry. Regardless of its parlous 
state the Lords of Mars would not see a forge World, however 
reduced pass into oblivion and considerable effort was spent by the 
Mecr.arvcum rebuilding M Pandex* infrastructure, re-educating its 
wayward omatHtart* and weeding our rhe worst of them or driving 
tnetr. deep into the planets iong pemhed jungles Much had been 
irrevocably lost unfortunately and it may also be true that the Martian 
Mechanscuir despite their best effom. did not entirely trust those 
of W Pandex, and gamsoning forces of Skitani and a demi-maniple 
di'UtzTA of the Legic Mf^rTii were stationed there not so much as 
;.rrxeaor, out as warder s beholden to Man, not rhe High Ourteka 
M and:, of ttie Colder. Forge Tne planets rebuilt industries were 
notably pr^ manly focused not on macro-weaponry, arms and armour 
a *he nearby and rapidly expanding forges of Mezoa, but on 
the Ml# production of items of logistical supply and prefabricated 



materials; just as vital to the Great Crusade, but clearly ofless direct 
use in anv potential revolt perhaps, Eager to prove its loyalty, the 
forges and maufactora of M Pandex ran ceaselessly to show' their 
wonh. and by the rime Horus was proclaimed Warmaster, their output 
rivalled those even of Lucius and Vannaheim in volume, yet the Forge 
World remained in the shadow of its upstart neighbour Mezoa, both m 
prestige and influence. 

Zavarich 

Classification: Agri-world 

A feudal world, whose small native human population was brought 
bloodlesslv into Imperial Compliance by the 61 x ,b Expeditionary' 

Fleet in 876-M30, Zavarich had entered into operation as a fully 
managed agn-w'orld by the rime of the Heresy, and is notable for being 
one of a relative handful of such worlds in the region, and therefore 
retaining strategic significance because of this. The planet’s principal 
product was high-yield tharac wheat, with secondary' production 
bases invoking grox and macro-krill herds, all of w'hich had grown 
increasingly important to the Cluster’s economy in the decades since 
Zavarich s Compliance. Recent Imperial census takings had recorded 
the human population as being under three million, with perhaps a 
quarter of this comprising recently arrived colonists and agn-w'orkers 
imported to manage and improve production. This is noted to have 
been the cause of some significant unrest, while the Imperial Truth is 
yet to be embraced by the natives, who remain stubbornly adherent to 
ancient culric and autochthonic belief systems. 

Bleak Harbour 

Classification: Colonized World [Scavenger Sub-type] 

Bleak Harbour is the common Imperial designation for a world 
known on Dark Age of Technology- navigational datacores as Auntalla'. 
Once a fabled haven of civilisation and progress. Imperial Explorators 
despatched to this storied realm during the Great Crusade found 
only a semi-flooded wasteland of tumbledown ruins, seeded with the 
rusting w r reckage of continent-spanning macro-machinery' and the 
scattered bones of the dead. The fate of the lost civilisation of Auricalla 
1$ uncertain, but it has been judged most likely to have been due to 
societal collapse and regression as a result of cataclysmic climatic 
change, inundation and famine, rather than any outside agency or 
war. Long stripped of valuables and technological remains perhaps 
centuries before the Cyclops Cluster became pan of the Imperium, 
the system was nevenheless colonised for bulk salvage purposes 
and as a transit layover and pon of last reson in the region, which 
w-ould serve to give it its present nomenclature. Although nominally 
an independent world with its own Imperial Commander, Bleak 
Harbour is a poor world, lacking both in stable population and the 
rule of law. Its government w r as noted as being similarly impoverished 
and embittered while its hinterlands and rust-wastes had become a 
notorious haven for outlaws, escaped prisoners and petty hereteks 
from across the Cyclops Cluster by the outbreak of the w'ars ot the 
Horus Heresy. 



















































Auxiliary of the 905 th Solar Auxilia Cohort (the ‘Ash Scorpions Raised trom the tearseme 1 : b.d 
of Lethe, the 905 th Cohort was known for its aggression and dedication and earned numerous battle honours 
in pacification wars across the Coronid Deeps before it' final, glonois sacrifice at Port Slaw l h;> \u\uur\ > 
equipped with the standard infantry panoply of the Solat Auxilia, including void prooted padded undersuat 

flexible armour plating and extensive integrated surv ival equipment. 




























































i* Mm* 


■ t I I t ■ W* Q fc M i fe r 





The Grail Abyss 

A celestial wasteland ranging between the galactic spiral arms, sparsely littered with stable solar systems, rogue planets and the blcd- 
out remnants of cosmic detritus and other shifting navigational hazards, the Grail Abyss is aptly named. Forming the extreme border 
of the Segmentum Obscurus and the edge of known space, beyond its borders lie only the drifting stars and systems accessible purely 
owing to the vagaries of relatively stable warp passages from the galactic core (including such systems as the now infamous Isstvan, 
and Ultima Ectosa. the furthest star across the northern galactic plane known to hold an Imperial colony). Owing to the shifting 
Topography of the Grail Abyss, and the psychic emptiness in local warp space that gives it its name and makes predicable interstellar 
travel in the region unreliable, travel within the region of the Grail Abyss is indeed more difficult in the main than reaching those 
furthest stars of Mankind, and likely has been long before the lmperiums birth. The human worlds of the Abyss are therefore few 
and far between, no more than candle-points flickering in a sea of night. 


Keopsis 

Classification: Sub-surface Hive [Mining World] 

An ancient and singular world set on the very edge of the 
Segmentums boundary, Keopsis human population is believed to 
stem back from the Dark Age of Technology, and to have predated 
the savagely over-active phase currently undergone by its star, Urtal. 
Frequently bathed in solar storms which lash the planet’s surface with 
cosmic mvs and blast-furnace temperatures, the human population, 
which maintained a considerable technological sophistication during 
the Age of Strife, has since descended to inhabit subterranean cities 
which extend many kilometres underground. The Keopsar. as the 
population refers to itself, have adjusted and even thrived, adapting 
their way of life to these frequent calamities, even building vast 
absorption towers to generate nearly boundless energy from rhe 
solar assaults. They walk their world’s surface only during the brief 
planetarv solar winters’ aliorded by the extreme range of their orbit 
and their sun’s phase cycle to glean fresh water from coalescent steam 
and to assess what damage has been done to their workings on the 
surface. When Keopsis was discovered by a T' Legion Expeditionary 



force, there followed a brief but bloody civil war, which was quickly 
won by the pro-imperial party with the sable-clad Legiones Astartes’ 
assistance. Afterwards, the world became a willing and loyal part of the 
Imperium, benefirring from technological exchange and exploiting 
its labyrinth of deep-core mines to garner rare crystal and mineral 
deposits for the Imperium, and becoming a frontier outpost and a 'last 
light* in t he darkness on the edge of known space. 

Baroda 

Classification: Knight World 

One of the many Knight Worlds seeded towards the end ot the Dark 
Age of Technology, Baroda is a terrestrial type world with a variegated 
climate possessed of the typical saurid megafauna associated with such 
worlds. Isolated within the grip of the Grail Abyss, Baroda was spared 
from outside influence and alien assault during the Age of Strife, but 
suffered from a propensity to terrible climatic storms and dwindling 
quantities of easily accessible mineral resources, leading to frequent 
clashes between its Households for power and control. By the time 
Baroda was reclaimed by the Imperium, only a handful of Knight 



Name: Grail 

Classification: Rogue/Thesau rum-Graiie 
Relic Deposits 

[Sub-Arctic/Irradiated/Sub-clacialHives 

+++Abandoned+++] 
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System Data: Gj/9849// 3 504/fi 
Stellar Grid: 24-HDD/JK-71 
Segmentum: Obscurus Orient Umbra 
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Households, the Makabius, had endured, with their Knights reduced 
to fossil fuel-burning, ill-repaired hybrids of what had come before. 

While re-joining the Imperium and contact with the Mechanicum 
rejuvenated Baroda’s technology and gave it a place in something far 
greater, its isolation in the Grail Abyss still served to keep it far from 
regular contact and influence. In the years that followed, the flower 
of Barodas noble youth fled the world, its young Knights joining 
the forces of the Great Crusade as Questoris, never to return, many 
turning Freeblade if forbidden by their embittered lords in an attempt 
to stall the exodus. 

Shoar 

Classification: Feral World 

if Keopsis is the Grail Abyss' world of fire, Shoar is its icy counterpart, 
a witheringly cold world at the edge of human tolerances, locked 
in orbit around a bloated and dying star. Its hardy and brutal native 
population reside primarily across the equatorial regions' coastal 
estuaries, and live lives locked in unremitting tribal warfare. 

Formidable physical specimens and able fighters, the Shoar were 
inducted in large numbers into the Imperial Auxilia, forming several 
‘skull taker’ cohorts attached to the 7 lh and 60 th Expeditionary Fleets, 
and it is believed several intakes were sent to Terra to determine 
their suitability for Space Marine Legion recruitment with unknown 
outcome before civil war was to shatter the Imperium. 

Lascal 

Classification: Colonised World [Fleet Anchorage] 

A terrestrial world on the edge of the Grail Abyss, Lascal had been a 
feral Ork holdi ng before the coming of the y tb Expeditionary Fleet 
under Lord Commander Suleiman Grimm of the i SI Legion. After the 
extermination of the Ork infestation, Lascal became a forward outpost 
of the Great Crusade, and later a naval fleet anchorage was constructed 
there in orbit tinder the auspices of the Lucien Mechanicum. with 
which the world would continue to maintain distant ties. For a 
time the world rose in prominence, however, the frontline of the 
Imperium’s expansion in the region would soon move onwards and 
turn away from the darkness of the Grail Abyss into more fruitful 
territories, but the fleet anchorage, although downgraded, was 
maintained as a link in the binding chains of Imperial control of 
the galaxy. The planet itself maintained a relatively small but slowlv 
expanding imported human population to service its orbital industries 
and, by 902.M30, had become an independent and self-sustaining 
Imperial colony. 




Grail 

Classification: Dead World (Relic Sub-type] 

The errant world which has long given the Abyss its name. Grail is a 
dead world, a relic world, a place of hidden wealth and terrible danger 
which has long drawn Explorators and would-be treasure hunters ro 
their graves. Given its name by the Rogue Trader Corthcm3 Van der 
Veld in 891 .M 30, Grail is an enigma, a world clearlv once teeming in 
life, human life in the billions to judge by the ruins of its continent 
spanning hive cities as silent as tombs, but one now caught in an 
erratic orbit around a rogue star, a star whose rrajeaory is gradual!'/ 
taking it out into the intergalactic void. Scoured by radiation, its heat 
bleeding slowly into the darkness its atmosphere already partiv frozen 
into v/hat will eventually become a final winter, no proof has ever 
been recovered of how it came to be so. or what ultimate fate killed 
its inhabitants, perhaps tens of thousands of years age it is likelv 
that Grail would have remained one of an innumerable number of 
mysteries encountered during the Great Crusade's expansion and 
all but forgotten, except that much of Grails human technological 
remains are curiously and inconsistent!’, intact Several 5 TC remnants 
as well as numerous Dark Age of Technolog'/ an ethers have been 
recovered from its ruins, but such explorations are fraught with pen! 
Aside from the inhospitable climate, topographical instability can 
collapse entire sections of the rums without warning while .: :> ii«e 
cenain that non-mdigenous xenos creatures have also been drawn to 
or become stranded on Grail, and reports of potential Psvchneuein 
infestation have been persistent but remain unccnfirroed- 
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This aggregate of advanced and populated worlds, set at the junction point where the Segmentum Ohscurus ends and the north¬ 
eastern sweep ot the Ultima Segmentum presses onwards to its outermost limits was, at the dawning of the war of the Homs Heresy 
without douht the most strategic vital area ot the Coronid Deeps. Clustered with inhabitable stars, many ol which had possessed 
human populations since before the Age of Strife, the Commonwealth served as a lynchpin of commerce and trade in this region 
ot the burgeoning Imperium Vitally, it was also a powerhouse of industry and military endeavour which held the shape of the 
Imperium's borders by anchoring much of the ongoing force projection of the lmperialis Armada in the wider region. The two 
principal axes of this power in the region were the Manachea system itself, comprising several inhabited worlds with a population 
reaching into the many billions, and Port Maw, a colossal naval base still under ongoing construction when the Warmaster’s 
treachery came to pass, and set upon an ancient artificial planetoid believed to be of xenos construction and vastly ancient, long 
predating even the Eldar. 


Manachea 

Before the coming of the Great Crusade, the Manachea system held a 
technologically advanced society, a survivor state ot the ancient human 
diaspora which, while it numbered in the hundreds of millions, also 
suffered under the inhuman overlordship of the Mitu Conglomerate, 
The Conglomerate, whose core worlds would eventually he purged 
bv the fires of Lxterminarus, was a cabal of several psychically 
empowered pseudo actinanc xenos species believed to have evolved 
from a common stock Warp capable and with advanced biologic and 
arcane technologies, the Mitu Conglomerate had forged a pocket 
empire, forbidding any attempts at space flight and ruthlessly purging 
am psyker within their domains. From Manachea, as well as other 
subjected star systems both human and alien), they periodically 
demanded a culling of the population and a tribute ol flesh to provide 
them, it was believed, with the basic components to construct their 
technologies. In answer ro the existence ol such creatures there could 
be no response but total annihilation, and the war the Imperium 
fought to end the Mitu Conglomerate was protracted and bloody. 

The conflict itself was lought largely in the void as a series ol brutal 
close-quarters boarding engagements, interspersed with sudden and 
world-shattering planetary assaults by both sides, which involved the 
forces oi several different Expeditionary fleets, and would require no 
fewer than three Space Marine Legions and hundreds of Solar Auxilia 
cohorts to successfully prosecute. The liberation of the Manachea 
system was a turning point in this great war, and for the masses who 
had lived so long under the oppression of inhuman intelligences 
and the constant threat of death. Imperial Compliance was taken 
up with open arms. Instituted as a commonwealth of the three 
inhabited worlds of the Manachea system under the rulership of a 
single Imperial Commander. Manachea prospered and soon came to 
dominate a score of nearby systems as a regional capital, becoming a 
shining beacon of Imperial civilisation and ail the Great Crusade had 


set our to achieve. 


Manachea Lux [M-II - Industrial World]; An arid, heavily 
industrialised world Lux. named for its extensive silica dune seas, 
has seen an explosion in manufacturing and population since its 
liberation, and remains an orderly and highly productive world. 

The site of the last deadly battle of the war to liberate the system, it 
also contains a singular feature, the Bastion Kvet—a fortress watch 
station built and garrisoned by the Imperial Fists Legiones Astartes, 
both as an act of commemoration and as a guarantee of Rogal Dorn s 
promise that the system would never again fall under the sway of 
the xenos 


Manachea Vysidae [M-IV - Hive World]: The principal world of 
the system, referred to simply as Manachea by popular convention, 
is a sprawling So] pattern hive world whose terrestrial climate has 
nor yet succumbed to the burdens ol endemic urbanisation and 
macro-inhabitation. Dominated by a total ot eleven aggregated hub 
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metropoli distributed across its land masses and linked by continent 
and sea-spanning maglev transit systems, it forms a highly 
integrated and efficient civilisation with a total population ranging 
into the tens of billions. The technological heights of the Manachea 
Commonwealth and production capacities of Manachea Vysidae 
rival the hive worlds of the Segmentum Solar and it has readily 
become the home of several Imperial Administrative divisions 
serving this entire region of the Imperium, including both the 
Great Tithe and the Arbites lmperialis. 


Manachea Mortis [M-V/Il - Death World]: This jungle-shrouded 
death world is in fact the moon of the gas giant Manachea Umbris, 
heated and impelled from within to life-sustaining conditions by 
gravitational forces from its parent. Categorised as a death world 
owing to its strange and lethal fauna, it nevertheless has a native and 
long standing human population descended, it is generally held, 
from ref ugees and outlaws who fled to its trackless jungle depths 
during the reign of the inhuman Mitu Conglomerate, At the time of 
the Horus Heresy, Manachea Mortis was being subjected to as-yet 
unsuccessful attempts to manage sections of its verdant jungles as 
an agricultural resource. 


Vlorlath Srader 

Classification: Colonised World 

A small, independent world with a temperate terrestrial climate, 
Vlorlath Srader is an Imperial colony established in 926.M30 in the 
aftermath of the region’s Compliance. Although now well established, 
with a mixed economy, it has yet to progress from a developmental 
state to a particular role, however it has become heavily influenced 
both politically and culturally by Manachea. The system it occupies 
is unremarkable, except for the presence of an astrotelepathic relay 
station established in orbit during the latter stages of the Great 
Crusade’s passage through the region. For unknown reasons, the relay 
has proven to be particularly effective in the re-transmission and 
reception of astrotelepathy between the outlying areas of the Ultima 
Segmentum and the Segmentum Solar, marking it as ot considerable 
strategic significance beyond its population or locale. 


Port Maw 

Classification: Artificial World/Colonised World/Imperialis 
Armada Port Majoris 

Port Maw is a massive lmperialis Armada facility, under construction 
principally inside the hollow sphere of an ancient artificial planetoid. 
Its eponymous name, given to it by the ship captains of: the 6o ,, ’ 
Expeditionary Fleet which discovered it, is due entirely to its outward 
appearance; (he jagged five hundred kilometre wide aperture in 
the planetoid s skin granting it the appearance of a world with a 
vast, fanged mouth. Founded in 001 M} t at the direct behest of the 
Officio Astra, the lmperialis Naval facility’s construction was set 
in motion as part of the strategic planning for the consolidation of 
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Armada Imperialis assets and operational structures following the 
Triumph at Ullanor and the appointment of Horus as Warmaster, 
and it is intended for the Port Maw facility to become one of the 
most powerful naval facilities in the northern lmperium. Aside 
from development within the artificial planetoid itself, which offers 
the core facility unparalleled protection from assault, the wider star 
system has become the site of vast trans-orbital dockyards, battle 
stations and provender belts, all of which were still under construction 
when the Horus Heresy broke out. Although this mighty work was far 
from complete, Port Maw was however already operational in a limited 
capacity as a naval supply base and muster station as the first blood 
was shed at the Isstvan system, while a population ot workers in the 
hundreds of millions, alongside various planet-side administrational 
and support staff, were already firmly established on the surface ot 
/Lstellica, the life-supporting planet around which the Port Maw 
planetoid distantly orbits. 

Lethe 

Classification: Colonised World [Undeveloped] 

I lame to a human remnant civilisation which had decayed to a 
borderline pre-industrial state during the long night oi the Age of 
Strife, Lethe was first contacted in 824.M50 by the Rogue Trader 
Vaspperly Elgin, ahead of the Great Crusade's advance in force into 
the region some years later. Used as an early staging point by Crusade 
fleets, the mist-shrouded, largely arboreal world, criss-crossed by an 
extensive network of rivers around which its population is clustered, 
remains still stubbornly a frontier world, without major industrial 
or economic power having developed there. Nevertheless, Lethe has 
served its part within the Imperial fold, and has also provided several 
elite pioneer light infantry cohorts for the imperials Auxilia, which 
have served with honoured distinction in the wars to further pacify 
the Coronid Deeps. 













The Coronid Prohibition Zone 





An astro-navigational hazard of considerable size and uncertain 
borders, the Coronid Prohibition Zone, also commonly known as 
the Coronis Abomination and popularly to members of the Navis 
Nobilite as the “While Darbies*", borders the central northern 
edge of the Coronid Deeps region and, by popular wisdom among 
the void-faring, presents the most obvious reason for the dividing 
point of the ancient Segmenta in human stellar cartography. 

This apparently all but empty region of space holds up neither 
spectacle nor warning to either the naked eye or auspex, while 
in the Warp it apparently represents itself as white out’ to the 
Navigator’s vision, akin to the blindness a man might encounter 
if trapped in a blizzard—a literal nothingness’ The cause or 
consequence of the danger this region entails remains entirely 
unknown, and long range astronomical auguries indicate that 
only a handful of solitary and unremarkable stars may be found 
within its otherwise empty volume, sitting as it does between the 
outermost galactic arm of our galaxy far from the dense clusters 
of stars which make up us celestial corpus. Ships which pass into 
or through the prohibition zone, either via realspace or the Warp, 
seldom return, and those that do often have been found to suffer 
severe chrono-dtstortion and displacement, itself often leading 
to fatal consequences for both the living and machines, as well as 
those who come into direct contact with them. 


By direct order ot the Emperor, the Coronid Prohibition 
Zone was established explicitly forbidding deliberate entry 
to this mysterious and deadly region of space, and a number 
of autonomous armed watch stations were created, roughlv 
proscribing the region's borders. These stations establish and 
police the cordon around the zone, and dispatch Warp-capable 
hunter-killer Gholem-ships to engage and destroy inv vessel or 
object detected leaving the zone. 
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The Coronid Reach 

The furthest anchor point of Imperial civilisation in the region, the Coronid Reach is rightly regarded as the very edge of the 
dark frontier of galactic space, beyond which little may be said for certain. Its centre of power is the hive world of Agathon, which 
dominates the region via its economic and military might, and represents the final conquest ol the 6o ,h Expeditionary Fleet before 
its disbandment. This highly autonomous Imperial region comprises a cluster of sixteen inhabited systems, the most prominent of 
which are precised here. 



Agathon 

Classification: Hive World [Spire Sub-type] 

An ancient centre of human habitation whose roots lie deep within 
the Dark Age of Technology, Agathon is a hive world dominated by a 
rrinirv of towering spire-hives which owe many similarities in form 
and structure to those ol Necromunda or Khur, despite those worlds 
being many thousands of light years distant Agathon vehemently 
resisted Compliance and successfully held out for nearly fifteen 
years against the assaults ol various Rogue Traders and smaller 
Expeditionary forces before a larger and more potent assault could be 
sent to settle the issue. This last attack was to be under the direction ol 
Lord Marshal Ireton MaSade and the i522 rJ Solar Auxilia Cohort (The 
Lord Marshal v Own), who led the remnants of the all but exhausted 6o ,b 
Expeditionary Fleet in a successful, if bloody, Compliance action. In 
reward for this action and a lifetime of glorious service, the fleet was 
disbanded and MaSade and his officers were given right ol conquest 
over Agathon, replacing its purged cultic aristocracy, and given the 
task of stewardship over its five billion inhabitants, thus ensuring their 
induction into the Imperium. Agathon has since become a highly 
organised and productive hive world, with an overriding military 
aesthetic to its culture Its sizable standing military, the Agarhean 
Cohorts, bears direct lineal descent to the Solar Auxilia, and acts to 
dominate the region as the standing Imperial defence force. 


Legatus 

Classification: Mining World [Penitentiary] 

Organised as a penitentiary mining world, originally used for 
the punishment of dissidents following the war of the Agathon 
Compliance, Legatus is a world of vast tundra plains in the closing 
stages of a climatic ice age. Important principally because of its wealth 
of high-grade metallic ores lor use in Agathon’s macro-construction 
industries and shipbuilding efforts, Legatus has been subjected to 
significant xenos raids three times since 940.M30; twice by Ork 
marauders and once by heavily mutated xenos crypnds originating, i( 
is believed, from the extra-galactic void. As a result, the mining world 
had been reinforced with a substantial garrison of ground defences 
and an enlarged standing garrison of Agathean troops before the 
shadow of the Horus Heresy fell on the region, seeming far better 
prepared than many similar worlds in the Coronid Deeps for the 
hostilities to come. 

Othion 

Classification: Feral World [Abhuman Sub-type] 

This arid cloudless world of heat and seemingly limitless silica 
dune seas is home to a native population of abhuman Ogryns. T he 
population, though genetically stable, is divergent in morphology 
from the standard accepted types, having adapted to the unforgiving 












































































climate and undergone severe metabolic alteration, including a 
pronounced devolution of the already limited Ogryn intellect, mental 
stability and social cohesion. A pronounced drive to cannibalism and 
irrational hunger are the dominating factors of their temperament, 
and their induction into Auxilia forces was only possible with 
extensive cranial surgery and the implementation of'kill switch' 
systems to terminate them when needed, but they have otherwise 
proven to be a considerable asset for regional defence forces. As the 
sector militarised in preparation to resist the Traitors’ assault, the 
Ogryns of Othion were a considerable strategic resource which was 
ruthlessly exploited by the Agathean forces. 

Numinal 

Classification: Agri-world [Oceanic Sub type) 

A terres trial-type world colonised in the late 890S.M30 as part of an 
expansion effort by the Imperium to further secure the regions food 
supply and navigational channels, Numinal formed an important 
link in the chain of human civilization in the northern I mperium 
A planet of world-spanning oceans and numerous volcanic islands 
and archipelagos, Numinal's exploitation was brought about, not only 
because of its environmental suitability, but also its access to several 
recently discovered stable warp routes through the region. These 
routes linked it to the Manachean Commonwealth, the Agathon 
Domain on the frontier to the galactic north, and the Cerada Trinity 
and the minor independent Imperial colony systems of Vespasia 
Infernus and Garella which made up the rest of the Coronid Reach. 
This network of warp routes at its most extreme then offered potential 
further access to several important worlds far out on the Eastern 
Fringe of the Imperium which could not normally be journeyed to 
without potentially many sidereal months of continuous travel via 
the illusive Hadexus Warp Channel, which reaches out as far as the 
Angelis and Honourum systems. These vital routes made Numinal a 
prime target in the civil wars which wracked the Coronid Reach in the 
aftermath of the main Traitor attack. 


Considerable impetus had been placed on the establishment : 
the colony by the Segmentum authorities and development ot 
the world had been rapid An implanted population of some forrv 
million inhabitants was located to a number of rapidly constructed 
prefabricated cities and outposts, along with a well*developed, 
orbital trans-shipping infrastructure and geo-synchronous void 
station, which were present within the first decade of colonisation 
alone. Numinal s extensive saline seas had, as part ot this process, 
been given over to aquaculture and epigeneric engineering bv 
elements of the Mechanicum Biologis brought in express!’, for this 
purpose. The exploration of the biological wealth of the seas was the 
populations principal industry and the planet was already producing 
large quantities of highly concentrated nutnent-nch compounds for 
extra-system export by the time of the outbreak of war As an adiunct 
to this and further colonisation, several pseudo-intelligent native 
species, amphibious and ichthyoid in nature, were also undergoing 
suppression and extermination campaigns by specialised units ot 
the ioz3 rJ and 2774’ ObedCohortsol the Excerrus Impenahson 
extended deployment to the planet. These cohorrs. along with a cadre 
of Solar Auxilia security forces assigned to defend Numinal > principal 
void station, were the only standing armed force of any note in the 
system when the region was overtaken by hostilities in 007 M31. 


Other Independent Worlds of Note 

• Cerada Primus [Colonised world 

• Cerada Secundus Mining world 

• Quavausari [Feral world] 

• Vespasia Infernus Explorator outpost 

• Zamov [Industrialised world] 

• Taracanis [Non-Compliant world] 

• Sagathi [Feudal world; 

• Subinus j Knight World] 
















































The Cyclothrathine Holdfast 

V sovereign domain of the Mechanic urn, tin* Cyclothrathine Holdfast was founded on two ot the few life-sustaining planets left in a 
desert of dead worlds wrought by the hand of the Croat ( rusade. Set lip in the ashes ot what were once the core systems of the xenos 
empire of the Mitu Conglomerate, the Holdfast was created both to oversee scavenging operations and to serve as a weapons testing 
fin ilitv, as well as to ensure that all trace of the life forms which had made up the Conglomerate were utterly purged from existence. 


Cyclothrathe 

Classification Forge World (Grade Tertius 111 
Implanted on a rot kv, barely life sustaining orb wracked by violent 
electromagnetic storms, Cvi lothrathe sits at the centre of the 
massacred home worlds of a once powerful Xenos empire Nevet itself 
inhabited by the Miru Conglomerate likely owing to the savage 
energies that plague it Cyclothrathe is a forlorn ami turbulent 
world 1 he newly founded forge complex slowly emerging from the 
broken plains ol black granite of the planet s northern continent 
is centred around the hulk of the (lyrlojviin Mi rid, a Mechanicum 
war barque badlv damaged in the final battle against the xenos and 
judged too crippled to continue with the fleet. From the wreck of this 
vast warship, brought here to its final resting place, forge workings, 
bunker manufactories and lightning towers now snake in a growing 
spider web of ferrocrete and metal Cydoth rat he’s ruling synod is 
made up of Magos ol the Autokrator Order, tasked to build up the 
outpost here under the writ ol Mars, supplemented by those formerly 
of the l xplorator taskforce who use Cyclothrathe as a base to scavenge 
the surrounding dead worlds of lore and relics. Progress lor the 
newlv created Forge World ha> proved difficult and slow, both due to 
environmental difficulties and distance from resupply and support. 

The Forge World s isolation, coupled with a number of serious threats 
to tts existence encountered in the last several vears, whose true nature 
has been suppressed, has led the Cyclothrathine Mechanicum to 
become increasingly secrerive and militant, all but severing ties with 


other major worlds within the Coronid Deeps. Immediately before the 
Homs 1 leresy broke out, the matter was brought to the attention of 
the Conclave of Mars by emissaries of the Mezoan Mechanicum, but 
the matter is recorded to have been summarily dismissed by order of 
Kelbor f ial, the Fabricator-General. The future would decide for this 
world an infamy seldom matched in the ranks of Forge Worlds. 

Arrian 

Classification: Mining World [Mechanicum Fiefdom] 

Arrian is a sulphurous, poisoned world with an atmosphere thick 
with chlorine gas, and therefore utterly inimical to human life. 

Rich in minerals and easily accessible chemical deposits, large scale 
mining and extraction facilities have been rapidly constructed across 
the world’s surface to meet tin* industrial needs of Cyclothrathe, 
of which Arrian was a directly administered possession. Lacking a 
native population, Arrians miners have been directly imported by the 
Magos of Cyclothrathe, their hellish existence made only possible 
by extensive augmentic adaption, despite which mortality rates are 
disastrously high. For many years, the demand for new labour was met 
by treaty arrangement between Cyclothrathe and the distant worlds of 
the Manachean Commonwealth, trading convicts by the thousand in 
return for arms and other advanced products of Cycloth rat he's forges. 
In recent years, however, with Cyclothrathe’s growing isolation, this 
agreement has been allowed to lapse and how this presumed shortfall 
in labour has been replaced remains unknown. 
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Name: Cyclothrathe 
Classification: Mechanicum Sovereign 
Force World 
[Barren/Storm] 

System Data: Ll/673 3/8575//!!* 

Stellar Grid: io-HDQ/J» 99 !i 
Segmentum: Ultima Occident Rise ending 

Notation: Declared Traitoris Plrdita 
++{ Writ Ol Excommunication Issued by 
Mechanicum High Synod in Exile]++ 












































































Castellax Battle-automata, Cyclothrathine Taghmata : y::> c .tutor'.;: * ' . c.. : : \ C'- 

Draykavacs assault on Numinal, and extant battlefield pict-captures depictsu>ra.r..ng rr : r.e l-t> * — 
rapier batteries of the i >n rJ Solai Auxilu before it was ev entua ;\ de>:: o\ ed > por : he n ce -: • Cr ttlacc 

Cera sms krughc-Lancer 

The icon on the automata’s right shouldei marks l vclothraihe s alignment to the W armixtcr while tna: r the eh > 
one ol the arachnid-glyph signifiers of its home Forge VJ orlu \ko ot note re w rt-: appear to be kill markings in the 
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Of the myriad regiments and battalions of 

( the Imperialis Auxilia, more commonly 
referred to as the 'Impend! Arm/, rlie Solar 
Auxilia are among the most elite, disciplined 
and we 11 equipped fighting forces, widely 
considered by many second only to the 
superhuman Legiones Astaires in their 
military effectiveness in battle While some 
observers may point to singular units and 
individual regiments whose skill, power 
and reputation may arguably exceed that 
of the Solar Auxilia, such as the legendary 
Lucifer Blacks or the gene-wrought Mamean 
Armsmen, what marks the Solar Auxilia 
apart is they are not simply a single regiment 
raised f rom a particular culture or displaced 
from a warlike Compliant world reserve 
the Imperium, but a pattern; a culture of 
warfare and an order of battle which had 
successfully been replicated on hundreds of 
worlds. As a result, the Solar Auxilia Cohorts 
and regiments have formed the backbone 
of the Imperium's military forces since the 
dawning of the Great Crusade. While the 
Space Marines of the Legiones Astartes have 
been both the standard bearers of the Great 
Crusade, and without doubt its principal and 
unstoppable strength, the Solar Auxilia have 
often been its indispensable parhfinders and 
its most reliable foot soldiers. And, as the 
Imperium expanded ro encompass thousands 
of worlds, its first line of protection against 
those who would destroy it from without or 
disturb its peace from within. 

Thl Origin's of thl Sour Auxilia 

As their name might suggest, the origins of 
the Solar Auxilia lie in the Sol System and 
on Terra in the earliest days of the Great 
Crusade. No doubt from the very beginning, 
the Emperor realised that while his Legiones 
Astartes would be his foremost agency of 
war and conquest, the sheer scope of the 
undertaking of the Great Crusade —no less 
than the liberation of the entire galaxy— 
would require far more manpower, spread 
over a wider area, than even hundreds of 
thousands of Space Marines could hope to 
achieve, simply because they could not be 
everywhere at once, nor would they be best 
served by undertaking roles ably filled by 
ordinary humanity From this reality the 
Excertus Imperials was bom; billions of 
second line and support troops, functionaries, 
labourers, void crew, logisticians, almoners, 
adepts and staff officers, and the countless 
quantities of weapons, equipment and 
war machines, void conveyances and 
warships they needed; all to make the Great 
Crusade a reality. Within this vast body of 
men and women under arms, organised 
and formulated by the Emperor $ own 


transhuman intelligence, were many highly 
Specialised divisions, each created to serve a 
singular purpose, each a viral cog in the vast 
Imperial war machine. The Solar Auxilia was 
one such purpose-created division 

The parameters of this creation were exact; 
the raising of a large body of frontline 
soldiers whose principal theatre of war would 
be the void and hostile environments of all 
kinds, both to support the Legiones Astartes 
in battle, and by deployment free them for 
concentrated frontline operations. Where 
the Space Marines were to be foremost the 
hammer of the Great Crusade, the Solar 
Auxilia were to be its pathfinders and its 
watchmen. They were to garrison the great 
warships and frontier outposts; they were to 
serve alongside the Rogue Traders and in the 
Expeditionary fleets both as aggressors and 
as explorers, and as such they would need 
to be disciplined, trained and well equipped 
considerably beyond the level of the average 
militia solider. Once Compliance over an 
area of space had been achieved, and the 
battlefronts of the Great Crusade had moved 
on, it was also to be rhe Solar Auxilia, with 
their own fleets and assigned warships, that 
would guard those worlds and star systems 
that were now part of the growing Imperium 
from marauders from without and rebellion 
from within. While a Solar Auxilia taskforce 
would not, indeed could not, march rhe 
power and force of the Legiones Astartes, 
these compact fleet-based armies of colonial 
control were more than capable of dealing 
with most petty' wars' and local conflicts 
that might occur on their own. Where a 
threat proved stronger than a Solar Auxilia 
taskforce could match alone, they were 
conditioned and equipped to stalwartly hold 
the line no matter the odds, until aid could 
be summoned and the Emperor's Angels of 
Death unleashed on the transgressors. 

The Satumyne Ordo 
In laying out the strategic formulation and 
pattern of organisation for the Solar Auxilia, 
the Emperor, in his wisdom, appears to have 
drawn on two principal sources: the great 
military forces of the Unification Wars of 
Terra and the Satumyne Ordo. Warfare had 
been the general condition on Terra and in 
its star system lor thousands of years, and 
the home world of humanity had seen many 
great empires rise and fall, and with them 
great armies and warrior cultures form and 
meet their destruction. From this crucible of 
battle, the Emperor drew much that would 
inform the structure and tactics of all of 
his armies, and the Solar Auxilia would be 
no different in this, but it was the highly 


militarised tech-enclaves of Saturn, whose 
expertise in void warfare was of peerless 
temper, that would most greatly inform the 
nature of the Solar Auxilia. 

The Polities of Sat urn had formed during the 
Age of Strife; they were a disperate league 
of independent domains and kingdoms 
formed from scores of asteroid-enclaves, 
orbital arcologies and lunar colonies around 
the gas giant which gave them their name. 
Over time they had established a common 
technologically advanced culture, and 
although inter-state conflict, competition 
and vendetta was rife among them, spurred 
on by survival, they quickly handed together 
in the face of outside threat, be it the baleful 
influence of Mars, or the horrific privations 
ofxenos and mutant raiders come to plunder 
the wealth and resources they had so long 
strived for. Their military, combining by far 
the most powerful fleet in the Sol System 
prior to Unification and elite armed forces 
known as the Satumyne Ordo, had honed 
the weapons and tactics of void warfare 
for centuries and until the coming of the 
Legiones Astartes, in such techniques they 
were unsurpassed. Many have argued that it 
was only after the Polities of Saturn joined 
voluntarily with the Imperium that the Great 
Crusade truly began, their fleets, shipyards 
and void expertise fundamental to the speed 
and scale of rhe early years of Imperial 
expansion. The Solar Auxilia were also born 
in this moment, and the first ten regiments 
raised, known collectively as the ‘Satumyne 
Rams', were no more or less the Void Hoplites 
of the Satumyne Order, reorganised and 
expanded —their arms and armament all 
but unchanged— and sent our with the first 
deployments of the as then only numbered 
Space Marine Legions to conquer the stars. 

Soon, more regimental raisings were to 
follow, with Terra and Luna both providing 
many newly raised regiments in the same 
pattern as those of Saturn to meet the 
strategic demand. These regiments were 
deployed with the same proven types of 
weaponry and equipment taken from the 
Satumyne prototypes and rendered to the 
Mechanician for approval, modification 
and mass production, including the highly 
effective and robust Satumyne void 
armour, which would serve to single out 
the Solar Auxilia's particular appearance 
throughout the Great Crusade, ihiswargeai 
was supplemented with additional variant 
weapons and equipment designed with 
hazardous environment and void use by an 
unaugmented human in mind, these became 
known as 'Solar' pattern, a designation 
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provided by the Mechanicum in keeping 
with the Solti r Auxilia forces for which they 
were intended. 

Liberation and Conquest 

As the Great Crusade progressed, the 
effectiveness of the Solar Auxilia as a 
distinct military concept and coherent 
fighting force was proved time and again, 
and the strategic demands of the ever 
expanding Expeditionary fleets and the 
galactic territory they conquered demanded 
that Solar Auxilia regiments be raised in 
increasing numbers. The Terran system 
alone could not meet this growing demand 
and so the Solar Auxilia pattern was used as 
an imprint elsewhere, and soon regiments 
and larger cohort formations were being 
raised across the Imperium, often set up 
around corps of experienced junior officers 
and non-commissioned ranks from existing 
regiments. These raisings were most 
common in star systems with an established 
tradition of void-capable military and 
privateer forces, and in many cases served to 
absorb such a culture more readily into the 
Imperium, particularly if armed struggle had 
been needed to subdue it into Compliance. 

Such Solar Auxilia Cohorts were normally 
then sent far from their origin stars, thus 
severing ties with their home worlds and 
reducing any potential for later rebellion 
there. This was not however a unique 
practice, and with the introduction of 
mental and physical aptitude rests to a wider 
intake of recruits, Solar Auxilia regiments 
were also raised successfully from feral 
and feudal worlds without an overall high 
technological sophistication or void-operable 
tradition, often alongside more conventional 
regimental raisings. The most successtul ot 
these cohorts combined t he savagery and 
elan often found on such warlike worlds 
with the discipline and firepower the Solar 
Auxilia was rightly famed tor, forming a truly 
deadly combination. Famous incidences 
ot this include both the Chthonian 
Headhunters which were to accompany the 
63 rd Expeditionary Fleet ot \Yarmaster l lorus, 
and the Carak'tal Scarborn who entered into 
legend as the only non-Legiones Asiat ics 
force to survive the Khrave onslaught at 
Perdition’s Gate. 

The Tradition of Service 
By the second century ot the Great Crusade, 
Solar Auxilia pattern forces formed perhaps 
2oV>$%ot the overall human strength 
the Imperialist Auxilia’s void taring first 
Warmies, with numbers ranging into the 


tensoi millions. By the time ot the Hot 
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The Numberless Ranks of the Excertus Imperialis 

T he Excertus Imperialis of ihe Great Crusade era was a vast organisation whose number-' 
in a literal sense are uncounted; no accurate measure of it has ever been possible, so 
numerous is it, widespread across the stars and in flux as units are disbanded or suffer 
attrition, and fresh units, recruits and indentures are added to its ranks. As a structure, u 
is almost unfathomably complex. It formed the incomprehensibly vast suppe structure 
of the Great Crusade, including in its sweep the Expeditionary fleets from line auxiliary 
and second line reserve forces (known collectively under the sub-title of the Imperialis 
Auxilia—or Imperial Army informally) and the billions of planetary militia-raised 
provincial defence. It also included the myriad support organisations, colossal labour Hosts 
penitentiary legions, the warships and crew of the Imperialis Armada, the vast y£xactcr 
Notary and Tithe corps, and nominally the Remembrancers, the Iterators and the enforcers 
of the I mperial Truth—all were bound by its writ. Although norionaiiy it was to the 
Officio Militaris on Terra and via them the Imperial Court to whom the numberless ranks 
of the Excertus Imperialis answered, it was always in truth subordinate 10 the principal 
agents and independent powers of the Great Crusade who commanded it on a daily basis: 
the Legiones Astartes and their Primarchs. the Mechanicum and their Titan Legions the 
Knight Houses, the Rogue Traders Militant, the Imperial Commanders * ho gov erne: :he 
Imperium s worlds, the Navis Nobilite and the Collegia Psykana. all had better and more 
immediate call on the Excertus Imperialis to obe*. So it was when the Imperi am was r.ven 
by the Horus Heresy, so also was the Excertus Imperialis; turning traitor or remaining 
loyal with long accustomed masters to lead them, while e 1 en its more independent arms 
were forced abruptly to choose sides in a war not of their making. As the Greit Crusade 
died, so did the organisation that served it. supplied it and fed .:s growth come ar. end. 

split by division and tom in blood. 


Heresy, in terms of deployment this force 
was split, with about two thirds of the Solar 
Auxilia Cohorts stationed permanently 
within the Imperium’s boundaries divided 
into taskiorce and garrison commands 
and the other third separated out into 
various Expeditionary fleets. Rogue Trader 
detachments and deep-range pathfinder 
ships on the ever-expanding and increasingly 
remote frontier. As they were particularly 
suited and organised so that thev had few ties 
to home and could easily operate as detached 
commands, it became common for many 
smaller-scale Expeditionary fleets which 
did nor feature anv substantial Legiones 
Astartes presence to be led bv a cone ot So u: 
Auxilia under the particular authority or a 
Lord Marshal appointed b\ the Imperial Wit 
C ouncil The temporal power and author.: 
of these Lords Marshal and the most sen 101 
among them, the Lords Militant Imperialis 
was formidable in its own right and trem 
them and the ranks ot then subordinate 
staft and warship captains w was common 
tor lutute colony Imperial Commanders 
to he drawn, and Rogue 11 add's also 
warranted With the potential pi wot 
absolute power under the \qm .2 ok or whole 
wot Ids .i> a draw, u in then urNurpr.v.rtg that 
commissions ot rank \\ uhm Sol n Vo.v.lu 
Cohorts destined tot the frormet bcs'Atne 2 
thing anight attei bv ambiuo;.' oflketv pettv 



nobles and the scions of great bouses of Terra 
alike. Some such commissions were earned 
and others acquired bv mote direct, means, 
but tate and the limitless dangers ot battle 
and alien worlds unnumbered serve-a in 
most cases to weed out those whose ambinon 
outweighed their aptirade swifidy enough 
Regardless ot this, it is the saiumv truth that 
the pursuit ot plunder as wed as the cues: fer 
personal wealth and power were motivations 
that often served the Great Crusade T us: as 
well as dun- and the desire tor c on anu 
belief m the untticaoon 0: humanm* For 
those of the lower ranks, the .ure ot service 
ulnmatelv mav have been more pa^saic. hut 
no less valuable hne ■ - g >: an iard>. pa• 
and the respect of the Imperium tor their 
Ide s blood with if thev desirec : upon 
rente men t alter serving a mimmum ;our 
c-t th.rtv vears service 'ul!o.n.\*r>n:p ^nd 
commensurate lard smdcv and rosinoo 
in a new h founded or h Comndani 
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soldiery,equipped and trained to the highest 
standards of the Imperium's human forces, 
and a keystone of the Great Crusade's 
tremendous progress. 

Strategic Organisation 

According to the measure ot the Officio 
Milt tans ot terra, the Solar Auxili.t Cohorts 
arc the definitive example of a heavy 
void infantry formation of the Exeerrus 
Imperiahs. As such they are fully trained 
and equipped to take on void war zones, 
hazardous planetary environments and 
operate both as interface troops (meaning 
transitioning from void to ground 
operations in combat conditions) and 
fight heavily contested boarding actions. 

Early Solar Auxilia forces were ranged in 
the standard fashion of a Prinnpia BelicosiJ- 
teneted regimental structure, comprising 
a nominal 5.000 soldiers-at-arms under 
the formal command of a Legate-Colonel 
and a dedicated staff and discipline cadre 
of around 300 officers and specialists. 

However, as the Great Crusade entered its 
expansion phase and the role of the Solar 
Auxilia to the wider war effort became more 
pronounced, and the demand for Solar 
Auxilia pattern units increased, the Officio 
Military High Command reconfigured the 
Solar Auxilia into larger, highly autonomous 
cohort formations. These ‘Solar Cohorts’ 
were intended to be highly compart mental 
and owed something both to the structures 
employed bv some of the elite forces ol 
the Panpaafic Empire during the wars of 
Unification as well as elements also used 
to organise the nascent Space Marine 
legions. A Solar Cohort at muster would 
form a nominal fighting force of 120,000 
individuals, with several thousand additional 
support staff of various types on permanent 
attachment to the unit, under the command 
of a Marshal Solar. This would be broken 
down into a number of sub-cohorts, each 
with a nominal fighting strength of 1,200 
under a Legate-Commander, Commander 
or Sub-Commander depending on seniority 
and the sub-cohort's particular type. 

The fundamental building block of the Solar 
Cohort at the tactical level is the Tercio, 
a formation made up of three 'sections’ 
of Auxilia. whose nature was defined by 
their weaponry and battlefield role. Tercios 
collectively could be assembled and deployed 
in a variety of ways and numbers to meet 
a particular strategic need By far the most 
common Tercio formation is the Infantry 
Tercio, made up of three lasrifle sections, 
each comprising twenty void armoured, 
lasrifle equipped infantrymen, commanded 


by .1 junior officer. Alongside these fight 
elite 'Veldrtris' Tercios, each made up of three 
squads of ten veteran troopers equipped 
with augmented short range weapons such 
as volkitc chargers or flamer units, and Fire 
Support Tercios, commanding three batteries 
each of three crew-served infantry support 
weapons platforms, of which the tracked 
rapier type is the most common. 

Each Tercio is itself a self-contained unit, 
and every Auxilia within the Tercios trained 
nor simply as a front line soliJer, but also to 
be skilled in void craft, fundamental combat 
engineering, hostile environment survival 
and in the basic planetary exploration 
protocols. This particular combination of 
capabilities has marked the Solar Auxilia out 
as an elite among the human soldiery of rhe 
Imperium since the early days of the Great 
Crusade and has always been a source of 
great pride within their ranks. 

Military Doctrine 

The tactical doctrine of the Solar Auxilia has 
grown up organically over the operations 
during the Great Crusade, and is the direct 
result both of the unusual environments 
in which they commonly operate and in 
part the particular qualities of their arms 
and equipment. Each member of rhe Solar 
Auxilia must reach an expected height 
of skill and aptitude to bear void armour. 
Co-ordination and discipline is to them 
of paramount importance; infractions of 
discipline and rule on a void ship can lead 
to swift disaster for all, and in void warfare 
this is doubly true. Those who fail to meet 
these standards in training will be dismissed 
to serve as naval ratings or in a less selective 
Auxilia formation, those who fail them on 
active service are harshly punished, and 
those who fail them in battle face summary 
execution by their officers. 

The coherence and discipline of the Solar 
Auxilia is key to their principal tactics; close 
order formations both in open field warfare 
and in the confi nes of a Zone Mortalis, 
concentration of firepower and stubborn 
defence. Strategies of aggressive defence’ 
are common both at the small unit and field 
level. This can be typified by aggressively 
seizing superior defensive ground (or 
manufacturing it with prefabricated defence 
lines, etc) and inviting enemy attack on 
preferred terms, feigned retreat in order 
to drag opponents into pre-prepared fire 
zones and slow rolling advances under 
cover of close armoured and air support, and 
protected by mechanised transportation. 

Also common are asymmetric lightning 



Core Hierarchical Rank Structure of 
the Solar Auxilia Cohorts 

The following illustrates the principal 
command and rank structure of a 
Solar Auxilia Cohort, descending from 
the highest to lowest. Note that only 
primary tactical ranks are included 
- considerable variation in title for 
specialist sub-units (Medicae, Provender 
Strategium, etc) also occurs. 

Strategic Command 

Lord Marshal (reserved for 
Expeditionary commanders) 

Cohort Marshal 
Legate Marshal 

Cohort (Staff) 

Tribune 

High Commander 

Sub-Cohort (Commissioned) 

Sub-Commander 

Lieutenant 

Sub-Lieutenant 

Ensign 

Tercio (Non-Commissioned) 

Troop Master/Primus 
Void Sergeant 

Tercio (Enlisted) 

Veletarii 

Auxiliary 

Sub-Auxiliary 
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assaults which commit massed forces against 
a divided portion of an enemy line in order 
to achieve localised victory while minimising 
loss. These strategies are enabled by the 
Solar Auxilia Cohorts’ discipline and the 
sophistication of their armaments, and born 
primarily from the Solar Auxilia Cohorts’ use 
as long range pathfinder units lor Explorator 
and Expeditionary forces, as well as rapid- 
response forces; in such roles the Solar 
Auxilia can often expect to fight alone and 
outnumbered, and lace unknown terrain as 
well as potentially unknown enemies. The 
famed discipline and ability to ‘hold the line 
ol the Solar Auxilia in such circumstances 
can be seen not simply as a matter of martial 
ability, but as a simple survival trait, on an 
alien world or within the hull ol an enemy 
warship, breaking and fleeing is pointless 
where there is no safe haven to flee to, and 
doing so dooms one's self as surely as it d otiS 
one's comrades. 


































































Panoply of War 

One of the most clearly defining features of 
the Solar Auxilia is their unique panoply of 
war, which sets them aside from the myriad 
different forces within the wider Imperialis 
Auxilia, and is informed both by their history 
and their particular role in the Imperiums 
vast war machine. 

Personal Arms 

The most singular and perhaps iconic piece 
of wargear utilised by a member of the Solar 
Auxilia is their void armour; a carapace- 
reinforced, full environmental combat body 
armour with a fully integrated life support 
unit. The void armour worn by the Solar 
Auxilia, eponymously classified as ‘Solar 
jmifmi’ is itself a mass-produced modification 
of the ancient void armour worn by the Void 
Hoplites of the Saturnyne Ordo. The armour 
is fully sealed and capable of resisting small 
arms fire, ballistic impacts and shock trauma, 
is self-healing against minor penetrations 
and lacerations, and is particularly resilient 
against radiation and thermal effects, making 
it highly effective for combat operations in 
hostile environments of many kinds, not 
simply the open void. Although efficient 
and resilient, void armour however should 
not be considered to be a match in regards 
to durability or sophistication to Legiones 
Astartes power armour, which operates at 
a greater order of magnitude in terms of 
defence and endurance. 

Just as the void armour worn by the Solar 
Auxilia is greater in terms of sophistication 
and material cost, so is its small arms 
weaponry, the most common of which is the 
Kalibrax V-I pattern lasrifle. The Kalibrax 
operates within the standard assigned power 
ranges set down by the Officio Miliraris for 
Imperialis Auxilia weaponry, but ks notable 
both for its heavily reinforced energy transfer 
capacitors, overall durability and superior 
heat dissipation qualities over more common 
patterns such as the Mars Mkl! lasgun or 
the Ursh-Vanrovka lascarbine. These factors 
make it highly desirable for the hazards of 
void warfare, and also easily able to handle 
a variety of modifications and augmentative 
systems, such as bolt-collimator arrays 
and induction blast chargers, without the 
fatal strain such devices might impose on 
lesser weapons. Historically, in terms of 
light support and specialised weaponry, 
the Solar Auxilia has always favoured 
various forms of directed energy weapons, 
including flamers, meltas. multi-lasers and 
lascannon, particularly for their suitability 
to void combat and to simplify maintenance 
and munitions supply, although bolt and 


rotor cannon-type weapons were far from 
unknown in the cohorts, particularly when 
a Solar Auxilia Cohort had operated for long 
periods alongside other Imperial forces 

Once the standard armament of a significant 
number of infantry sections, volkite weapons 
became increasingly rare as the Great 
Crusade had worn on, and by the Horus 
Heresy became the preserve only of the most 
elite of their Veletaris units, and to carry such 
a weapon became a thing of great distinction 
in the ranks of the Solar Auxilia, the weapons 
themselves passing from solider to solider 
as time wenr on. The weapons of the Solar 
Auxilia’s officer class have a tendency to be 
highly idiosyncratic in nature, with each 
officer allowed to furnish their own personal 
arms, allowing for considerable variation and 
indeed competition between them to do so, 
with the sword of various forms being held 
commonly as the mark of an officer. Duelling 
between officers of similar rank outside of 
active war has always been permitted within 
certain parameters within the Solar Auxilia, 
both as sport and more lethally over matters 
of honour (with a commanding officer's 
permission). For this the Terran Chamabal 
sabre is the most common implement, and 
the training and skill this encourages is seen 
as being purely beneficial to those involved 
and the cohorts they serve. 

Tactical Support 

Every Solar Auxilia Cohort is intended to 
operate as a self-contained force, and it is 
organised and supplied with additional 
infrastructural support based on its assigned 
role. For example, if on exploration dutv or 
in open warfare, the cohorts almost always 
operate as a mechanised force, utilising 
large numbers ol heavy, all-environment 
armoured transports as mounts and rallv 
points for their troops. Most common of 
these is the Dracosan Armoured Transport, 
which possesses both the transport capacm 
to carry entire lasrifle sections in a single 
vehicle and is possessed of both considerably 
more armour and inherent rad alchem 
protection than the ubiquitous Rhino, as well 
as a life support system of greater endurance 
Alongside this primary ground vehicle, a 
specific armoured and often armed v .1 rum of 
the Arvus i ighter serves as the Solar \uxi!:a > 
most numerous support transport 1 his 
N I C pattern is a robust and rel abJeorhit.fi 
interface craft whose trusted design predated 
the Ifnpenum* founding hv unknovvn 
centuries, and is list'd in a v .men of tele 
from troop transport, to reconnaissance 
ci aft, to supplv conveyor and even a> an 
impromptu gunship 


As might be expected given the Solar 
Auxilias close relation to void warfare and 
orbital assault, additional naval support by 
fighter craft, heavy gunships and orbital 
landers is also very closelv factored into the 

j 

Solar Auxilia Cohorts 4 sphere of operation* 
with the Auxilia possessing its own cadres of 
pilots and void ratings integrated into a given 
cohort s own chain of command to facilitate 
its operation. Almost uniquely among the 
Excertus Imperialis, Solar Auxilia Cohorts 
stanoned upon ships of the line also make 
use of specially modified Shark partem 
boarding rams for void assault actions, a 
deadly form of engagement usually assumed 
to be the sole province of the mighrv 
Legiones Astanes. 

Heavy Armour and Ordnance 

m 

The Solar Auxilia Cohorts make extensive 
use of support armour and mobile artillery 
units in open battle, and unlike the forces 
of the wider Imperialis Auxilia, these are 
invariably patterns designed and proofed 
against void and hostile environment 
operation, including radiological shielding 
and internal life support systems. These 
include rhe notabiv advanced Mars-Solar 
pattern Leman Russ battle tanks, created 
specifically to the Auxilias specifics no ns bv 
the Lords ot the Red Planet —both swifter 
and more sophisticated than their more 
commonlv encountered counterparts— as 
well as semi-autcnata variant Basilisk and 
Medusa amilerv tanks mounted on those 
same environmentally sealed Leman Russ 
chassis. Solar Auxilia Cohorts are 2:50 
renowned tor their routine deriovmenr ot 
prefabricated defence works, fortifying anv 
encampment thev make or outpost tbev 
construct however temporary a standard 
operating procedure bom of extensive 
depiovments on unknown worlds rar from 
ready aid. 

Most Solar Auxilu Cohorts also leacure 
at least one fullv equipped super-heavy 
armour sub-cohort within its ranks, whose 
armoury contains nuroeanis types of 
general battle units such as the Maica^oc 
and the Rinebiade. a> well as vehicle* 
reserved for mote specialised rolesh 
me Xiadow^u , -no Stormhammer > 
notable, however, thai more specialised >>egc 
formations, such a> static amilerv bauene* 
ate rarelv included within a cohort $ regular 
order of battle, as siege duty and attrition 
warfare wt$ argclv v onsiderrd a waste of 
the Solar Auxihai particular (quhton by 
strategic command during the Great *. ".;s*dv. 
and left to other, more ^ - & nnatK-n* 

ot the Excertus Imperial*. 









































^Expeditionary Fieet/Dedicaied Battlegroup 

- t Um min'/LoRD SOLAR 1 


PRIMARKlOToMUTAOT/lOIDStK** 

Secondary lift by deploymenr type 


V 

Lord Marshal 

lERpansion/Bartlegroup Command! 


'V 

Lord Castellan 

|Garrison/ Defence Command ] 


Lord Admiral 
[Primary Fleet Command) 


-^^Twek.n«aiiOT cohorts, life guard elite, specialised irregular 
and hirelings, bursary and iterator trains, ctmssar.es Iron, van 

potentates and divisions ofthe Impenums body pohtic.etc. 


Subordinate Office of the Admiralty 
& Fleet ofthe Armada Imperial is 

Indudes all deluciied vessels, stations, crews and awls 
ofthe Armada Imjvnalis under the purview of the 
lord Militant, including its commensurate parallel 
Naval strategic chaw of command (Admiral Pnmans 
ami udwdimile). Also, any attached high ranking 
members of flic Astra telepathic* ami Navis Nobihle. 


Extra-Incorporate Assigned Forces 

Vann! and divers' operatives, agencies and irregular 
forces operating under lltc aullinnlv of the Lord 

Militant, hut outside of the usual c ham of command, 
are notional!)' located rn this division of authority. 

• Agents of the Imperial Court, Agents 
of the As sass 1 no rum, Plenipotentiary 
Representatives of the Council of Terra, 

1 prohibited | 

• Assigned detachments of the Legiones 
Astanes, Households of the Knights 
Questoris 

Rogue Traders Minoris,Chartist Captains, 
Reflugators, Ordnancers Assay Ac Provender, 
Justiears Arbttes and their respective staffs 
and cadres 

• Deputations of the Orders of Iterators, 
Remembrancers and Savants Logos 

• Warden Charonaie, Iprohibiled), Iprohibi(ed) 


Cohort and Regimental Command Structur£ 
[Simplified Overview] 

The bulk of the Excertus ImpenaJrs armed forces are made 
up of independently operating regiments, Militia Legions 
Mmom and Cohort structured ‘sub-armies’. Each of these 
vanes by Iheir internal structure, size , muster and strategic 
use (and thereby their equipment and training) as ivcll 
as their world/system of raising and/or origin. These are 
broadly classified and ranked in order of military power and 
seniority by tlie Principal Mihtaris as follows: 

I 

Cohorts and Regiments Primus tU) 

f 

Cohorts and Regiments Secundus 11,11 

I 

Militia Legions Minoris tm 

I 

Provender & Labour Auxiliaries 

I 

Penitentiary and Punishment Cohorts 
and Legions Minoris 

Depending on their sue and deployment 
bulllfgroups and Exptditumry^ may order betwem 
a doun and over a hundred ,ueh mdependent formation*, 
fotentioWy therefore numbering m the ten* of million* of men 
and women underarms. 


Strategic Operational Command 

Centralised resource of strategic operations a nd gfnfni | >( , 
the Expeditionary fleet/Battlcpvupi as distinct from pul, 
retainer counterparts operating as part of the Lord Milit 4 ,l 

personal retimie. 

Tribunes General and Subordinate Staff Officers 
Officio Locum Strategos, Senior Representatives 0 f th,- 
Armourium, Artillerists, Munitoria, Officio Medicac 
Lectato and Discipline Corps. 


Mechanicum Assigned Detachment 

Comprising the independent command structure of 
permanently or semipermanently detached Mechanicum 
forces, and their sub-factions. 


[Primary] Magos Militant, Enginseer Covenant 
Excertus, Emissaries Mechanicum 

I 

[Secondary] Allied Taghmata, Ordo Reductor, 
Legio Cybernetica, Legio Titanicus 


Additional Notation 

fl A Lord Militant ranks as one of the highest authorities 
in the I mperium, equal to the Imperial Commandersof 
major worlds, and highest officers of the Imperial Court, 
m effect, subordinate only to the will of the Emperor, 

Jus personal representatives and, by extension, the 

?nmarchs. 

<m P rimary level Cohorts and regiments are the most 
powerful forces within the Excertus, comprising elite 
formation such as the Solar Awxilia, Pioneer Regiments 
Armoured Cohorts and Regimenls of Renown. 
'"’Secondary level Cohorts and regiments represent 
a second tier of ability and force, including man) 
indentured forces from Compliant worlds, hghilv 
equipped ‘regular’forces intended for non-crittiul 
Compliance garrisons, as well a$ frontline auxdiarhs 
considered to be liable in some way, such as fend 
worldcrs and abhuman regimenls. 

" v, Miiitta Legions Minoru art forces raised in , '' t " 
from subordinate local populations, and arc ofh 11 1" 1 
equipped and poorly framed, often for the purpou ( 
planetary defence emergencies, etc. 






Strategic Disposition 
of a Solar Auxilia Cohort 

Notional Organisation Late Great Crusade Era 
Exemplar Unit: 278 1 " Cohort Arkadian’ Muster, Solar Pattern 


cohort Level Assigned Strategic Assets 

. Warships Of the Line (Light and Heavy 
Cruiser, Frigate, Bastion and Corvette 

classes) 

. Warp-capable Troop Transport Vessels 

• Boarding Craft (Shark pattern-most 

common) 

• planetary Landers and Combat Drop 
Vessels, Orbital Lighters and Shuttle 

Craft 

• Light Interface Gunships and Strike 
Fighter Wings 

• Void Interceptors 

• Super-heavy Tank Detachments 

• Support Artillery and Ordnance Corps 

• Medicae Corps 

• Assigned Mechanicum Enginseer 
Covenants 


Nominal Strength 
278'* 1 Solar Auxilia Cohort 
Lasrifle Sections (70,000) 

Veletaris Sections (3,000) 

Specialist Weapon Sections (7,000) 
Crew, Ancillary, Pioneer, Labour and 
Support {22,000) 

Stafi and Command Cadre (1,200) 
fleet Officer Cadre 
and Voidsman (10,000) 

Other (5,000) 




Cohort Strategic Hierarchy 

Comprising the overall independent strategic and battlefield 
command and control functions of the Cohort, as uvll as its general 
governance and logistical directorate. 


— Cohort Supreme Command- 

Cohori Marshal/Marshal Solar 
Legate Marshal/Tribune Ordinate 

Cohort Operations Command 

Tribunes (Dictatus, Strategos or Logos)- 

High Commanders 
Legate Commanders 

(Cohort general staff officer and functionary cadre, also attached 
advisors and representatives of other arms of the E*eerH« 
Impenalis/Armada 1 m penal is, etc.). 


Cohort Vcxillarius 


(Core of veterans and retainers entrusted with the tdies 
and standards of the Cohort; Standard Beams. Signifkr*. 
Subaltern v Bodyguards and EtparmesL 


Officers and parallel command structure of airy 
vessels of the Armada Impmahsgnvn under the 
Permanent authority of the Cohort ’s Marshal 
Commonfy of no higher independent rank than 
Captain of tire 2 ^ rating l Captam-Ommavtier - 



Sub-Cohort Tactical Command 

Sub-Commander 
Lieutenant/Srrategos 
Sub-Lieutenant/ProcUimator 
Ensign/ DeclurionVexillam (Sub-Cohort 


Tercio Structure of Cohorts Rank and Flu 

The bulk of the Cohort is divtded up into Temo pattern tnvp fwmahom as its 
essential building blocks of tactual use and logistical support 

Tercio Class: Optimate 
Veletaris Squads and other elite formations 
Veteran Infantry Units 
Dedicated Transportation Crew 

Tercio Class: Militaris 

Line Infantry Sections 1 Lasntle> l-Hl 
Dedicated Transportation Ctew 
Pioneer Sections 

Tercio Class: Ancillary 
Special Weapons Sections 

Assigned Light Field Support Weapons vRjpier. Tjr»iul»,eh. 
Dedicated Transportation Ctew 
Ogrvn Chatonite Units and other irregular force* 
attached to general structure 
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Auxiiiaof the 6633 rd Solar Auxilia Cohort: The 6633"* was one of many Cohorts deployed at Manachea that 
fought in the eleven-day Battle of Hive Ilium. Anticipating the need to conduct Expeditionary warfare against xenos 
remnants across the region, these units were founded according to the Solar template and were granted the right 
to bear the blue and yellow livery of the Ultima Segmentum Armada Imperialis. fhe variant of the winged icon of 
the Excertus Imperialis specific to the Solar Auxiha is worn on the chest and left shoulder, with individual sub-unit 

markings on the right shoulder. 
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Veletarii of the t>t>2o''’ Solar Auxilia.Defence ot the 1 •>'■■- . . 

eapons wore Ivttig supplanted bv other, mote easily rn.mul.uuiu weap< j . Am jnv othet tactical 

,nv Velotaris units retained what examples thev Mi*| ,he ' . ^ ' s ‘\ u |j now £*•«. 

armament against the Traitor legiones Astartes the lc v - 

















































War Machines of the Solar Auxilia 


The Greater Orders of Battle of the Solar 
Auxilia make provisions for a wide range of 
force types, most describing a cohort built 
around a core of infantry supplemented to 
varying degrees by armoured units, from 
self-propelled artillery to super-heavy 
tanks. These documents are nothing if 
not extensive in their addressing of every 
possible contingency the Solar Auxilia might 
face in war, and even go so far as to stipulate 
the livery they should bear. 

The armoured vehicles of the Solar Auxilia 
are mainly liveried in a utilitarian white- 
grey, the same surface coating applied to the 
armoured flanks of the might)’ warships 
of the Armada Imperials Ultima, Unlike 
the mass-produced war machines of the 


majority of the Imperial Army however, 
thoseofihe Solar Auxilia are not only 
constructed from superior quality materials 
usually reserved for Legion war machines, 
and also lavished with fittings and details of 
semi-precious metals, such as brass, bronze 
or copper which, even when the hulk of the 
vehicle accumulates dirt and wear, are kept 
shining as a matter of pride. Solar Auxilia 
rank crews are known for their attention 
to detail in this regard, and it is common 
for them to spend long hours in between 
other duties fastidiously maintaining their 
war machines; a practice that also reveals 
any micro-fractures or hidden damage that 
might compromise the vehicle in hostile 
environments, This tradition is derived from 
the pre- and post-barrle protocols of the 


Saturnvne Ordo, where warriors would be 
detailed to perform such repetitive tasks in 
order to focus minds, dissipate tension and 
maintain discipline. 

In addition to their basic panoply, Solar 
Auxilia armoured vehicles commonly 
also bear the colours of their particular 
cohort's livery, applied in bands of varying 
configurations across the sides, prow or 
turret. The colours are those by which the 
cohort is known, and may be drawn from the 
culture of the world from which it was raised 
or earned throughout its years of service to 
the Imperil!m. They appear on banners and 
uniforms, and the warriors of the cohort 
derive enormous pride from bearing them 
into battle. 



Mormbladt /ribuneiu/a Solar-Arkuria pattern, i 09 ,h Armoured Corps: I bis super heavy tank bears the blue and yellow banding of the 
Solar Auxilia Cohorts raised from the Maimhean Commonwealth. The axe it on indicates that the Storm blade belongs to a dedicated armoured 
unit (rather than being individually assigned to support another formation), and the wreath andcruc dotm vetetancy symbol below marks it dSf 11 

command vehicle bearing a senior Solar Auxilia tank commander of the cohort 










































































Leman Russ 1 Triumph\ Solar-Ryza pattern, 204 th Solar Auxilia Veletaris Corps I he ' ar — _ - ,.v» : armoured 

H enhanced to the ‘Solar’ specification. Visible on this Leman Russ, manufactured on Rvza.areamf o £ wwiww 

allows it to operate in the most hazardous of environmental conditions Ire r^rrer bear* an ; r. >r. A-r.g ; - r. -v — mounted . r a • -**!*!. 

indicating that the vehicle is permanently attached as armoured supp: n : an elite Vektans rcr-nar.cn 
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w« Machines OF IKE Xom> marshal's Own' 

Vf/UV* _^„«inited Tanks and three mobile artillery sue 


The Solu Auxilia of the worldof Agaihon 
are the direct descendants of rho Pj» u 

, uwnocim^SolarAuxilia^he 

This much-honoured 

cohon ioughur the vanguard ol.he j 

Expeditionary Fleet for many years. I 
finaHv breaking the stalemate at Agathon 
and bringing the world to Compliance. 
Claiming Right of Conquest, lotd Marshal 
MaSade occupied the world and repU < 

,ts ruling aristocracy with his own officer 
corps For an entire generation, me lorce 
served as a household army to the MaSade 
dvnastv, Iraton MaSade himself still thriving 
thanks to rare and costly life-prolonging 


treatment until the 15*^ reconst.tut 

,o confront the forces of betrayal sweeping 

through the Coronid Deeps. 

The Lord Marshal's Own is an extremely 
well appointed cohort, thanks to its master s 
nigh-bottomless coffers. The entire infantry 
complement is mounted in Dracosan 
Armoured Carriers and each infantry sub- 
cohort is supported by a dedicated armoure 
support squadron. At High Command 
level, the 1522 nd can field a numberoi 
dedicated armoured and artillery sub 
cohorts, including .1 heavy armoured assault 
formation of two dozen Malcador Heavy 


Tanks and three mobile artillery suppo rt sy . 
cohorts, each of around three dozen artillery 
vehicles of varying types. 

The war machines of the 1522^ bear the 
green and white livery of the MaSade 
dynasty, displayed in prominent bands at 
each vehicle’s prow. These colours were 
granted to the Lord Marshal for his dynasty 
to use in perpetuity when he was invested 
with his Warrant of Dominion by the ruling 
Council ol Terra, and they were carried on 
to the massively expanded Loyalist forces of 
Agathon during the wars of the Heresy 



Malcador Heavy Battle Tank Tern s H am , , 

hears the original horse g j • , _ Mars-Solar Patter*. i. ... 

.l icon worn by the Solar Auxilia Cohorts fv ‘ ™ 5 ‘•mumcr is a veteran of the Agathon Compli 

■Ks” "■** “ Bm. ,U lime. I. MuJ, .1 

^ lron 13 °* i^tiicaiing the veteran status of its crew. 



Compliance, and as such 
the heavy tank btai 


— . . T /- 

111 —-■ *— 




























































Basilisk Artillery Tank, Mars-Solar Pattern: This vehicle belongs to the 22o' h Independent Anillery Battery, a formation held as a Cohort 
Reserve to support and exploit breakthroughs by the Dracosan-mounted infantry Tercios as they occur. The vehicle bears the crested helm icon of 
the planet Agathon, as well as a crossed axe symbol that is likely to be an informal badge conceived and applied by the crew of the :io""s vehicles. 

















































































Auxiliary of the 48'* Infantry Tercio, 1 S22 nJ Solar Auxilia Cohort (the Lord Marshal s Own ): 

A unit reformed with the colours and designations oi the pride of the 6o 1 ' 1 Expeditionary Fleet, the 48'' I nfantry lercio 
sustained heavy losses during the opening stages of the Battle of Numinal, standing resolute against the waves of Battle- 
automata unleashed upon MaSade s lines. Later in the battle, the remnants of the 48 th Tercio amalgamated with three other 
war-ravaged units to join the pursuit and destruction of the Cyclothrathine Taghmata after Archmagos Draykavac evacuated. 
















































Veletaris of the io8' h Veletaris Tereio, 1522 nd Solar Auxilia Cohort (the 'Lord Marshals Own): 

The elite of the Lord Marshal’s Own, the most senior ranked of the Veletaris Tercios, formed a newh constituted 
guard to Lord MaSade and his command staff. The io8 ,h Tereio deployed to Numinal and provided close security 
to MaSade’s headquarters, repelling three attempted infiltrations by Vorax Attack automata cohorts ot the traitor 

Draykavac's Cyclothrathine Taghmata. 


















































Solar Auxilia Heraldry 


The Cohons of the So tar Auxilia are known by a combination of heraldry and a numeral that, in theory at least, is in use by only a small family of 
i Cohorts at a time - names such as the 'Lord Marshall Own’, the Adi Stoutens' or the 'Cafe Keepers. Where a Cohort has strong associations with a 

j particular world - either that from which it was raised or one it is tasked with guarding - it may also carry the name and other icons of that world. 
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1522 nd Solar Auxilia Cohort 
The Lord Marshals Own - Agarhon 


Solar Auxjua Cohort 



Reconstituted 
1522 nd Solar 
Auxilia Cohort 
'Lord Marshal’s 
Own' - Agathon. 



Arkadian 
Solar Auxilia. 
Numerous 
Cohons raised 
from the trans- 
Solar hive worlds 
of Arkadia. 



‘Equis Asfra'-the 
original icon 
borne by Solar 
Auxilia Cohorts 
of the 60" 
Expeditionary 
Fleet. 


204'*’ Solar Auxilia Cohort. 
Manac hea n Com m on wea 1 1 h 



Solar Auxilia 
Cohorts raised 
ro defend the 
Manachean 
Commonwealth. 



Cthonian 'Head¬ 
hunter* Solar 
Auxilia Cohorts 
under Rogue 
Trader Militant 
Valerius, 63 rd 
Expeditionary 
Fleet. 



i« tQ 1Q th 5 0 [ ar 

Auxilia Cohorts 
(collectively the 
‘Salumyne Rams’). 


142 nd Solar Auxilia Cohort (one of multiple 
'Clhoman Head-hunter’ Cohons) 



905 ,h Solar 
Auxilia Cohort 
‘Ash Scorpions'. 



The 'Raptor 
Imperial i s’ 
icon borne by 
many veteran 
formations ot the 
late Unification 
Wars and early 
Great Crusade. 



‘Eye of the Serpent 
icon borne by 
units sworn 
to serve the 
Warm aster 
against those loyal 
to the Emperor. 
































































































































Solar Auxilia Tactical Markings 


Shoulder Insignia 

Shown here arc common iterations ot the shoulder markings worn by Solar Auxilia of all ranks. 
The first exemplar shown is ot the Manachean Cohorts. 



Supreme 

Command 



Sub-Cohort 

Command 



Tercio Command 



Section 

Command 



Cohort 

Numeral 


0S ® 

Tank Crew Veteran Artillery Crew 




Arkadia Ash Scorpions 

Tank Crew Veteran 



Agathort Agathon Pilot 

Artillery Crew 



Cthonion Head¬ 
hunter Cohort 


Vehicle Insignia 

Most Solar Auxilia vehicles are clad in standard ‘milifam grey', with details in semi-precious 
metal and the colours of the Cohort applied in bands at the prow and sometimes the turret. 


Vexilla 

The Cohorts of the Solar Auxilia 
utilise a wide array of icons, standards 
and banners, collectively known as 
‘VoviIIas’ and carried into battle by the 
most skilled, trusted and honoured of 
Auxiliaries. 



The icon used by all Imperial Army units 
- the variant shown here is specific to 
Solar Auxilia units. The central plaque 
mounts the Cohort's numeral. 



Bull’s head and livery of a Cohort of the 
Manachean Commonwealth. Skull motif of 
an artillery battery. 



1 he badge ot the 233 rd Armada's elite 
Reconnaissance Wing appears alongside 
the blue and yellow bands of Solar 
Auxilia Cohorts raised from the worlds 
°f the Manachean Commonwealth. 



Horse head and green and white banding ot 
the 1522 nd Cohort. Lion icon of a Veletaris 
formation. 



Claw symbol and red and black bands ot a 
Crhonian Head-hunter Cohort \xe svmbol 
of an armoured corps. 



The ‘lmpcmlts: originally issued in 
recognition ot bravery and loss. Later, a 
badge of honour borne by Loyalist units. 



Troop Vexilla, borne w ith pride bv all 
infantry sections. Winged lions hark 
back to the earlv Unification Wars and 
plaques indicate specific battle honour^ 
or the names of the glorious dead. 







































































































“Tlit’sc Knights arc i r iful components of flir 
Taghmatu that prokd Forgr and Vane, yd despite 
Ihnr prnli', lln^ arc but one lool among many aitJ 
they ivifJ bend to the Ommsswits ivill or be broken 

by If 

Nolfd rowmmls of ArrJmuigos Draykavac upon 
Hie rediscovery of House Afrax 
3447 * 53^30 


At the care of every Knight Household is 
a panoply of arcane artefacts that defy the 
understanding of all but the most learned 
adepts of the Mechanicum. From the mind- 
impulse thrones from which the Knight 
armours are guided, to the ion shields that 
ward the enemy’s wrath from their imposing 
hulls, without these mysterious technologies 
the noble scions of the Knight Households 
would be utterly powerless against the larger 
foes they might face; and so it is far from 
surprising that many Knight Households 
have such strong ties to the Mechanicum. 

l ew l orge Worlds would spurn the loyalty of 
such a mighty force, representing as it does 
both a devastating weapon to wield as well 
as a potent symbol oi the divine machine- 
spit it, and many a bargain has been brokered 
between Forge and House. 


Unlike their more independent brethren, 
those Households sworn to the service ol 
the Mechanicum are often a strange breed, 
centuries of service to the creed ot the Magos 
who dominate their patron Forge having 
warped their traditions and appearance. 
Often these Houses stride to battle in 
machines far different from the ancient 
Paladin-type armours, bearing strange 
and terrible weapons not seen upon the 
battlefield since the Dark Age of Technology. 
Some are even rumoured to have been 
inducted into the baser mysteries ot the 
Mechanicum’s secret arts, studded wit 
esoteric augmetics, or even sealed etetna 
within the tomb of their Knight arm 
When the Taghmata of the Mechanicum 
muster for war, they are joined by t ^ 
secretive warriors and the thunc er 


M. * fl 









































The Sidon Protocols 

Those Knighi Households that remained 
in contact with one of the far flung Forge 
Worlds of the Martian Cult during the Age of 
strife have most often fallen into a symbiotic 
relationship with their patron, receiving 
technological and spiritual guidance from 
the Magos, while themselves acting as a 
potent shield for the Forge World. Many 
forge Worlds might have faded f rom history 
during the Age of Strife were it not for the 
tireless efforts of the Knight Households 
bound to their service. Such a joining of 
jhr cold logic of the Mechanicuirt and 
the impassioned zeal of the more typical 
Knightly 1 louses led to many widely varying 
oaths. Most common among these oaths is 
the form that has come to be known as the 
St Jon Protocols, a complex web of obligation 
and duty that binds both House and Forge in 
j dangerous accord, whose tangled precepts 
can easily lead to the loss of any semblance of 
independence fora Knight Household that 
fails to uphold the protocols. 

Among the more well known rights provided 
by the Sidon Protocols is the right of the 
Knight Household to bear the symbol of the 
Opus Machina, the cog wheel-set skull, as 
part of their panoply of arms. This is both a 
sign that they carry with them the authority 
of Mars and the Cult Mechanicus, as well as 
a mark of their duty as pari of the Taghmata 
of their patron. This also serves to set them 
apart from their Imperial brethren, though 
both may take upon themselves the title 
ofQuestoris and join the Expeditionary 
fleets of the Great Crusade, the mark of the 
Opus Machina shows that ultimately they 
owe allegiance to the Mechanicum and the 
ambitions of their patron Forge World and 
not to the Emperor. This subtle distinction 
has in the past led to some strife amongst the 
armies of the Great Crusade, and led to those 
Households pledged to the Mechanicum 
gaining a sometimes misleading reputation 
for untrustworthiness amongst Imperial 
Commanders. 

The Sidon Protocols also allow the Forge 
World to assign an Archmagos Prelate to the 
home world of the Household. Ostensibly, 
the Prelate serves as an advisor and observer 
within the Household, seeing both to the 
wellbeing of its Knights and training of its 
Sacristans, but in some cases stands as a quiet 
tyrant behind the throne oi the 1 leasehold's 
master. The Prelate also functions as a 
link between the scions of the Household 
and the amorphous structure of the Forge 
Worlds Taghmata.To the Household he 
,s a representative of the Forge World, but 


within the constantly fluctuating network of 
prestige and alliance that is the Mechanicum 
Taghmata system, he is the representative 
of the I lousehold. Considering the military 
power of a Knight I lousehold, such a 
position brings great influence ro the 
Archmagos Prelate, and many a Household 
has become inadvertently enmeshed in the 
intricate plots of a Forge World's Synod as its 
members vie for the position. 

The majority of the remaining common 
precepts within the Sidon Protocols deal 
with the interplay of House and Forge; 
with the number and type of armours to be 
supplied and the conditions and duration of 
a Household’s service under the banner of 
the Taghmata. It is this co-dependency, the 
exchange of the irreplaceable machinery of 
war for trained and seasoned warriors whose 
skills are superior to those of brute automata, 
that binds the two disparate organisations 
together. Such a close relationship has led 
to many of these Houses developing curious 
hybrid cultures, often retaining much 
of the independent nature of their neo* 
feudal origins but alongside often bizarre 
interpretations of their patron’s brand of 
the cult of the Omnissiah, much to the 
consternation of the Archmagos Prelate 

Gilded Fetters of Blood and Iron 

Only a few Households maintained contact 
with the domains of the Mechanicum during 
the Age of Strife. Undoubtedly many ot 
those that did not have long since perished, 
overwhelmed by the terrors of Old Night 
or have lost the last of the Knight armours 
that marked them out, devolving into simple 
feral worlds that maintain only the neo- 
feudal traditions of their origins. Those few 
that survived the trials of the Age of Strife, 
prevailing alone and unaided, were much 
sought-after prizes for the expanding armies 
of Mankind. 

The Expeditionary fleets of the Great 
Crusade went to great lengths to secure such 
a world, prizing the skill of a l lousehold’s 
warriors and the power ot their Knight 
armour. 1 lowcver, it has long been the 
Imperium’s policy to secure the loyalty ot 
these rediscovered Households directly to 
the Emperor and for Imperial factotums to 
represent the l lousehold in all dealings with 
the Mechanicum. For. while the common 
citizen may see this great Imperium as one 
realm, it is more akin to a loose alliance ot 
competing powers and ever does each seek 
to outdo the others \et. despite the cttotts 
of the Emperor’s serv ants, some tew knight 
Households escaped the 1 mperors set van tv 


only to be chanced on by Mechanicum 
1 :xplor.itor vessels done or ceded to the 
control of a Forge World in exchange tor 
some portion of us industrial output or the 
services of its assembled Taghmata 

Such rediscovered Knight Worlds.often 
sorely in need of new armours and lacking 
any long association with their new patron 
Forge, find themselves caught in something 
of a devil’s bargain. Their dire need tor 
technological expertise and replacement 
armours serve as a simple leash tor the coldly 
logical Archmagos to wield in order to seal 
the Knight 1 lousehold to its service, and 
one that is applied with chilling efficiency. 

Where in some cases the Sidon Protocols 
served to bind together House and Forge 
in amicable alliance, in such instances 
the complex terms of debt and duty were 
manipulated to strangle the independence 
ot the Household. This was itself a pale 
reflection of the worst excesses of the 
Mechanicum in this regard during the 
anarchy and desperation of the Age of Strife, 
when Households bound to such a fate could 
expect little courtesy Irom their new masters, 
and inevitably functioned as the vanguard 
of any military operation conducted by their 
patron Forge World s Taghmata, serving 
as an ultimately expendable shock assault 
force. Nor did they expect to receive the 
resources the Mechanicum granted to 
those Households able to leverage either 
long standing alliance, or an established 
force of arms, and were purposefully kept 
short of fully functional armours and often 
only supplied with older patterns and 
less powerful configurations of arms. The 
least fortunate of such Households are 
rumoured to have been forcibly enhanced’ 
by the shunned adepts ot the Lachnmallus 
on particularly wayward Forge Worlds, 
leaving them literal slaves to the will ot their 
Archmagos Prelate; unsleeping, fearless 
warriors whose only desire is the final 
escape ot death It is believed that during the 
horrors of the Horus Heresy and the Great 
Scouring, this practice,suppressed during 
the Great Crusade, saw a hidden revival, 
though if this was the case or the Loyalist 
side, then such Thrall-Houses have long 
since been destroyed or hidden rrom the 
sight of the Emperor's servants. 

The Blade of ike Quniss&h 

Regardless of the means bv which i Forge 
World exerts control on er those Knight 
Households in its sworn service, its seasoned 
warriors and their arcane mounts are 
precious assets and qutck.lv incorporated 
into the forces available to that Forge World 
































































The Archmagos Isolate assigned to the 
House will normally represent them within 
the Forge World's Svnod. a gathering that 
is neither meant for those unindoctnnatcd 
in the higher mysteries of the Cult 
Mechanicus, nor easily understandable 
to the unatigmenredt and decide on their 
deployment should the time come that they 
are summoned to war. 

Most commonly, a Mechanicum oathed 
House bound by the Si don Protocols will be 
required to assign a cadre of Knights to any 
significant mustering of the Forge World's 
Taghmara, serving for the duration of the 
campaign under the overall command of 
the Archmagos leading the Taghmara, hut 
serving under their own officers. Within the 
Taghmata of the Mechanicum, Knights serve 
a vital role as shock assault troops, valued 
for their independent initiative as much for 
their raw power. In massed battles, their first 
role is as line breakers, breaching an enemy's 
ranks to enable the cybernetic legions of 
the Cult Mechanicus to sweep forward 
and engage the weakened foe, or serving as 
escorts to the gigantic war machines of the 
Ordinatus Locum and Ordo Redactor. There 
are few Forge Worlds willing to commit to 
wholesale battle without the support of at 
least a single allied Knight House, and many 
of the most well established Forge Worlds 
can call on several should the need arise. 

Knights and the Titan Legions 
It is also common practice among those 
Forge Worlds that maintain a Titan Legion 
to assign allied Knight detachments to Titan 
maniples as skirmishers and scout elements. 
These Knights are expected to screen the 
larger Titans from infantrv formations and 
strike tanks, and many Magos view such an 
assignment in support of the god-machines 
as a distinct honour. It is common practice 
amongst those Knights granted the privilege 
of fighting alongside Titans to apply elements 
of the Legion's heraldry to their own armour. 

In such actions during the Great Crusade, 
the most terrifying and powerful xenos 
races were purged from existence in deadly 
combat, and few Knights surv ived long in 
the shadow of the mighty war machines 
they guarded in such battles. The princeps 
of the Legio Titanicus were proud to honour 
the sacrifice of the scions that marched to 
war with them in this manner, and afforded 
their allied Knight Houses great respect, 
and those who returned to their home 
worlds on both sides often retained elements 
commemorating their fellowship in their 
personal heraldry as a mark of honour. 


The Knights Questoris 

Those Households that maintained some 
measure of autonomy, whether through 
strength of arms or steadfast loyalty, may 
well retain the right to sanction independent 
military operations or to join the ranks of 
the Ordo Questoris -the Household forces 
independently detached into the service 
of the Expeditionary fleets and the Great 
Crusade armies. Such 1 louses were driven 
to seek glory among the far flung stars of 
the galaxy far from the Taghmata of their 
patron Forge World, or even engaged in 
their own conquests; as loyal to the ideals of 
unity and the Emperor as ever they were to 
their Mechanicum patrons The riches and 
reputation brought from such independent 
martial endeavours served in some cases to 
aid them in gaining greater autonomy from 
their Mechanicum patrons, which is why 
many Archmagos were loathe to grant such 
rights as part of the Sidon Protocols. 

Notable Mechanicumoathed Houses 

The Hound House ot Atrax 
Bound in servitude to the grim Forge World 
of CycIothr.ithe, the once-proud warriors 
of the House of Atrax have suffered much 
since Archmagos Draykavac blasted their 
home world into submission. The Household 
of Atrax survived all the horrors of Old 
Night through stubborn force of arms, but 
over two decades under the direct control 
of Draykavac has left them a hollow and 
distorted reflection of their former glory. 
Systematic and bloody purges of those scions 
who display any hint of rebellion has left the 
scions of Atrax a grim and brooding people 
in whom their Mechanicum overlords have 
fostered a disturbing hatred of those who 
have escaped the fate that has befallen them. 

The poisoned busk of House Atrax’s home 
world, Arrian, now serves the Magos of 
Cycloth rathe as a source of raw materials for 
their wars of conquest and expansion, with 
legions of imported slaves tearing the ore 
from the blackened rocks. The remaining 
scions of Atrax are confined to the armoured 
vaults that lie beneath Arrian’s scorched 
surface, released from this virtual captivity 
only when Draykavac summons them to 
war. The Knight armours of the House are 
kept separate from the scions, ministered 
to by Cyclothrathe-trained Sacristans as 
hostages for the scions’ loyalty, for in the 
case of any armed revolt, the Archmagos of 
Cyclothrathe can destroy all of the House’s 
Thrones Mechanicum with but a word. 

With Cyclothrathe pledged in tacit support 
of Homs’ treacherous campaigns in the 
northern reaches of the sundered lmperium, 


Draykavac unleashed the warriors of Atrax 
on the worlds of the Coronid Reach. There, 
the twisted scions took a measure of revenge 
by slaughtering those who had not suffered 
over the years as they had, exulting in the 
freedom to stalk the surface in their armour 
before Cyclothrathe caged them once again. 

The Grand Order of Hermetika 

The secretive lords of Kaldeia, the Household 
of Hermetika has long been allied to the 
Forge World of Mezoa, serving alongside 
their Taghmata in uncounted battles during 
the Age of Strife. Numerous and well 
furnished with the Cerastus pattern Knight 
armour, the Hierarchs of the Grand Order of 
Hermetika stand more as steadfast allies of, 
rather than clients of, Mezoa, too powerful to 
he coerced by force and too reliant on trade 
with the Tech-Priests to stand apart. Long 
centuries of exchange have seen both Forge 
and House grow more alike, with elements 
of the strange ascetic and meditative 
practices of the Hermetikan Hierarchs 
slowly infiltrating the orthodox rites of the 
Mezoan Tech-Priests, while the Hermetikan 
Sacristans replace the traditional 'perfect being 
of Hermetikan mythology with a distorted 
interpretation of the Omnissiah. It is far 
from coincidence that both the Tech-Priests 
of lava-locked Mezoa and the Hermetikan 
recluses in the sulphurous caverns of Kaldeia 
both append flame iconography to the 
traditional Mechanicum cult symbols. 

With the blockading of Mezoa by forces loyal 
10 Horus, the warrior-monks of Hermetika 
have once again taken up arms en masse in 
support of Mezoa. Well over a hundred of the 
Hierarchs stand ready among the Mezoan 
Taghmata to repel any who dare to assault the 
Forge World, and many more are engaged 
in hit-and-run warfare in the labyrinthine 
tunnels of Kaldeia. 

The Suzerain House of Col'Khak 

Newly founded alongside the Forge World 
of Alar-Median, the Col’Khak Collective 
were seeded onto the frigid world of 
Atar-Planitia during the early years of the 
Great Crusade, itself newly conquered and 
life-stocked as an agri-world. Locked into 
the st ric tures of the Sidon Protocols since 
their inception, the warriors ol Col'Khak 
have trained to function flawlessly alongside 
the Atar-Median Taghmata and the Titans 
of the Legio Atarus, and have benefited 
from the continuous supply ol Magaera 
and Styrix pattern armours from the 
forges of Atar-Median. Such is the level oi 
integration between the new House and 
its Mechanicum allies that the Archmagos 
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Prelate,or load Princepsofa battlegroup to 
which the warriors of Col'Khak are assigned, 
is treated with some veneration and granted 
full authority over the assembled Knights. 
Indeed, the warriors of Col’Khak have long 
since adapted many of the rites and practices 
of the Cull Mechanicus for their own use, 
treating all technological artefacts as precious 
relics and heirlooms of the Collective. Many 
even voluntarily accept extensive levels of 
augmentation, although aesthetically choose 
to remain human in overall appearance. 

It is said that many of the oldest scions of 
Col’Khak ate little more than preserved 
cerebral matter and life support systems. 
Outside their Knight armour, they appear as 
almost animate statuary to some in the most 
extreme cases, their gilded and argent plated 
bodies matching an ideal of human form. 

After the Dropsite Massacre and the sacrifice 
of a full demi-Legion of the Legio Atarus 
and their supporting Knights, the warriors 
ofCol’Khak are clamouring for assignment 
10 mustering maniples of Titans*, eager to 
seek revenge for their brethren slain in the 
opening moves of Homs’ rebellion. 


The Pact of Morbid ia 
Originating on Mars during the earliest days 
of the Age of Strife, House Morbidia began 
as one of the early rivals of the Houses of 
Taranis and Zavora for power and the favour 
of the Omnissiah’s priesthood. During those 
dark and lost centuries however, House 
Morbidia erred, and for crimes the truth 
of which has been long suppressed within 
the vast and ancient datacores of the Red 
Planet was pronounced excommunicate by 
the Fabricator-General and condemned 
There followed a series of bitter and bloody 
battles which brought the defiant scions of 
the I louse at last to their knees in surrender, 
their power broken. As the price of their 
survival, the I louse hold of Morbidia was 
forced to accede to crippling demands of 
servitude imposed by their new overlords, 
not least of all submission to the office of the 
Fabricator-General, “...until such times us the 
stars themselves burned cold...’'. 

Since that time, the Knight I louse of 
Morbidia has formed a cadre of what could 
almost be described as slave-warriors, its 
scions condemned to live and die at the will 


of the Fabricator-General of Mars for the 
dim and forgotten sins of their forebears 
many generations before. Never suffered 
again to become large in number, House 
Morbidia nevertheless was equipped with 
Knight armours of the highest standard, 
and used by their ultimate master to punish 
those who would dare to stray from the 
doerrines of Mars, often fighting alongside 
rhe dreaded Legio Mortis in such punitive 
actions. The ranks of the House were also on 
rare occasions swelled by individual scions of 
other oath-bound Houses condemned by the 
Consistorial Courrs of Mars for in f ract io ns of 
dogma and tech-heresy, although seldom to 
sentences so severe as to the House ro which 
they were drafted. 

As rhe Horus Heresy dawned and the 
Fabricator-General of Mars sided with the 
Traitors, so too did House Morbidia. most of 
its number being then scattered throughout 
the Traitor Expeditionary fleers across the 
galaxy, assigned to the Legio Mortis and 
Legio Magna, as well as to independent 
Dark Mechanicum battlegroups such as the 
Taghmata Satarael. 













































Questoris Knight Magaera Orphaeori: In use among the scions of the Grand Order of Hermetika for centuries, 
Orphaeon is renowned for the number of times those who gird themselves in the armour are struck down in the 
midst of glory. Despite this, competition to claim the armour is fierce, as the enigmatic Hierarchs of Hermetika 
believe that those who meet their end at the controls of such a perfect expression of the Omnissiah become one 

with the machine and are elevated to a higher plane of existence. 
























































Unlike roanv knight Houses. the warriors of 
Hermrtika place little store in the ostentatious 
display of personal achievements, instead placing 
the emphasis ot their heraldry on their sworn 
oaths and duties. Orphanm* pauldron armour 
carries the symbol ot the cogwheel clenched m 
an armoured list, the traditional symbol of those 
Houses sworn to the Sidon Protocols,and the 
skull and cog wheel of the Mechamcum itself; an 
icon commonlv adopted when the knights ot the 
Hermetika muster to light alongside their ancient 
allies ot Me/oa Orphaeon \ banner carries the twin 
lightning bolt*, of the s*. ion Phokas, displayed 
disv retely alongside the text ot the Htcnmhv 
Lilam Also prominently displayed on the banner 
is the flame eternal, the symbol ot Me/oa, and the 
sinuous rune that the 1 lierau hs of I iermetika use 
as then emblem, its meaning known only to tin- 
inner circle i*l their dogmatic cult. 





















































Questoris Knight Styrix Rhadamanrfr: Released from its confinement on Arrian to the control of the Atrax scion 
AndarThon for the assault on Numinal, Rhadamanth, whose Throne Mechanicum was tainted with aberrant malefic- 
machine spirits, claimed four confirmed Knight kills during the fighting. Despite the bleak fury of Scion Thon and 
the other Atrax warriors, for whom defeat and death in battle held perhaps little terror when compared to servitude to 
Cyclothrathe, Rhadamanth was eventually surrounded and destroyed during the retreat of Draykavac’s f orces, Scion Thon 

battling on even as his armour was torn apart by Loyalist Knights and Battle-automata. 


































































RfuiJawuN til's paul(irons bear the symbol 
ot 1 louse Atm. three daggers on a field of 
crimson, alongside the symbol of the l orge 
World of Cyclothrat he; the blood-red sigil of 
ihat dread Forge more a mark of ownership 
than a symbol of alliance Rli.nkmumlh is typical 
of many Knight armours operated by 1 louse 
At rax in its lack of adornment and personal 
icons; the dour tech adepts of ( yclothrathe 
see little military use in such extravagance and 
have forbidden the Thrall*Knights of An ax its 
use I he upper dorsal plating bears the mark 
of the Sidon Protocols, though House Atrax 
suffers under a particularly harsh interpretation 
of this pact l he attached banner carries the 
arms of Andar Thon: the f louse symbol, its 
colours inverted, adorned with triple lightning 
bolts. Note that on the banner, the emblem 
of Cyclothrat he is placed surmounting the 
personal arms of the scion to indicate tire 
primacy of f orge over 1 louse 




































































Crrwtun Knight-Acheron '< 'ruciMe ot'i. i «. 

ll " 11,-1 , ' IJI ‘tilled t 0 || U . j rlt . n . * '* nf ’ k 11,1 li " '’ r fnligKlwunoit was part of the Grand Muster o 

w «u trvjvtiMhlr tor the slaying of the Makabius si umi "i"! ' " Y’ mr °' ot Nla S ls,or Ihenus Apeo. (he Knight armour 

•umoui. ihr Clenam ttrmus, wuh ' " ° Cn ‘ s ->de, Sirus Arkhen,gutting 

' VM,I ' J *** of its reaper chainfist. 












































Pictured here at the Grand Muster on Kaldeia, the 
armour Cnn'iMc of Lnlighfertmenl makes repeated 
u>e of the Opus Machina, the symbol of the Sidon 
Protocols and the seal of Me/oa Such a display 
of loyalty to its patron Forge is common among 
the scions of l lermetika, especially when called 
to war in defence of their ancient ally. ( runMr of 
I filigltfenmruf displays the emblems of both Me/oa 
and the 1 lermetika on its banner, alongside an 
excerpt of theological writing from the unique 
sub cult of the Mechanicum followed by the 
scions of House I lermetika. Curiously, Crucible 
of In lighten turn ( displays no personal arms for 
Magister Apeo. other than the name engraved upon 
the dorsal plating, possibly in deference to the 
House’s submission to Mechanicum control for the 
duration of the Mezoan siege. 


























































Title* The Imperial Knight Household 
of Makabius 

Household Grade: Secundus 

I stent. \\ arrant of Imperial Immediacy 
re instated by the Imperial Court in late 
M30. Littcrae Patemcs duly recorded by 
the Officio Militaiis College of Arms. 

Warden Domain: Baroda 

AUied Legions/Forge Worlds: Initial 
lies 10 Mezoa, later supplanted by sworn 
oaths to the Warmaster. 

Allegiance: I'raitoris Perdita 


It is one of the forgotten tragedies of the 
Horus Heresy that the bitter valour of the 
scions of House Makabius was to lead to both 
their utter destruction and eternal dishonour. 
Overshadowed even in death by the greater 
tragedies of an lmperium wracked by war 
and betrayal, the warriors of House Makabius 
were ever at the forefront of battles, eager to 
prove their courage and determined to forge 
a greater destiny for themselves. The grim 
determination in the face of impossible odds 
that was their hallmark was instrumental in 
the success of many Imperial campaigns in 
the northernmost regions of the lmperium, 
and yet this same determination and 
implacable desire tor greatness was also to 
see those conquests broken and laid to ruin. 

Born of the storm-wracked world of Baroda, 
mired deep within the clutches of the Grail 


Abyss, the Household of Makabius began 
the 30 ,h Millennium in the grip of a slow and 
inglorious death. Though the vagaries ot the 
unstable warp currents in the Grail Abyss 
had sheltered the many Knight Households 
of Baroda from the terrors of Old Night to a 
large extent, they also held them prisoner on 
a world whose natural wealth had long since 
been stripped away. Where once the proud 
scions of the Houses of Baroda had ridden to 
battle encased in the finest Knight armouts 
forged by Martian arts, now they strode the 
battlefields of that world in clumsy parodies 
of the ancient Knights, belching clouds oi 
crude petro-chem fuel and ill-forged iron 
plating covering once gleaming ceramite. 
The ancient histories of House Makabius 
do not record which of Baroda’s Houses 
struck against their brothers, taking by l° rU 
the resources they could no longer claim 


106 












bv labour, but they do tell ot the ferocity 
ot the conflict that followed, of battles that 
Hindered the earth and set the sky ablaze. 

I or centuries the Houses of Baroda thus 
warred, spending the lives ot their scions 
m the hundreds over the control of the few 
remaining bore-mines and storm-prool 
tomes* refineries, and extinguishing the 
bloodlines of many ot their number As 
each I louse tell, the victor added its arms 
and land* to us own, until only one Knight 
House remained. 

I hr assembled might ot House Makabius 
overran the last holdout ot l louse Wentorth 
m »s \ t M jo, some decades before Imperial 
contact, ending almost eight hundred years 
ot bloody civil war in a handful of final hours 
i»t internecine destruction, l or a few brief 
vear* the Makabius alone ruled supreme 
across the rugged hills and storm-tossed 
t *eans of Baroda, secure in their assumption 
of what to them seemed a position of 
daunting power. With control ot the 
remaining Knight armours on the planet, and 
the incorporation of many of the defeated 
scions of the other l louses, the ranks of 
House Makabius swelled. Ritual combat for 
rank and position became commonplace 
and the ruling elite looked hungrily to the 
stars seeking fresh conquests. I lowever, such 
expansion was denied to them by the nature 
of the (.rail Abyss and their own degenerate 
technology, that was until the lmperium 
arrived at Baroda. 

The Imperial fleet that chanced across 
Baroda was a small one by the standards of 
the Great Crusade, barely a hundred void 
craft with only a few dozen regiments of the 
Excertus and a thousand-strong company of 
the Imperial Fists, yet it put to shame all the 
vaunted power the Makabius had gathered 
unto themselves. Conditioned by centuries 
of war to expect only violence from those not 
of their Household, and fearing the power 
of any force that could traverse the empty 
void, the Makabius launched what few long- 
neglected orbital defences they had. The 
pitiful handful of long obsolete missiles and 
ancient servitor-guided drones were swatted 
aside by the Imperial fleets guns and the 
skies of Baroda darkened under the blanket 
ol drop ships, disgorging an army on the 
lightning-scoured plains outside the fortified 
cities of the Makabius the likes of which 
Baroda had never seen. 

Despite the overpowering force on display, 
the lord Martial of the House, Sit us 
Lenthale, refused to simply bow to Imperial 
authority. In an act typical of the grim pride 


of his t louse, the Lord Martial issued a 
challenge to the Imperial Fists Seneschal— 
an open battle to decide the fate ot Baroda; 
the pride of his House against that of the 
VII th Legion. Keen to avoid the wholesale 
destruction of a newly discovered Knight 
House, as well as the need to engage in a 
protracted campaign of pacification, the 
commander of the Imperial Fists readily 
agreed. The two sides met in the midst of the 
ever-present storms that wracked the world, 
on Arbren Moor, the bright heraldry of the 
VII th Legions Fellblades and Terminators 
arrayed against the drab, clanking, steam 
belching veterans of Makabius' long civil 
war. In a brief, horrifyingly one-sided battle, 
the Legumes Astartes destroyed the Lord 
Mart ial’s hand-picked force of ancient, ill- 
maintained and under-equipped Knights, 
in many cases blasting them apart with 
short range demolisher cannon fire or 
dismembering them in massed Terminator 
assault as the warriors of Makabius refused 
to surrender while they could still move and 
fight. For this, the Imperial Fists praised the 
valour and determination of their toes, even 
as they granted them their hard fought for 
and bloody end. 

In the aftermath of what became known as 
the Battle of Arbren Moor, House Makabius 
and the world of Baroda swore loyalty to 
the lmperium. Along with the traditional 
rights and privileges of an Imperial Knight 
Household, they also gained the patronage of 
the Forge World of Mezoa, which undertook 
to re-equip the battered Household with 
Knight armours worthy of an Imperial 
Household. However, this process was not 
to be completed overnight. Not only did 
the forge-fanes of Mezoa have to construct 
the required armours, a painstaking process 
of much ritual, as befitted such a complex 
expression of the Machine God’s will, but 
they also had to transport them across the 
daunting Grail Abyss to Baroda. As a result 
Baroda and the Makabius languished tor 
many decades in a state of neglect, unable 
to join the glorious Great Crusade ot the 
Emperor’s armies across the star* and redeem 
their humbling defeat, yet forever tormented 
by news of grand victories won on distant 
worlds bv other generals and Houses. 

As new Knight armours were presented 
to the Household bv the forge wnghts ot 
Mezoa, fierce competition arose to claim 
them and many ot those who triumphed in 
such contests chose to join the Emperors 
armies that passed bv Baroda m small bands, 
seeking glory far from their world l he 
Lord Martial and the ruling bodv ot the 


Household, the Magna Concilium, imposed 
a ban on taking up the role of Questoris 
without the approval of a scion s immediate 
liege, hoping to stem the ride and keep their 
grip on the House's slowly growing military 
power. Yet this only served to see those 
voung Makabius scions desperate to take part 
in the shaping of the new lmperium turn 
Freebiade and abandon their House 

Out amongst the stars of the expanding 
northern borders of the Impenum. raanv 
of the armies of the Emperor boasted a 
few errant scions of House Makabius 
amongst their ranks. Whilst these sons 
and daughters of Baroda often lacked the 
numbers to fight as a massed unit, they 
earned fearsome reputauons as shock troops 
and siege-breakers. Always first to volunteer 
to spearhead an assault and fighting with 
reckless courage in the face of overwhelming 
enemy forces, they were often known as the 
‘Forlorn Hope’ to the Great Crusade armies 
they fought beside, a gesture of respect 
and a dark comment on the value some 
commanders put on the wandering scions 
ot House Makabius. Despite the scorn their 
actions earned in some circles, moving as 
they did from army to army m the search for 
glory in battle, the scions of House Makabius 
fearlessly led Imperial assaults where others 
balked, buying fleeting glorv with their 
blood and lives. Such was the case during 
the pacification of Skarron, where it was the 
actions of Markan Hrotham —scion of the 
Makabius— that turned the tide of battle, 
laving low several of the skittenng rnuln- 
legged automata that defended the debased 
forge-crypt, and turning what seemed like 
a rare defeat for the Luna Wolves force into 
a resounding victory. The deed propelled 
him into favour with Ezekvle Abaddon. First 
Captain of the XVI" Legion, and earned 
him a place within the Expeditionary torce's 
upper echelons, many ot whom Markan 
spoke to at length regarding the untapped 
potential of His neglected Household. This 
was an elevation which in turn stoked 
Markan s already overweening hub ns and 
lust tor power. 

Bled of their best and brightest over the 
course of the century and a halt of rebuilding 
and exodus that followed Vrbrer. Moor, a 
rot had set in amongst mans ot the scions 
of the Makabius who remained on Baroda 
Murmur* of discontent spread t un her wnh 
the dawning of the n 11 Millennium as other 
Knight Households rose to positions ot 
renown and importance in the Impenum 
while the Makabius were stymied n near 
exile bv the slow mode ot new armours that 





































Mezen managed ro iem through the wild 
space of the* Grail Abvss Tension with other 
nearby Knight Houses grew* in particular 
with the recently rediscovered Household ot 
VVronii on Dametu* III/ll, which w*> \ren 
bv the Makabius as a rival both in Imperial 
favour and its influence over the few 
inhabited outposts of humanity in the Grail 
Abyss Only the lack of available armour 
suitable for off world campaigns among 
the forces on Baroda averted an outbreak ol 
hostilities between the two 1 leaseholds, such 
was the avarice with which the Lord Mania I 
and the Magna Concilium looked upon the 
estates of the Vytonii. 

Into this strife Markan Hrotham returned 
in glory to fiaroda in the months before 
what was to become the Isstvan III Atrocity, 
accompanied bv many of his brethren who 
had leh their home world decades before. 

He bore with him sealed missives from the 
V armaster, who secretly sought to Court the 
loyalry of House Makabius with promises 
of futureglor>' and revenge on those they 
perceived to have slighted them. Though 
rebuffed by the Magna Concilium and Lord 
Martial, who feared the implications ol 
Markin's ambition, Markan found support 
among the younger scions of the Makabius, 
many of whom vearned for the same fame 
Markan and his companions had enjoyed. 

With the support oi these members of the 
House. Markan forced the old guard from 
power, through means both tair and foul. 

With the recalcitrant members of the House 
eliminated or driven into exile, he took the 
title Lord Protector and secretly pledged his 
House to the Warmaster's personal service 
In return, agents of the Warmaster contrived 
to divert shipments of Knight armour 
and other armaments to Baroda, an action 
that served to both reinforce and bind the 
Makabius to Horus' hidden cause as well as 
to w eaken possible Loyalist elements on the 
front lines of the Great Crusade. 

On Baroda. Lord Protector Markan quickly 
issued a summons 10 those of his km off- 
world with the various fleets of the Great 
Crusade, covertly gathering them to their 
home wodd to await Horus call to arms. 

Bv the tune of the battles in the Isstvan 
System and the opening salvoes of Horus' 
rebellion. Markan had gathered the vast 
majority of House Makabius to Baroda to 
receive the gifts of Horus' largesse However, 
not all of his returning km were willing 
to countenance the price of Horus' favour, 
many having forged binding ties with now 
Loyalist elements among the Great Crusade 
fleets Adopting the title of 'Knights of the 


Covriiimf, recalling the oaths of allegiance 
they had sworn to the Emperor, these 
warrior* took up arms and seized the Black 
Tower. Baroda'* astropafhic sanctum. In a 
brief and brutal conflict that was a grim echo 
of (he Isstvan massacres, the Lord Protector 
led both those Knights loyal to him and the 
dark emissaries of the Warmaster to destroy 
the Loyalists, whose sacrifice would go 
unknown until long after the war. 

Only a few months later, in 006.Mii, a great 
war fleet arrived in orbit of Baroda, dark and 
terrible of aspect. As the Knights of House 
Makabius assembled, ready to pin the 
army of the Warmaster, they were instead 
confronted by Mortanon lord of the 
Death Guard, fresh from the corpse-strewn 
plains of Isstvan. Granted the Warmaster's 
authority. Mortanon took command of 
House Makabius and all its assets, ordering 
Baroda stripped of all remaining resources, 
both mineral and human, in order to supply 
his fleets and assigned the warriors of the 
Knight House as shock assault troops for 
Ins grim Legion. Lord Protector Markan 
was summoned to attend the Pnmarch 
personally, never to return to his brethren, 
though his gene-seal countersigns all of 
Mortarion’s decrees to the Household and 
his personal Knight armour, its throne 
chamber sealed from the outside, was sighted 
in several battles during the Heresy fighting 
with a measured savagery. Lacking Markan's 
direct leadership, the only option for the 
Makabius was Dark Compliance, despite 
the dire reputation of the XIV th and the 
rumoured late of other auxiliary units in the 
wake of their campaigns. As the warriors 
of House Makabius left Baroda behind, its 
gutted carcass remained as a grim example 
of the Reaper’s methods, all their dreams 
of glory subsumed instead into Mortarion’s 
campaigns ofgenocidal destruction. 

Materiel Strength 

In the earliest years of House Makabius 
incorporation into the lmperium, it 
fielded few Knight armours considered 
battle-worthy, most of those armours 
that had survived the Age of Strife and 
Baroda's decline were barely functional, 
mis-repaired amalgams of several different 
machines. What House Baroda did not lack 
was warriors or experience —most of the 
surviving scions were veterans of the civil 
strife that had engulfed Baroda for centuries, 
including those bitter warriors incorporated 
into the Makabius from fallen Houses— yet 
without armour, these warriors were forced 
to wait out manv of the battles of the Great 
Crusade in near exile on that world. 


As new Knight armours began to arrive on 
Baroda from the Forge World of Mezoa. 
the Makabius entered a period of slow* 
rebuilding, and by OOO.M31 had received 
nearly a hundred new Knighf armours, 
including several of the more advanced 
Cerastus pattern. However, due to the 
inherent difficulties of warp travel through 
the treacherous Empyrean currents of the 
Grail Abyss, these armours arrived tn small 
consignments via Lxplorator cruisers rather 
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than larger Mechanicum arks, which the 


Me?oans would not risk in the region. 

Worse, once bonded to a Makabius scion, 
the Knight in question often left B a rod a at 
the first opportunity, either alone or as small 
Households, to join the vast forces of the 
Great Crusade 

Thus, by the time ol Markans return to his 
home world, barely two dozen fully equipped 
Knights were present as its garrison, and 


these were mostly controlled by members 
of the old guard and the Magna Concilium, 
whilst the vast majority of House Makabius' 
strength was scattered in small contingents 
across dozens of Expeditionary fleets. 

With the instalment of Markan Hrotham 
as Lord Protector of Baroda, the House 
of Makabius cut its tenuous ties to the 
Forge World ol Mezoa, and began a covert 
relationship ol supply via the Warmaster's 
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agents, whose sources not even they truly 
knew. Within a few short months, their 
ranks had swollen to nearly rwo hundred 
fully equipped Knights, and a sizable host of 
retainer troops and support war machines. 
Most likely these arms were largely diverted 
from shipments intended for other sources, 
and it is notable that several convoys of 
munitions and armour bound for Damaerus 
11 I/I I vanished in the months prior to events 
at Isstvan. 
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Questoris Knight Lrrant Black Saker': Claimed by the Scion Bendrik in the aftermath of the assault on the 
Black Tower of Baroda, its previous claimant was slain by Bendrik after she declared for the Loyalist cause. Bendrik 
himself is listed as having been slain in battle only months later, when Mortarion ordered the warriors of Makabius 

to force a breach in the stubborn Loyalist defence of Dominica Minor. 
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Following the austere Barodan heraldic tradition, 

Hi*; k 5ulcer hears the arms of I louse Makahms, the 
twin warhammers set over a red star, set on its left 
>juldron> while the right shows the barbed bar set on 
, bend-sinister that denotes that the scion currently 
claiming the armour is a member of the Implacable 
Order. 1he armourial shield and banner display 
the campaign badge adopted by the House after 
pledging itself to the service of Horns, the House 
. n ms set beside the Eye of Homs, parry-per-pale. As 
IS traditional amongst the Knights of Baroda, Scion 
iU ndriks personal arms, a crowned skull in black, 
feature only on the banner. Blarfe Suiter, along with 
ihe majority of Ilouse Makabius’ armour, retains the 
symbol ol the Imperials on its armoured cowl despite 
ihe l louse pledging its allegiance to the Warmaster. 














































Cerastus Knight-Lancer 1'iWex Afagnar: Lauded for its role in the defence ol Akre Prim a ns during the 
Great Crusade where the armour s title was granted it by the Primarch Guilliman himself, Vindex Magnar was to 
gain a far darker renown in later years, notably for its role in the genocidal assault on Lascal, where hundreds ol the 


bodies left to rot were rendered unrecognisable by the tread of its metal feet. 














































v , t h other Knight armours used bv the Household 

ikabius, the markings shown on Vrndex Magnur 

j !lU>w the strict rules of heraldry that evolved 

Baiod* during the Age of Strife. These rules 

, .,<* umtv of purpose and submission to the 
emphasis* * 

jj oJ t tic 1 louse over the flamboyant display ot 
„*i irons and honour markings. With their 

| nnumer able atrocities the House was later party to, 

|s n il l,tion appears to have gained much favour,and 
ihe later years of the Horus Heresy, many Barodan 
Kmcht armours feature so few identifying marks, 
th( . v are difficult to tell apart. Vindex Mogmtr is shown 
| v nine the arms of the scion Julius, the crossed black 
snnrds upon the banner, and the diamond patterned 
pauldron that signifies his role as an Aucteller. 








































































House Vyronii 


1 itle: Ancient and Resolute Order of the 
Knight House of Vyronii 

Household Grade: Secundus 

Patent: Autonomous, Warrant of Ancient 
Domain and Arms (recognised 891.M30, 
ratified 904 M31), 

Warden Domain: Damaetus Ill/ll 
de facto system tights recognised upon 
Compliance. 


Cognomen: Wardens of Felweather, 
God-eaters (informal, self-referential). 

Allied Legions/Forge Worlds: No formal 
bonds, reciprocal ties established with the 

Forge World of Mezoa. 

Allegiance: Fedelitas Tenax 


Hailing from the Knight World of Damaetus 
11 I/I I, House Vyronii was allied to the 
Imperium in the bitter war against the 
Traitors of Warmaster Horus. One of the 
most ancient of Knight Houses in the 
Segmentum Obscurus, the Vyronii shed so 
much of their noble blood during the Age of 
Strife that their numbers and resources wen 
perilously depleted by the closing of the 
Great Crusade and the outbreak of gal iK llt 
civil war. Determined not to become mute 
spectators to their own destiny, the nobles o 
House Vyronii swore they would stand bin 
against the arch-Traitor, or else perish* 



















































I he nobles of 1 louse Vyronii art* noted tor 
their uniquely sorrowful mien, a manner 
bom of the knowledge that their ancestors’ 
five thousand year vigil against the terrors 
of Old Night might be rendered utterly 
meaningless or obliterated entirely at the 
hands ot a warrior who was at one time 
the Emperors most beloved son. It is a 
demeanour bred into the bloodline by the 
lonely, forlorn moon orbiting a bloated 
emerald green gas giant the Vyronii call 
home Damaetus III 11, found in a star 
system at the junction of several minor hut 
stable warp routes, is a world oi deep, twisted 
forests and mist shrouded swamps, above 
which towers the imposing I el weather Keep, 
a vast fortress edifice erected when the planet 
was settled from the corpse oi their founding 
colony ark. 

When first discovered, Damaetus Ill/ll was 
found to harbour a vast array of autochthonic 
Life forms. Its dark forests were populated 
largely by ccphalopod-mamnvalian hybrid 
forms, many of prodigious size, lurking in 
the trackless swamps or nested in the hollow 
houghs of colossal yet rotting trees, some of 
which were possessed of a malevolent, alien 
intelligence. These most malign creatures 
were capable of communication and 
demanded obeisance from the newcomers, 
like hungering chthonic deities from 
Mankinds forgotten pre-history, just as they 
had from other races and travellers that had 
happened upon their world before, and now 
whose mutilated remains were sunk beneath 
the loam. The Knight-colonists were of a 
different temper and power though, and an 
age of war ensued, the settlers drawing upon 
the STC system at the heart of Felweather 
Keep to battle the hideous creatures that 
would feast upon them. When battle was 
joined, the swamp-seas boiled and the vine- 
wrapped forests burned black as the two sides 
fought, the emerald skies turning to a night 
that lingered for decades until, at length, the 
god-things were cast down or driven into the 
most remote depths of the trackless wastes to 
become the object of noble quests by Knights 
yet unborn. 

By then, Mankind’s golden age was at an end 
and an era of damnation was upon the galaxy. 
Throughout the long darkness of Old Night, 
the Knights of Damaetus stood firm against 
countless invasions, many by species not 
encountered since and which must remain 
nameless, others by infamously familiar 
enemies such as the piratical slaver-caste 
of the Eldar and brutal Orkoid marauders. 
One strain of xenos in particular turned its 
gaze upon the Damaetus system with deadly 


consequence the Mini CConglomerate, 
under whose long shadow vast swathes of the 
Coronid Deeps had already fallen. 

For many lonely centuries, the Knights 
of Damaetus stood resolute against the 
hated Miru. Though they cared not for 
conventional invasion as such, their periodic 
attentions brought unspeakable destruction, 
and when a fresh wave of alien horror 
descended from the emerald skies, the noble 
keeps built across the surface of Damaetus 
111/11 were reduced to ruins and ashes, and 
soon even the mighty Felweather Keep was 
itself irrevocably wounded and riven. Still 
the Vyronii would not give ground, and 
it became so that even the most shattered 
ruin would still be defended by a noble who 
refused to foreswear his oaths or abandon 
his people, most of whom were forced to 
take shelter amidst the ruined,overgrown 
fortresses when the nightmare came. So 
far as the masters of House Vyronii were 
concerned, they stood alone in the ruins 
of a galaxy lost to xenos domination, the 
last humans alive. Eventually, with barely 
two hundred functional Knight armours 
in their service where once three times 
that number had been theirs, their supplies 
all hut exhausted and not a single fortress 
undamaged, 1 louse Vyronii stood at the edge 
of the precipice. Resigned to their inevitable 
doom, they renewed their oaths and took 
their places to await the attack all thought 
would finish them; in what they had every 
reason to believe was the death vigil of 
humanity itself. 

But the doom of the Vyronii never came. 
There was nothing but silence in the heavens 
until, at length, a new star appeared in the 
firmament. An unfamiliar contrail speared 
downwards to the surface of Damaetus III 
11 and the craft set down amidst the forests, 
having blasted a landing zone clear of the 
dense undergrowth. The Knights of House 
Vyronii strode out to meet it, suspicious hut 
ready to sell their lives dearly should the end 
he revealed. It was not to he however, for the 
craft was a Stormbird of the i* Legion, the 
Dark Angels, and represented an outrider 
of the Great Crusade in the region, which 
was even now piercing deeper into the 
surrounding void having scoured the stars of 
the xenos Mitu Conglomerate. 

Had providence afforded them the luxurv, 
the masters of the Vyronii might have 
considered themselves betrayed by cruel fate, 
denied both the glory of a last stand against 
and the vindication of victory over their 
ancient foe The enemv they and generations 


ot their forebears had shed so much blood 
simply to hold at hay was gone, exterminated 
with almost contemptuous ease as the 
Imperium swept through the Segmentum 
Obscurus. But instead, the Vyronii were 
carried up in the fire and fury of the Great 
Crusade, hound to a debt ot liberation they 
believed they could never repay. 

The Vyronu took their place amongst the 
great hosts of Mankind, adhering to the 
established chains of command, albeit 
never fully committing themselves to the 
ambitions and intrigues that came with them, 
and always maintaining a respectful and 
honourable distance born of countless years 
of isolation. They served alongside the Dark 
Angels Legion that had found them, then 
later with the Word Bearers and the Imperial 
Fists Legions in turn, as well as a dozen 
Excertus Imperials commands. They gained 
great honour and the respect of their peers, if 
a reputation for melancholy and withdrawn 
reserve. Beneath the harsh light of alien suns, 
the nobles of the House saw their armour 
for the dull ceramite it rrulv was, not the 
shining emerald green it had appeared under 
the reflected light of the lambent gas giant 
about which their home world slowly spun. 

So it was that Crusading scions ordered their 
Sacristans to applv emerald green heraldry 
to their armours in memory of their home, 
a livery that soon became established as 
theirs hv sole right bv the Officio Militans 
College of Arms as the Great Crusade ground 
inexorably onwards. 

A period of assimilation and rebuilding 
began whilst the hulk of the Household was 
away fighting amid the stars, during which 
delegation after delegation came before 
Grand Master ]ahk of the Vyronii and his 
Court. The visitors shock at the decrepit 
state of the holdings was impossible to 
conceal as envoys came from the domains of 
the Mechantcum. including Mezea and the 
recently established Cvclothiathme Holdfast, 
both reasonably close to the Damaetus 
system, hut also from Forge Worlds much 
more distant and illustrious such is Lucius 
All desired that the House swear themselves 
as feudal subjects, and m return offered to 
replace the ancient and oft-repaired Knight 
armours with newly-minted war machines 
of more advanced and potent classes. These 
would-be benefactors desired more than 
service though, for thev coveted the ancient 
crystal data-stack> buried beneath Felweather 
Keep. Scornful of the undisguised wance 
of some and the strange dogma ot others, 
lahk sent the envovs :rom his Court on the 
pretext of pondering then manv solicitations. 
























































Even as the Grand Master considered his 
House s future, those nobles serving in the 
armies of the Great Crusade were winning 
untold glories across the stars. Serving across 
five different Expeditionary fleets in the 
closing decades of the Great Crusade alone, 
the Crusading Knights of House Vyronii 
fought with distinction in the costly Orthrus 
Extermination, the Kusarikku Nebula 
Suppression and the Calistaria Compliance 
campaign, word of each victory bolstering 
Jahk $ position with regards to the pacts he 
must eventually enter into with the greater 
Mechanicum, whose emissaries still pressed 
for an audience many years now since they 


had first appeared. The wars fought out 
amongst the stars, however, garnered not just 
honour, but an ever more pressing need to 
replace those Knight armours lost in battle. 

The point of decision evenrually arrived, 
and Jahk determined that to survive, his 
House must finally align itself to a Forge 
World. Expediency determined his choice 
and he settled with Cyclothrathe, whose 
offers of materiel aid had been by far the 
most generous of those received. Little did 
the Vyronii nobles know' that the hour they 
had picked for such an allegiance was an 
ill-chosen one, for it w*as the year 005.M 31 


and unknown to them, already events were 
unfolding at Issrvan III that would plunge 
the Imperium into civil war. 

The act of bonding between Knight World 
and Forge World was to take place on 
Damaetus I I I/I I, before the crumbling and 
vine-swathed FeKveather Keep. Those scions 
assigned to the Great Crusade who could be 
contacted had been recalled, and mustering 
in the landing zone first blasted by the 1" 
Legion’s Stormbird years before, almost the 
entire Household awaited the coming of one 
of the High Magos of Cyclothrathe and his 
honour guard of House /lirthegn Knights. 






















































An hour before the appointed time, a lander 
plummeted from the skies belching flames 
and boiling black smoke from a blasted 
thruster. It bore the crowned skull emblem 
of the Vyronii, and before its engines had 
even cycled down, its access ramp lowered 
on stuttering hydraulics and a lone, limping 
figure emerged. The assembled nobles 
recognised the figure immediately, for it was 
Gios, eldest son of Grand Master Jahk Gios 
limped across the landing zone and tell to his 
knees before his father’s Cerastus Lancer, one 
word upon his bloody lips - “Betrayal". L'hus 
was House Vyronii unknowingly plunged 
into the fires of 1 torus’ rebellion. 
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The delegation from t yclothrathc was not an 
emissary bearing gilts but a strike force, loyal 
not to Mars but to the Warmaster. and it not 
tor the desperate bravery ot Gios, its surprise 
attack might have been overwhelming and 
unstoppable,but instead now the Vyronii 
were roused to war. I he battle that followed 
was brief, but amongst the most destructive 
and desperate ever fought by the Knights 
of Damaetus and saw the death of the old 
Grand Master at the hands ot a murderous 
storm-grey Cydothrathinc Knight AucteUer. 

In the end, the Taghmata landing force had 
been driven ott but at a terrible cost, with 
nearly a quarter ot the Vyronii fighting force 
shattered and broken. 

In the aftermath ol his father’s ignominious 
death, it would fall to the wounded Gios 
to lead 1 louse Vyronii, an oath he swore 
in addition to promising to exact bitter 
vengeance upon his father’s killer. But alone, 
the Vyronii had no chance to strike back 
against a sovereign Forge World, and when 
news of the attack reached the Imperial 
authorities, it was met with spurious counter¬ 
claim, forestalling action, while the rising 
tide of fear and war soon drowned out the 
Vyronii’s call tor justice in an affair which 
to many seemed a bloody squabble between 
equally eccentric and partisan forces. Only 
on the Forge World of Mezoa did they find 
their outrage echoed and answered, and 
where an alliance with Cyclothrathe had 
been betrayed, a similar pact with Mezoa 
was hastily agreed in need and the thirst 
for vengeance, although the Vyronii would 
not give up their independence in formal 
submission, even when faced with the very 
real threat of destruction. 


When the war came in earnest to the Cyclops 
Cluster, for the Vvronii the lines had already 
been drawn in blood long before. To the 
Emperor they owed a debt that could never 
be repaid; even though every Lite they had 
was laid down to meet it and His enemies 
were those of the Vyronii no matter the edds. 
That the hated Magos of Cyclothrathe would 
soon openly declare for the Warmaster would 
only confirm to the Vyronii that theirs was 
the just cause, and the Knights of House 
Vvronii would stand bloodied but resolute 
amongst the ranks of the L ova lists 

Materiel Strength 

At the time of the coming of the Warmaster 
to the Coronid Deeps, House Vvronii was 
grievously understrength. Us numbers 
stood at lust below 100 operational Knight 
armours, predominantly ot the Cerastus 
and Questons classes As a consequence ot 


the former Grand Master's reluctance to 
forge bonds with the Mechamcum, few of 
its ancient armours had been replaced and 
almost every one was a relic of the Dark 
Age of Technology and a veteran of the wars 
of the Age of Strife, repaired and rebuilt 
countless times. As such, the machine 
spirit residing within each was possessed 
of a singular amma, at once bellicose and 
brooding, and this demeanour was inevitably 
transmitted to the scion pilots via their 
integration with the Thrones Mechanicum. 
Only very recently, in the aftermath of the 
vicious attack by the Cyclothrathe and us 
consequent pact with the Forge World of 
Mezoa, has House Vyronii received limited 
re-armament from the Mechanicum. In 
particular Grand Master Gios, who was 
mortally wounded in his brave mission to 
bring news of the Warmaster’s betrayal to his 
father ahead of the treacherous Cyclothrathe 
Taghmata host, was gifted by the Magos of 
Mezoa with a precious Questoris Knight 
Magaera. dubbed ’Det-phagiu' in reference 
to the Knight House's extermination of the 
autochihomc god-ihings of Damaetus ILL 
1 L The armour’s artificer-wrought svstems 
not only saved his life, but rendered him all 
but immortal in a manner not unlike a hero 
of the Legiones Astanes interred within the 
sarcophagus of a Dreadnought. 


At the time ot the Warmaster s march 
on the Coronid Deeps, the bulk of the 
House s scions were concentrated once 
more on Damaetus III II, with a handful 
of other Households serving in far distant 
Expeditionary fleets. This included those 
House Vyronii Knights which were known 
to be fighting at the Siege of Sebundapor 
alongside a chapter of Blood Ar.geis on 
Feron III, while contact with those Knights 
serving with the Death Eagles Millennial 
of the Emperor's Children Legion was lost 
around the time of the Isstvan 111 Atrocity, 
and it would be many vears until it was 
re-established. As war gripped the Coronid 
Deeps, the Vyronii would not shirk their 
duty as exposed as the Damaetus svstem a as. 
deploying Households to bolster Imperial 
force concentrations at LascaL Manachea 
and Port Maw. while at least one Household 
is known to have been trapped behind 
the closing blockade ot Mezoa be tore the 
reaper' shadow tell acro» the Cvclops 
Cluster. Of the remaining scions ot Yvronu. 
perhaps no more than :n number,each 
stood to detend their home world against 
the doom which now came tor it ac tos* the 
blackness of >rucc with a reflation born ot 
generations of such dark watches agnn>t the 
horrors ot the night. 
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Questoris Knight-Paladin 'Artemisia At the outbreak of the war in the Coronid Deeps, the Artemisia was 
deployed to the twelfth moon of Sagathi X to support the 1233 rd Cohort of the Solar Auxilia in suppression 
operations against xenos raiders. Despite suffering significant casualties in their routing of the reaver warbands, 
the entire force was recalled to Manachea, where Artemisia took part in the defence of Hive Ullan. 
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ArtemiMU is depicted here bearing the colours of 
House Vvronii and the personal heraldry of Scion 
lasstan ‘the Htrue-Slitin l he three diagonal red 
bands on the shoulder mounted tilting shield 
(inverted in the honour banner) denote the 
three dire wounds Scion Jassian has received in 
service 10 h'' 1 House Other elements include the 
crowned skull bom bv all scions of the Vyremit 
as the emblem of their l louse, the fortified tower 
icon denoting a battle honour won in defence of 
l el weather Keep, and the red on white chequered 
field denoting Jasstan's position as chancellor to the 
High Court ol the Knights oi Vvronii, an ancient 
and honourable office within the 1 iousehold. 










































































Cerastus Knight-Lancer 'Apsinthod: The favoured armour of the House Vyronii Scion Elsbet Vorr, Apsmlhos is 
known to have participated in the charge against the Traitor LegioTempestus Reaver class Battle Titan ‘Rjixi/alian’ 
at Hive Ilium, Though successful in laying low the mighty Raxvaltan, the fate of Apsmthos and Elsbet Vorr remains 
unknown, but it is likely her mortal remains are entombed within the rubble of the shattered hive. 
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Aj’simIJuk is depicted bearing the personal 
heraldry ot Lis bet Vorr over the emerald and 
white of the Vyronii. The most prominent 
feature of this heraldry is the jagged red 
diagonal band (referred to as a Vaguly brml 
sirtisier by the Adepts Pursuivant of the 
Officio Militans College ol Arms), signifying 
a hardship of a particularly challenging 
nature overcome by the bearer. In the case 
of Llsbet Vorr, this relates to an attack by 
one of the abominable autochthonic xenos 
of Damaetus 111, II,during which Vorr was 
subjected to wave after wave ol psionic 
domination before throwing oil the being’s 
god like will and slaving the vile creature 
upon ApMttlJnV lance. 
























































Title: The Dread and Wise House of 
Orhiacc 




Household Grade: Secundus 


Patent: Warrant of Imperial Immediacy 
issued by the Imperial Court in 833.M30. 
Litterae Patentes duly recorded by the 
Officio Militaris College of Arms under 
rights feudal attested and sponsored at the 
behest of the 1" (Dark Angels) Legion. 

Warden Domain: Dark Haven (Prime), 

Wychval (Secondary) 


Cognomen: The Knights of the Manticore 

Allied Legions/Forge Worlds: Right of 
support and succour granted to the House 
by an act of Imperial Warrant Bellicose by 
Lord Commander Suleiman Grimm, 7 ,h 
Expeditionary Fleet. Further lesser treaties 
of mutual exchange and accord ratified 
with deputations of the Forge Worlds of 
Mezoa, Kalibrax and Lucius. 

Allegiance: Fedelitas Constantus 


The history of the strange am Is 
«, sinister Knight House of Orh « 

is a well-documented one at leas 
generalities, with highly detai ei 

surviving with the Houses Sacnst*^ 
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colonize this region tor humanity, it had been 
selected to become a Knight World. And so 
the l louse of Orhlacc first came into being, 
and its domain known for reasons of literal 
truth as well as poetic observation came to be 
called Dark Haven. 

I his place was indeed almost supra-abundant 
in life, but within Javs of the colonising 
ark > planettall, a terrible truth had been 
discovered, the fruits of this benighted world 
were inimically poisonous to man. The 
shadowed world was at the very edge of its 
aged stai s habitable zone, and life there had 
flourished millions of years ever before it had 
on distant Terra. ! lere the dominant form of 
that life was akin to fungus-like organisms, 
but infinitely more varied and complex 
than that ol most worlds, forming a planet- 
spanning web ol life. Its patterns varied 
from towering pseudo-coral-like structures 
kilometres high, comprising billions of 
microscopic creatures, which overshadowed 
the land and covered the seas, stealing the 
light, to colossal, ambulatory predators whose 
venom could sear ceramite and eat through 
plasteel. All of it was to humanity virulently 
and fatally toxic when consumed, even given 
the most stringent methods available for its 
processing. Dark Haven was a death world, 
misjudged as a paradise of life. 

Undeterred, the colonisation went ahead; 
keeps were built into the few jutting 
mountain ranges which fought to clear the 
vast living canopy, attempts were made to 
clear-cut for settlements and introduce off- 
world agriculture, supplies were rationed, 
and additional Magos Biologis (this is used 
here as a term of convenience, shrouded as 
the truth of such things is by time) brought 
in to attempt to address the difficulties with 
the certain hope of an eventual solution to 
the planets toxicity. During its founding 
decades progress was slow, and life for the 
settlers a continuous struggle for survival, 
but one which they held at bay, at least 
until the coming of the Age of Strife. With 
exterior contact and the chance of resupply 
lost, Dark Haven should have been doomed 
and as things were, matters rapidly worsened 
for the dozen Knight Households and their 
retainers who had made it their cause to 
dominate the strange world. Soon famine 
was the enemy, as stockpiled supplies 
dwindled or became mysteriously tainted. 

As if sensing the humans’ weakness, the 
planetary ecology itself seemed to turn on 
them in a violent spurt of aggressive growth 
unprecedented in its suddenness or speed, 
and whole settlements were choked and 
overrun in a matter of hours by berserk 



The Blood of Orhlacc 

The transfiguration of the \ louse of Orhlacc was the work of Biologis gene-wrighrs over 
generations, and has since become a self-sustaining and stable sub-rype of humanity, 
whose divergence borders as a qualification of abhumanity all of its own -a stigma thus 
lar avoided by the population of Dark 1 laven.The bloodlines of Orhlacc are uniformly 
gaunt and pale, with a feral look by common observation and striking, darkly golden eyes 
adapted to the dimness of their world. They shun strong light and possess a phenomenal 
tolerance to toxins that rivals even that of a Legiones Astartes, but as a striking quirk of 
their adaptation to their poisonous world, can gain no sustenance from most forms of food j 
save animal protein and the lungal provender of Dark Haven. In character it has been 
noted that they exhibit uncommon intelligence and are believed ro be very long lived 
without the need of additional medical intervention, though high degrees of mental and 
emotional instability are also rumoured ro be common in them, while their birth rates are 
comparably low. What they have become cannot be undone, so ingrained is rheir adaption, 
which might be taken as a bitter irony as the coming of the Great Crusade has elevated its 
need, both with new techniques for the processing of Dark Haven's organic bounty now 
making the world’s long sought-after purpose a practicality, and the fruits of Compliance 
many, but to the Orhlacc they are what they are, and rheir altered human nature no more 
than the visible emblem ol their will to survive. 


fungal growth, their inhabitants slain by 
ravaging predators or consumed from within 
by parasitic life. Knightly keeps were only 
preserved by great trenches and pits filled 
with volatiles and turned into walls of fire, 
and the continuous counter-attack of the 
Knights themselves against the forest and 
the monstrous creatures within it. Soon, as 
matters worsened, the Knight Houses of 
Dark Haven began to turn on each other for 
supplies and to assuage their hunger, and it 
is said that the most unspeakable acts were 
forced on those who would survive. 

This age of violence and decay would last for 
centuries and should ultimately have been 
the death of the Knight colony, regardless 
of the tenacity and bravery of us scions, save 
for the actions of the House of Orhlacc. 

This House, accounted as but one of the 
settlement’s minor Households —renowned 
more for its learning and the skill of its 
Sacristans rather than its might— had 
offered sanctuary to the Magos Biologis 
enclave stranded on the planet once the 
great decay had begun, just as others had 
turned against them. Within Orhlacc Keep, 
the Magos and their acolvtes had laboured 
long, obsessively pursuing a solution to the 
problem they had been given when they 
had first been assigned to the world, even 
as darkness swallowed and separated the 
Knight Houses and the monstrous biosphere 
closed in The solution when it at last came 
was a radical one; rather than adapt the 
world to humanity, they adapted humanity 
to Dark l lawn, and House Orhlacc w as their 
canvass It would take generations and manv 
tragedies before their work bore fruit, but 


they were successful, and as the other Houses 
of Dark Haven dwindled and in some cases 
died our entirely, the Orhlacc waxed strong 
and slowly multiplied. Soon they fought not 
simply to survive but to dominate, and many 
of the other surviving Households looked on 
them as saviours and joined them through 
alliances of blood, while others who saw 
them as enemies —as something no longer 
fully human— perished. Within a dozen 
generations, only House Orhlacc and its kin 
remained as stewards and masters of this 
shadowed and deadly world. 

The Pact of Angels 

Aside from its inherent hostiiirv. Dark Haven 
had lived up to its name during the Age of 
Strife, and through this long era of trouble 
and torment it had endured without being 
subjected ro serious outside attack. Such 
xenos and human marauder traffic which did 
rarelv find their way to the world suffered as 
badlv from the local environment as rhev did 
from the bellicose Knight Houses resistance, 
while the Orks. long a menace to the worlds 
of the Cvclops Cluster, avoided the planet as 
if it was a profound anarhema to them. As a 
result, the House of Orhlace’s dominion ot 
their world went all but unchallenged, while 
affairs of honour between them and the 
constant bartie to master their home world 
served to hone their fighting skills. 

When the forerunners of the Great Crusade 
first contacted Dark Haven, it was bv 
accident, but thev found their vox-hails 
readily answered in ancient and formal 
courtesy, and Imperial emissaries were both 
impressed as well as somewhat disturbed 






















































bv the macabre and formal reception they 
received on the sinister planet, of which dim 
legends had alreadv reached them during 
their exploration of the region Despite 
some misgivings, initial relations went well, 
and Dark Haven s sealed Compliance was 
attained bloodlessly by the 7* Expeditionary 
Fleet led bv Lord Commander Suleiman 
Gnmmof the 1* Legion in 833.M 30, during 
the fleet s first joumev through the region, 
at a time when much of the Coronid Deeps 
were still entirely uncharted and under 
xenos control To the Angels of Death, it is 
said that Dark Haven seemed a shadowed 
reflection of Caliban itself in some ways, 
while its masters, the Orhlacc, represented 
a culture at once familiar to them and 
utterly strange What most provoked the f h 
Expeditionary Fleet s interest, however, was 
House Orhlacc s military strength, which 
was largely undecayed in sophistication 
and extremely extensive in range, including 
several hundred fully operational Knighr 
armours and a moderate but reliable 
independent capacity to construct and arm 
more; a rare jewel of discovery indeed. 

Mechanicum emissaries were equally 
impressed, but these the Orhlacc —perhaps 
remembering their abandonment long ago— 
politely but firmly rebuffed, extracting at 
best a high pnce in gifts for access to their 
own techno-arcana, and then only as they 
saw fit and with much always kept secret. 

Any acrimony this might have created was 
quickly and thoroughly forestalled by the 
authority of Lord Gnmm, who ensured the 
world's smooth path to Compliance and 
the granting of full nghts and titles under 
the Aquila to House Orhlacc in return for a 
full third of the Knight House embarking 
directlv under his command as part of the 7 ,h 
Expeditionary Fleet. 

This first pact of arms and alliance was to last 
for nearly thirty years of service, and marked 
only the beginning of the House of Orh lacc’s 
involvement with the Great Crusade, which 
would see them fight in hundreds of war 
zones alongside forces as diverse as the 1*\ 
VllI* and lX ,h Legions, the Sisters of Silence 
during the Jutharathine Pvsker-ensis, and 
the Ordo Reductor at the infamous last stand 
at Bloch during the final Rangdha Outbreak. 
In recognition of this last banle, where 48 
ot their Kmghts were destroyed desperately 
holding the line against the faceless tide 
of grey abomination in order to buy time 
for the Imperium to gather its forces and 
counterstrike, House Orhlacc was awarded 
a Memento Mori as a gift of the Emperor 
himself. This rare and potent honour also 






served to grant the Orh lacc a seal of official 
respect and further independence, enough to 
avoid circling suspicions and ill-rumours that 
had for some time dogged them despite their 
enviable military record. Such rumours had 
circulated not least of all because of the polite 
but inviolable distance the Orhlacc kept 
between themselves and their fellow soldiers 
of the Great Crusade, a deserved reputation 
for morbid eccentricity and swift temper 
in their scions, as well as clear deviations in 
their genetic structure and physiology from 
the widely accepted human norm. 

When the Age of Heresy came, House 
Orhlacc’s carefully maintained reserve and 
independence would see it kept out of the 
direct machinations of the Warmaster and 
free of the orbit of forces that would turn 
Traitor, as well as distrusted somewhat by 
those of the local Loyalist cause which 
might quickly turn to it as ally. When the 
matter came to the press, House Orhlacc 
kept largely its own counsel. It viewed 
the growing factional conflict within the 
Mechanicum wanly, and received news of 
the cataclysmic Dropsite Massacre first-hand 
by a Loyalist survivor ship which had laid 
over at Dark Haven for supplies, rightly 
believing that the often shunned port 
would provide a safe and hidden place of 
rest. Because of this, they were forewarned 
and had prepared their response when an 
emissary of the Warmaster visited them 
in the shape of the pndeful Rogue Trader 
Charid Undine, demanding their obedience 
to Horus' will. 

The strutting Rogue Trader s heavily armed 
landing party was met with overwhelming 
force and destroyed, while the Rogue Trader 
herself was slain and her ships subjugated to 
the will of the House of Orhlacc. This had 
been the House’s plan all along, and it used 
the fleet, as well as its own flotilla of transport 
ships garnered over its years of service in the 
Great Crusade, to effectively evacuate Dark 
Haven, leaving only an all but untraceable 
contingent behind and allowing the ever¬ 
growing canopy of fungal life to cover their 
domains until their eventual return. 





The Orhlacc in their wisdom had known 
that Dark Haven, alone as it was, could not 
be defended against a full Traitor invasion 
fleet or a Space Marine Legion, and this made 
them a sitting target; a fate they declined. 
From this point until the end of the terrible 
wars of the Heresy that were to follow, the 
House of Orhlacc would remain loyal to the 
Imperium, but they would fight their cause 
on their own terms as a nomadic Knight 
House — even after gaining territories 
within the Agathon Domain — with an eye 
to their own survival and an eventual return 
to their shadowed home. 

Materiel strength 

Decades operating in the outer reaches of 
the Great Crusade served to strengthen 
House Orhlacc, not weaken it. Its scions 
gained a wide experience in warfare, while 
the influx of new weapons, technology and 
wargear from the Expeditionary fleets with 
which they served further strengthened the 
House. This, along with gifts of new Knight 
armours from the Mechanicum and their 
own independent production abilities in this 
regard, was to see their forces deal well with 
battlefield losses, unlike some of their peers 
For these reasons, it is generally believed that 
at the time of the outbreak of the war of the 
Heresy, House Orhlacc was of the higher end 
of the Secundus rank, with perhaps as many 
as 300 Knight armours in viable condition 
under its command, and perhaps would 
have been greater yet had the relatively 
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low population of Dark Haven been able 
to support more. This nevertheless put 
them as one of the stronger of the frontier 
Knight Houses, although others closer to 
the Impenum s core could claim far greater 
strength. At the outbreak of the Heresy, 
several Household detachments were off- 
world. fighting far across the galaxy and cut 
off from any chance of return during the 
war’s early years, leaving perhaps 150 Knight 
armours at Dark Haven for the conflict in the 
Coronid Deeps. 

The survival of the tech nology of Dark 
Haven s original foundation is a marked 
factor in House Orhlacc’$ power, with 
its own Seneschals retaining a very high 
degree of interdependent arcana forms, 
including unusual facilities with genetics 
and bio-surgery not common among their 
kind. The men and women of the House, 
be they scion or retainer, are also known to 
dabble in techno-arcana and many of the 
House's Knight armours feature unusual 
customisations and fine tuning to suit their 


A wide number of Knight armours and 
classes are utilised by the House, the most 
common perhaps being the Knight Errant 
type; a development likely to have been 
spurred by the effectiveness of thermal 
weaponry against Dark Haven’s native fauna 
and the relative ineffectiveness of blast and 
fragmentation weaponry against the same 
Since their inclusion within the ranks of 
the Great Crusade, the types of Knight 
armour available to House Orhlacc increased 
somewhat, with the number of Acheron 
and Castigator patterns in particular seeing 
increase, while the spoils of the battlefield of 
Numinal would see them add a number of 
armours originating on Cyclothrathe to their 
1 lousehold's arsenal for the ongoing war. 


As well as relatively few military retainers 
of their own (at least initially), House 
Orhlacc maintained a number of unique 
servo-automata types, devices of their 
own Seneschals design intended for use 
in harvesting the dangerous life forms on 
Dark Haven, which also proved to have very 
effective military applications. During the 
opening stages of the war for the Coronid 
Deeps, House Orhlacc also acquired control 
of the largely intact flotilla of Rogue Trader 
Charid Undine, including the powerful 
galleass of war Hammer of the Deep, which 
would form their principal flagship and 
combat transport for the duration of the war. 
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Cerastus Knight-Lancer Pilgnm of DmiJ*: Operated by Alsahr Orhlacc, this Knight-Lancer was an armour ot 
ancient provenance which saw its first use under the hand ot its new scion during the counter-invasion of Numinal 
during the wars of the Coronid Reach During this battle, the impetuous Knight is known to have slain three 
Knights of House Atrax before succumbing to damage, later to be salvaged to fight again. 



























































The relatively uncomplex heraldry displayed 
bv the Pilgrim of Dread is both indicative of 
the heraldic tradition of House Orhlacc and 
the relative youth and inexperience of its 
pilot Alsahr Orhlacc. Though tellingly the 
use of his cipher in crimson blazoned upon 
the shield indicates the sworn oath to be the 
|ir>t to shed the blood ot a foe in open battle, 
while the only indication of the age and 
prior honourable record in war of the Pilgrim 
( »f Pmid ttself is the numeral XIV upon its 
upper carapace denoting, it is believed, that 
Alsahr is the fourteenth scion of their line to 
have bonded with its Throne Mechanicum. 
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HOUSE MTHEGN 






Title: The Imperial Knight Household of 
Arthegn 

Household Grade: Tertius* 

Patent: Warrant of Imperial Immediacy 
issued bv the Imperial Court in early M ji 
at the personal request of Homs Utterae 
Puentes dulv recorded hy the Officio 
Mihuns College of Arms 

Warden Domain: The Hrethmael Dnft 


Cognomen: The Wrckan Dreor 
(Autochthonic Household language) 

Allied Legions/Forge Worlds: Binding 
oaths of loyalty seal the House to Homs’ 
personal service and they maintain ties 
with the Forge World of Cyck>thrathe 
under his auspices and through his agents. 

Allegiance: Traitoris Perdita 

Grade assigned hy Dutsto Mill tans based on 
data provided by the ofjfken of the Warmaster s 
command, now believed rrToneous. 


Accepted amongst the ranks ot the Imperi 
Knight Households by the writ of Horus, 
and treated by their peers with disdain 
and wary hostility, the Knights ot He 
/Erthegn (lit Ay-er-thay-en) were mast 
of the marauder’s bloody trade. Strikes 
unannounced and with overwhe 
the stark black machines of these bor e 
reavers hunted with brutal efficiency 
their own ends, and later under the au *|'° n 

of the Warmaster s command, P an * , 

value on honour duels or other Kn* ^ 

ideals which have been for so many ^ 
the cornerstone of a Knight Wor 5 ^ 
Survival alone on the cold, dark nn f , 





































1 louse to become more fearsome than the 
monsters that surrounded it, and in the wars 
of the Heresy was to prove a deadly weapon 
in the Traitors' arsenal. 

The savage warriors known to Imperial 
records as the Knight House of /Erthegn 
were first encountered in the northernmost 
fringes of the galaxy, beyond the edge of 
the Ultima Segmentum; a region rife with 
the broken corpses of planets stripped bare 
by centuries of brutal warfare during the 
Age of Strife. This desolate region was far 
removed from the Emperor's advancing 
armies during the Great Crusade, and the few 
Rogue Traders and agents of the lmperium 
to venture into this region and return, often 
brought with them tales of the ’Wneftan 
D reor\ a phrase in the curious proto-gothic 
dialect of the region which translates as 
'pilgrims 0/blood and ashes’. This warrior 
band were reavers with access to primitive 
warp travel through enslaved and tortured 
psykers, and were known to be the terror of 
the surrounding stars, descending from orbit 
with terrible weapons, slaughtering those 
who opposed them and stripping cities bare 
of men and materiel before vanishing again 
into the black depths of the void. As the 
Great Crusade advanced closer to this bleak 
frontier during its second century, it quickly 
became clear to Explorator investigation 
that the Wrsekan Dreor were in fact the 
descendants of a lost Knight World, much 
changed by the hardships ot Old Night, 
and while a number of smaller Imperial 
expeditions fell prey to their depredations, 
the agents of the Mechanicum were eager to 
reclaim the House, or if it prove too debased, 
cleanse and retrieve its engines of war. This, 
however, was but one matter among many 
that would be forced to wait for resolution, 
as the Ullanor Campaign and a dozen other 
major operations were then fully underway. 

It was not until the departure for Terra by 
the Emperor, and the re 'Organisation ot 
the Imperium’s forces under the strategic 
command of Horus as newly appointed 
Warmaster, that elements of the Space 
Wolves Legion were tasked with the 
subjugation or destruction of the Wrsekan 
Dreor as was warranted, deeming them 
too dangerous a threat to the safety of the 
Imperium's northern marches to ignore anv 
longer. However, a series ot unexpected warp 
turbulence events was to see the punitive 
Space Wolves fleet unable to make significant 
headway, with several of its ships lost, and 
ultimately its orders were countermanded 
as the Wrsekan Dreor attacked Altus Ferro, 
a world recently claimed by agents of the 


Mechanicum Forge World of Cyclothrathe. 

As the fates would have it, at this time a 
division of the 63 rd Expeditionary Fleet, that 
of Horus himself, was bound for resupply 
at the nearby facilities of Port Maw and 
Manachea, and it was Horus and his Sons 
that would answer the call. 

Confronting the ebon-armoured Knights 
of the Wnekan Dreor in battle atop the 
frozen seas of Altus Ferro, Horus is said to 
have personally torn apart the Knight of 
the enemy commander, while a phalanx of 
Justaerin Terminators and Spartan assault 
tanks held back the rest of the foe. This 
mighty feat of arms ended the battle and the 
surviving warriors of the band of Wnekan 
Dreor, seeing in the Warmaster a powerful 
lord, swore loyalty to Horus in the traditional 
manner of their people, naming him their 
patron and Vmg-gijter', and informing him 
that they were but one band among many 
of their kind. What was to follow remains 
unknown, but it is believed that Horus took 
only a single ship and its company as he 
travelled into the heart of Wrsekan Dreor 
territory, to the blasted shards of their home 
world where the various bands of Wraekan 
Dreor fought internecine, savage wars for 
resources and blood-soaked glory. With 
both his own Sons of Horus and the Knights 
now sworn to his service, the Warmaster 
embarked on a campaign of diplomacy and 
controlled violence that pined each petty' 
warlord against his neighbours, and ended 
with each band either sworn to serve Horus 
or scattered and broken in his wake. 

On his return to Imperial space, the 
Warmaster’s unquestionable authority saw 
the swift incorporation of the Wraekan 
Dreor as a Knight House of the lmperium 
They were entered in the Imperial College 
of Arms under the title of VErllirgn’, a name 
selected from their Legends by Horus to 
represent them to the lmperium. Yet behind 
the mask of House /Erthegn, these savage 
warriors remained true to their old wavs, 
prowling the non-Compliant sectors beyond 
the Imperium's growing borders at Horus 
command, honing their skills and awaiting 
his call to war. 

.Almost no records exist to tell us of the 
horrors endured bv House .-Erthegn during 
the Age ot Strife that forged them into the 
Wnekan Dreor Few save the officers ot the 
XVr Legion and their close allies had met 
with them other than to bnng them to battle 
and those records submitted to the Officio 
Militaris prior to the outbreak of the Honi' 
Heresy have proved.at best, misleading 


It is known that the original home world 
of House /Erthegn was destroyed m some 
unknown calamity reduced to splintered 
obelisks of rock to which now cling the 
barest wisps of atmosphere. The planet s 
shards formed pan of the Hrethmael Drift, 
which the remnants of House /Erthegn 
claimed as their domain, maintaining an 
unknown number of heavily fortified 
complexes buried within them. That the 
scattered remnants of this once-proud 
House possess the technological aptitude 
to build and maintain such enclaves, as well 
as their own void craft and Knight armours, 
does much to belie the outwardly primitive 
appearance and mien of the House’s warriors 
Each of their enclaves acted as the base for a 
single sub-division of the House, as well as 
the store house tor the multitude of chattels 
and other supplies seized in the unceasing 
raids perpetrated by each enclave upon the 
nearby systems, both human and xenos 
These continuing attacks were the primary 
method by which the House survived, and 
such was the competition for resources that 
fighting between enclaves was a common 
occurrence, and any sign of weakness a signal 
to others of their kind to descend and strip 
the failing enclave bare of usable matenel. 

The fighting strength of House /Erthegn 
was formed into a number ot wamor bands, 
each centred on a single war leader of 
recognised bravery, martial prowess and. 
most importantly to the warriors of House 
/Erthegn, proven generosity fuelled by 
conquest. The rank and file of these warmer 
bands looked to their Chieftains for both 
leadership in combat and lavish gifts chosen 
from the spoils of their raids, and in return 
were fearless on the battlefield and loval 
unto death. Many are the legends amongst 
the Wnekan Dreor which celebrate leva]tv 
in grim adversitv and amongst rhetr wild 
and savage ranks, oath-breakers are held in 
particular contempt. 

On the battlefield, the w3mcrs or House 
/Erthegn have been little changed trom 
their days as bloody-handed reavers, Horus 
attempts to civilise them little more than a 
blind pulled br.etlv across the eve" of the 
Divisic Militaris Led bv Chieftains that 
hold a similar position to the Senewhj!> ot 
other Houses, the warriors hold the 'tnct 
hierarchies ot others m disdain Few official 
ranks exist amongst them, but manv of the 
more experienced warnor* hold informal 
honour titles gained bv popular acclaim toe 
their deeds -,n battle, the vouugcr warriors 
follow the lead ot thoe veterans, eager 
to share m their glorv Orders from tho>c 


















































outsiders who might consider themselves in 
authority are rarely heeded, bur when one of 
these veterans advances his brethren fall in 
abour him, the host reacting to rhe flow of 
Kittle as a pack of wild canids on the hunt. 

It is apparent that rhe incorporation of rhe 
W r.ekan Dreor into the fmpenum as the 
Household ol /Erthegn did little to change 


their brutal ways, and in fact perhaps only 
served to make them more dangerous under 
the Warmasrer s sponsorship. Contact 
with rhe Imperium before rhe Heresy was 
conducted almost exclusively by the Sons 
of Horus and its retainer forces, and the 
Forge World ofCyclothrathe and a select few 
Rogue Traders with ties ro the Warmasrer 
replenished those weapons of war held by 


House /Erthegn whose numbers had been 
depleted by incessant raids and feuding, and 
restored technologies that time had ravaged. 

Unhindered by their appointed Chieftain. 
Kynerak Gravewalker, whom Horus named 
as House Master, armed competition 
between the hosts ol the Wra'kan Dreor 
only intensified in order for them to prove 






























































































their worth both to their Chieftain and their 
new overlord. Whenever they gained an 
opportunity to test themselves in bloody 
duels against other Imperial Knight Houses 
and l reeblades, the Wrarkan Dreor seized 
them, often offering deliberate provocation 
in order to ensure such duels were mortal 
affairs—a practice which soon gained them a 
fell reputation with their‘allies’. 
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Thrones of Blood 

Some among the ranks of the Mechanicum have advanced the theory that the destruction 
ot their home world left those Thrones Mechanicum salvaged from the shattered 
Communion Dome of House /Erthegn irreparably damaged or the I louses Templates of 
Repair somehow mangled. The complex neural circuitry contained within them, once set 
to instil in those bonded to them the need to protect their ancestral domain, now torments 
them with the overpowering need to rebuild that which was shattered beyond repair 
So, over the centuries of the Age of Strife, the warriors of the Wrrekan Dreor are believed 
to have been driven to raid and pillage by the impulses of their Thrones Mechanicum 
dragging men and resources back to the broken fragments of their realm, seeking past 
sanity to restore what was sundered and replace that which had been lost 


Even before the outbreak of the Heresy, there 
were many who sought that Kynerak suiter 
official censure, both tor ihe actions ot what 
Horus claimed to he 'rogue elements' ot the 
Household .and his own personal deeds, such 
as the sacking of the world of Altus-Legia, 
where 100,000 citizens only newly brought 
to Compliance were believed slaughtered 
or doomed to a lifetime of servitude among 
the Wraekan Dreor. The only action taken 
by Horus to alter the warriors of House 
/Erthegn was the dispatch of a contingent of 
Davinite Lodge Priests and Sons of Horus 
overseers in late 004.M31 to*...aid in their 
acclimatisation to Imperial culture” These Crow 
Priests seem to have had a profound impact 
on House /Erthegn, based on the addition of 
crow symbology to many of their armours. 
However, rather than strengthening then- 
links to the lmpenum. this would appear to 
have only strengthened their loyalty to the 
Warmaster and played a role in their later 
descent into madness and flight beyond the 
bounds of Imperial vengeance. 

Materiel Strength 

In the years before their unification, the 
Wraekan Dreor were t hought to have 
operated well over 150 Knights split herween 
sub factions, supported by a large force 
of marauder infantry a nd slave-catchers 
aboard shuttlecratt and other small interface 
vehicles. While some of those who resisted 
Horus when he arrived at the hidden home 
system of House /Erthegn perished in battle, 
it seems the majority survived, and being the 
charismatic warlord he was. Horus was able 
to bind them to his swav rather than needing 
to destroy them. 

As the Knight House was taken into Imperial 
service,official records submitted to the 
Divisio Militaris by officers of the Sons of 
Horus attest that the total fighting strength 
ot House /Erthegn numbered at around 
too Knight armours, mostly of ancient 
Paladin or Errant designs, an estimate which 


places them amongst rhe smaller Knight 
Households incorporated into the Imperium. 
After the beginning of Warmaster Horus 
rebellion, it quickly became apparent that 
these numbers were far from accurate; even 
as the first fratricidal acts of the Horus 
Heresy were undertaken, hosts bearing the 
colours of House /Erthegn. whose numbers 
were far in excess of those repons held bv 
the Divisio Militaris, were unleashed upon 
Imperial outposts and isolated garrisons 
who had declared themselves for Terra, or 
had held to a naive claim of neutrality. The 
warnors of House /Enhegn. their numbers 
concealed at Horus orders, mav have 
numbered closer to 300, rivalling some of the 
most ancient Knight Households that were 
in Imperial service. 

Those few destroyed Knights recovered from 
battles along the v anguard ot Horus advance 
across the nonhem reaches of the lmpenum, 
often Cerastus Lancer armours of recent 
manufacture, bear the distinctive marks 
of the fbrge-wnghts of Cvclothrarhe That 
such forces were concealed in plain sight 
and bolstered with the most advanced ot 
technologies in secret speaks of the hidden 
subtlenes and long planning of Warmaster 
Horus' rebellion. 

It is, however, quite possible that these 
suppositions and repons do not hold the 
whole truth Several reports trom embattled 
Loyalist commands on the northern r*m 
have detailed the intervention of bands ot 
Knights whose markings and tactics match 
those of the Wraekan Dreorot old before the 
arrival of the lmpenum Unpredictable and 
savage, these warrior* seem equally iikelv to 
set about the anrnhi ation 01 those fighting 
under Horus banner before departing as 
they are to slaughter both sides and >tnp 
the battlefield clean once the fighting ends, 
vet in the dark davsol :he Horus Heresv 
even the most unpredictable ot allies made 
welcome news. 
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Questoris Knight Magaera KerberoJ: Seized in battle from House Atrax at the height of the fighting on 
Numinal, the Magaera mark armour Kerberos now bears the heraldry of the /Errhegn Chieftess zEdalflae Red- 
wroth. /tdalflae s warband were one of the few to spurn Homs' attempts to dominate their House, returning to the 
old reaving w'ays of the Wraekan Dreor. Bloody raids by A;dalflae and other bands of Wraekan Dreor were to be a 
constant thorn in the side ot both Cyclothrathe and Agathaon forces during fighting in the Coronid Deeps. 
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[Vpicted as it appeared during a raid on the world 
0 I Arrian, several months after its capture on 
Numinal, the Knight armour Krrbnw wears the 
distinctive black and red ot the Wr.ekan Dreor, and 
it> attached banner bears the white axe and runic 
insignia of /tdalflae Red wroth 1 he patterning of 
ted and black chosen by Wr.ekan Dreor warriors tor 
then annour follows no known scheme of heraldry 
recorded bv the OlVu»o Militarist ollegcof Arms, 
with no apparent correlation between the pattern’s 
complexity and the rank ol the bearet More telling 
among the barbaric warriors ol House/lrthegn 
js the jpplti ation of often surprisingly artistic 
emblems, such as the spread winged crow applied 
to KnlvitH a symbol ot prophecy and late among 
the Wrsekan Dreor 



























































'trthcgn warrior Graedan it u»c iT La P ture ^ 10ws the Knight armour Great Thunor bearing the insignia oi the 


Cerastus Knight-lancer Great Thuno^. This pi 

rthegn warrioi Gr^edan It was re • > If H ~ ^ 3,luW!i ine M igut arm< 

£rthegn ( whose sealed Knight armour ll i ? ^ Urniri ^ ^ulk °f a Mezoan void ark sacked by a raiding band from House 

* *» »>”'<1 -a Wuk the craft while it was still in deep fpece end fa l«m * 
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Prominently displayed on Great T'hunor’s core 
hatch and right greavc are the personal arms 
of Scion Gnedan, a skull surmounting two 
crossed spears The combination appears to 
indicate his position within the House sub cult 
of the Anhaga. known among other houses 
as the Scions Dolorous. The tapered banner 
carries the emblem of a crow slaving a serpent, 
synonymous in /trihegn myth with triumph 
over adversity, the inclusion ot the Live of 1 torus 
into this ancient symbol of victory suggests the 
impact his arrival had on the Wraekan Dreor. 
Another notable feature is the prolific runic 
inscriptions in the autochthonic script used bv 
1 louse /Erthegn, displayed prominently on Great 
rltimor’s central carapace plating and greaves. 
These inscriptions declaim the bearer s past 
triumphs in a ritualised and archaic style. 
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LegioTempestus 



Title: The Legio Tempestus Ordo 
Tuamca (referred to in some post-008. 
M31 archives as the Legio Tempestor) 

Militaris Grade: Secundus 

Patent: Pre-lmperium. Martian 
Mechanicum 

Warden Domains: Estaban III, Mars 

(former), Orestes Colonia 

Cognomen: The Stormlords, the 
Thunder Raptors 

Allied War Houses: Numerous 
Freeblade associations, Manian division 
- House Taranis 

Allegiance: Unconfirmed (major 
element Traitoris Perdita) 


The LegioTempestus is a Titan Legion of the 
Collegia Titanicus, its towering God-engines 
counted amongst the mightiest and most 
accomplished of the Emperor s Crusading 
hosts in the years before the Horus Heresy. 
The Legio fought for decades at the leading 
edge of the Imperiums expansion alongside 
the most celebrated of the Legiones 
Astartes. Countless worlds were brought to 
Compliance and numerous xenos empires 
cast down during the devastating planetary 
assaults for which the Legio became so well 
known, earning it the epithet 'Stormlords’. 
Later, however, the loyalties of the Legio 
Tempestus would be cast in doubt and the 
shadows of treachery attain its name. For 
while their lord and his retainers fought 
valiantly against the Traitors during the 
Martian civil war, others in their ranks, 
who had spent years on the dark frontier 
fighting under the flag of Horus, would be 
counted amongst the most dedicated of the 
Warmaster’s treacherous forces during the 
wars of the Heresy. 


One third of the fabled ‘Triad Ferrum 
Morgulus’, the Legio lempcstus (ot 
Tempestor as some later accounts term the 
Order) was founded alongside the Legio 
Mortis and Legio Ignatum in the distant 
Age of Strife on Mars. Throughout the 
blood-soaked insanity of that age. the Leg 
Tempestus stood firm against all toes, from 
machine-mutant abominations rising 
the waste-stTewn oxide deserts to riva ^ _ 

Orders marching from their own strong 

to do battle. 

Their home fortress, cut from the red 
of Ascraeus Mons,one of the mig 11 
of Mars’ many volcanoes, remained 

fortifications rose atop each o 

lava ridges surrounding the fortre " S , a from 

below,^Tempestus 

towering armoured gates an ^ - . cfa je 

surrounding plains of the ti es o 
tech-savagery that broke continue 
against them. 
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Much ot the anarchs thai befell Mars during 
the long Age of Strife is lost to history or 
scaled awjv in forgotten data-crypts beneath 
the industrial wastes with the treachery 
revealed in the owning years ot the * i 
Millennium, few can imagine a complete 
history will ever be composed- It is known, 
however, that the region claimed and 
defended b\ the Legio T empest us bordered 
that ot the Legio Mortis the Deaths Heads 
and i'n countless occasions the two Orders 
came to blows over territorial rights and 
•Ki.e'.v to the priceless caches ot archaeotech 
to be found beneath the rust dunes of the 
Thame region. I he engines ot these ancient 
Orders battled across the oxide deserts until, 
at length, the region was divided by the 
tempest Line. Iocross this line in the red 
vand was to unequivocally declare war, an act 
that ihe Legio Mortis initiated on many more 
oa asions than tempest us it rumour is to be 
believed, and though both Orders shared a 
common enemy in the Cy*t arnivora and 
other phantasms of Old Night that plagued 
Mai* throughout the age, a deep and mutual 
loathing developed between them that would 
later bear truly bit101 fruit. 

With the coming of the Emperor to the Red 
Planet and the signing ot the treaty of Mars, 
the Legio Tempestus took its place in the 
glorious hosts of Mankind’s all conquering 
,i rm ies I e mpestus engines walked upon 
worlds the length and breadth of the ever 
expanding Imperium, serving alongside 
some of the most celebrated forces of the 
Great Crusade. Individual maniples were 
detached to Mechanicum Explorator fleets 
and Rogue Trader Militant pathfinder 
squadrons, but the bulk of the Legio’s most 
celebrated battle honours were earned 
during service with the n Th Expeditionary 
Fleet, in what some historians later dubbed 
the 'Long March to Ultramar. Later on, when 
the Lord of Ultramar, the Primarch Roboute 
Guilliman, took personal command of the 
12‘ Expeditionary Fleet, the Tempestus 
played a pivotal role in the arduous wars of 
the Epsiloid Binary Cluster. It was during 
this epic conflict that the Legio's master, 
Indias Cavalerio, earned the title ‘Stormlonf, 
a name soon used by allied Imperial soldiery 
to refer to the entire Legio and was thought 
to echo ancient myths. The term was 
appropriate, for the Stormlords had proven 
themselves masters of planetary assault 
under enemy fire in hostile circumstances 
many other princeps would never have 
allowed their own forces to be risked at such 
hazard. Cradled in the shielded holds of 
the very heaviest classes of drop transport 
constructed in the orbital void-foundries on 


Mars, the Legios brutal descents into battle, 
shrouded by the fire and storm turbulence 
ot the drop ships almost suicidal trajectories, 
became legendary. I hev caused atmospheres 
to burn and made such ruin of the skies 
that on some worlds the storms they caused 
would not fully abate for years Where the 
Stormlords walked, cities were shattered 
and battlefields were swept of the foe by a 
blistering hail of ordnance. 

Alter an unabated campaign of six decades 
on the forefront of the Great Crusade, the 
Legio Tempestus suffered heavy losses 
including Wfom Magna, the Warlord fitan 
of the Storm lord himself and needed time 
to regroup and rearm or risk destruction. 

I laving claimed warden rights over key 
worlds in the Lstaban and Orestes systems, 
the Legio's master, Cavalerio, returned to 
Mars with those of his Legio’s God-engines 
in most need of repair and refit, entrusting 
command of the remainder of a reorganised 
demi-Legio to his lieutenant, Princeps 
Maximus Karania. Thus would begin a 
chain of events that would lead to a growing 
rift, more a development of circumstance 
and distance than any actual acrimony or 
malice, between the two halves of the Legio 
Tempestus. In the years that followed,two 
separate commands developed, with little 
direct contact between them, each being 
supplied separately and fighting their wars 
apart under the light of far distant stars. The 
Martian Tempestus began to be deployed as 
a heavy reserve, called to battle from their 
base on Mars to re-enforce the line in the 
most precarious war zones and to punish 
rebellious worlds before swiftly returning to 
their home, while Karania’s command would 
pass from the order of battle ot one tar-flung 
Expeditionary fleet to another, never seeing 
the light of Sol. 

The events that unfolded on Mars decades 
after Cavalerio’s return to the Red Planet, 
formed a crucial fulcrum in the Warmasters 
conspiracy to unmake that which the 
Emperor had built during the Great 
Crusade. When the Schism ot Mars tore 
the Mechanicum in two, the entire planet 
was consumed by war. Ancient forges that 
had endured the long millennia ot Old 
Night were cast down and the great fanes ot 
All-Knowledge were lost tor all time. So too 
was the Legio Tempestus, for Cavalerio and 
his princeps fell in the defence ot Magma 
City, standing defiant to the last against the 
God-engines of the Legio Mortis, whose 
betrayal of the Imperium was at last revealed 
The heroic deeds performed in that final 
battle will never be fully honoured, tor most 


who witnessed them perished themselves 
as Magma City sunk into the Red Planet s 
savage fiery mantle. After the tragedy on 
Mars, there remained only a scattered 
handful of Loyalist Legio Tempestus Titan 
maniples and detachments who had not 
been present on the Red Planet, free and in 
the lmperium's service,but left leaderless 
and bereft, and soon to face the double blow 
ot the news that their distant brothers had 
themselves turned Traitor. 

While leading his own division of the 
Legio Tempestus, Karania proved himself 
a strategist whose cunning served as a 
formidable force multiplier and elevated the 
Legio to the highest tiers ot the Warmaster s 
servants. This rise in favour, however, was 
ever checked, for its oldesr foe, the Legio 
Mortis, remained of all the Traitor Titan 
Legions always first in Horus service. 

Despite their common cause in the ranks 
of the arch-Traitor, Tempestus and Mortis, 
long rivals, slowly became bitterest enemies 
even as they fought alongside each other, a 
diametrical opposition that would at length 
become horribly evident as the unspeakable 
powers each had sworn themselves to 
exerted their hideous influence. 

Materiel Strength 

The Pmtctpia Glonanus Episloidae records that 
the Legio Tempestus accompanying the 12 * 
Expeditionary Fleet was possessed of around 
170 God-engines at the height of the victory 
over the Orks of the Epsiloid Binary Cluster, 
with at least 30 Titans lost bv the end of 
those wars. When the Legio divided, perhaps 
a score of battle Titans, along with a dozen 
badly damaged God-engines injured past 
use or repair, are believed to have returned 
to Mars with the Stormlord to form the core 
of the Legio Tempestus there—this force 
being perhaps doubled in strength bv the 
outbreak ot the Horus Heresy. Ot these, 
almost all were lost in the opening battles 
of the Schism of Mars and the destruction 
of Magma Citv. along with the bulk of the 
bonded Knight House ot Taranis that tought 
alongside them. Elsewhere, the derai- 
Legio under the traitor Maximus Karania 
was able to field between So-120 Titans ot 
various classes over time, most of them 
of the Warlord. Reaver and Jackal pattern 
Warhound classes, with the forges ot L staban 
111 able to produce new Warlord class Titans 
for Karania s forces in limited numbers 

The Legio had once counted a number of 
Nightgaunt. Maines and Camo ore class 
Titans amongst us God-engines during the 
Great Crusade, as well as at least one mig:w 
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Nemesis Titan, hut most of these older 
patterns were believed destroyed on Mars. 
The larter God-engine is not known to have 
taken part in the battles ol the age and may 
he ranked amongst those of the Order s 
forces still unaccounted for beyond the 
Impen urn's ravaged borders. 

The body of the legio Tempestus on Mars 
was able to call upon three Skitarii Auxilia 
Legions, one of which comprised entirely 
armoured cohorts, all in the Martian pattern 
panoply of war and counted among the 
most respected of their kind, while its 
Expeditionary cadre relied on allied forces 
primarily for infanrry support, enhanced on 
occasion by Taghmara forces from the world 
of Estaban III. 

In terms of allied Knight Households, 
the Martian Loyalists of the Legio could 
count upon the resolute allegiance of the 
powerful House Taran is, whereas Karanias 
force replaced this with a host of itinerant, 
masterless Freeblade Knights who fought 
alongside them, first on the dark frontiers of 
the Great Crusade, and then later under the 
banner of the Eye of Horus. 

As the Horus Heresy unfolded and the Legio 
Tempestus joined the massed hosts of the 
Traitors, still more elements were drawn to 
their banner. Freeblade Knights from a score 
of Houses and more swore service to the 
Tempestus, most obscuring their erstwhile 
colours in favour of darker heraldry. Later, an 
entire Household of outcast Knights, fleeing 
the wrath ol their staunchly Imperial liege, 
bent knee to the Traitor Stormlords. These 
demonstrated the extent of their allegiance 
by incorporating the heraldry of the Legio 
and submitting themselves to their new 
chain of command. This process is believed 
to have been begun in the aftermath of the 
assault on Hive Ilium at Manachea, where 
several of the Stormlords Titans were laid low 
by the Loyalists of House Vyronii, revealing 
a vulnerability to such war machines which 
they strived to counter by acquinng allied 
Knights of their own. Such Knights, whether 
bearing the personal heraldry of a Freeblade 
or the fractured blue and argent of the Legio 
Tempestus, would serve in future battles as 
a skirmish line when the Tempestus took 
to war, particularly where the war zones 
involved encapsulated shattered cityscapes 
where their God-engines proved vulnerable 
to ambush 











The Treachcr> r of Maximus Karania 

After the division of the Legio into two commands, control of the Order's Expeditionary 
force was invested in the senior Princeps Maximus Karania. Where rhe Stormlord was 
known for his disdain of the political and doctrinal infighting that had befallen the 
Mechanicum in the later years after Unification, Maximus Karania was his mirror, subtle 
and secretive, although with an unimpeachable war record. So adept at intrigue was he that 
he had long hidden his machinations and strange preoccupations in plain sight. Unknown 
to most, beneath a professed orthodoxy Karania was a disciple of a certain strand of esoteric 
machine lore called Teleologicalica, itself a form of arcane numerology, a discipline that 
purported to predict imminent and all-consuming doom by reference to the patterns of 
past cataclysms. Perhaps these beliefs might have had little impression were it not for 
prevailing attitudes amongst the Tech-Priests of Estaban III, the Mechanicum domain 
where rhe Legio was mustered at the conclusion of the Epsiloid Binary Cluster campaign 
The Tech-Priests of Estaban III had not accepted the prevailing Mechanicum doctrine 
that the Emperor was one and the same with the divine being they referred to as the 
Omnissiah, and paid only lip-service to the Martian Doctrines. Karania’s native political 
cunning in discovering this and his own schismatic doctrine enabled him to make private 
and secret alliance with the Tech-Priests of Estaban 111 long before the outbreak of the 
Horus Heresy. The result was a poisonous cocktail of lies that, now in retrospect, can be 
seen to have led the Legio Tempestus into the service of the most ruinous powers of the 
Great Enemy. 


As time progressed, Karania moved to purge his princeps cadre according to the patterns 
revealed to him by the doctrines of cataclysmic teleology, ensuring that only those 
inducted into the discipline’s innermost secrets remained within his demi-Legio, but was 
careful to keep such apostasy shrouded from outsiders, although it had not escaped the 
attention of the Warmaster’s agents, who worked upon it to secure Karania to their cause 
When at last he received word of Cavalerio’s death on Mars, Karania believed it as nothing 
less than the fulfilment of his own occult prognostications, and he pledged his demi-Legio 
to rhe cause of the Warmaster body and soul. The treachery of Maximus Karania would at 
length lead rhe Legio Tempestus to the hallowed ground of Terra itself in bloody war, and 
then would the true extent of the Stormlords’ fall and the nature of the power behind that 
fall, be made evident. 


Having received word from Mars that he was now the de facto master of the Tempestus 
loyal to the Traitors' cause, Maximus Karania pronounced that his allied Forge World 
of Estaban III would henceforth and for all time enjoy the full protection of the Legio 
in return for the bounty of its mighry foundries, Karania, at the behest of the Traitor 
Magos, led a purge of any Imperial servants on Estaban III that would not bend knee to 
the Warmaster’s cause. Executing a series of actions that crushed all Loyalist opposition 
with, it appears, reference to his cultic numerological beliefs, Estaban II and its macro- 
manufactora were quickly subdued. In barely a week of brutal fighting, the rest of the 
planetary system around it followed, and by the time orders for the Legio’s redeployment 
to the Warmaster’s invasion fleet bound for the Coronid Deeps came, the Traitor 
Stormlords had firmly established a new power base to supply and strengthen them. 

A single archival entry, recovered years after the event, suggests that even with the full 
extent of Karanias treachery revealed, elements of his own Legio serving further afield 
declined his recall order and refused to share his betrayal. These he vowed to hunt down 
and slay, for their very existence made a lie of the teleological prognostications by which 
Karania was planning and executing, his Legio’s future causing him to delve ever deeper 
into his occult practices. In the ahermath, this hunt would lead Karania and the Traitor 
Tempestus along many dark and winding paths never before travelled by any Legio of the 
Collegia Titanic us. 



































































The Shattering of Spyre Zero 

S* decades into the mighty endeavour of the Great Crusade a sub-armada of the *8'» Expeditionary Flee, came upon a xenos dominated ■ 

world of strange majesty and tndescnbahle material value This world orbited a dying red star known on ancient stellar cartographs as 'Spv* ■ 

Zero', and was quite unlike any the Expeditionary flee, had ever before encountered. Spyre Zero was a world constituted entirely of a jageed ■ 

blood red. homogenous mass of a crystalline substance the accompanying Mechanicum Explorators theorised could serve the needs of a 
hundred Forge Worlds if claimed. Iwo factors delayed the immediate attack of Spyre Zero, however. The first was its orbit, which was so I 

close to its star tha, the crystal world actually plunged through its corona and skimmed across the boiling surface at its closes, approach The I 

second was the presence of a previously unknown xenos strain of entirely novel form, which the armada's scouts immediately dubbed the 
‘Corposant after their habitat in their birth star’s irradiated corona. ■ 

History does not relate the true nature of the xenos Corposant, for in the event of their discovery, it was entirely impossible to study them I 

in any way. They were variously described as ambulatory shadows, dark silhouettes moving across the bright red background field or simply I 

as gaps between tones where no natural light appeared to fall. They were encountered first by Mechanicum Explorator parties travelling I 

in heavily shielded transports across the crystalline surface of Spyre Zero and then, as hostilities erupted, by the Space Marines of the III* I 

Legion that answered the Explorators distress calls. Even the mighty Space Marines could not fight upon the super-heated surface however, I 
and as the planet neared its closest approach to the star and the heat and radiation increased still further, it was determined that all surface I 
units should be withdrawn. I 

Yet the High Magi of the 28 ,H Expeditionary Fleet’s Mechanicum Explorator contingent refused to surrender the world, attempting in vain to 
convince the Primarch Fulgrim of the UV <1 Legion of the value of the raw stuff of which Spyre Zero was formed. The Primarch disagreed, but 
when the senior princeps oi the Legio lempestus accompanying the 28*** presented his own proposal, he agreed to allow the Mechanicum 
one chance at capturing their glittering prize. 

With Fulgrim's blessing, the Legio lempestus set a daring plan in motion. The massed heavy landers aligned themselves so as to approach 
Spyre Zero in its wake, thus using the bulk ol the planet to shield themselves from the worst of the baleful stars fury. As the world 
approached its periapsis, the landers crashed down, in so doing shattering vast crystal spurs into clouds of radiant dust which trailed out 
behind the world like a comet's tail. As the God-engines of the Tempestus strode lorth, the Corposant attacked, shadows the colour of 
congealed blood closing in against the blazing red of the star, the supergiant’s mass now so close it filled the entire sky. The power of that star 
was so intense that even the impossibly dense armour of the Warlord and Reaver Titans could barely withstand it, and a dozen of the lesser 
Warhounds were crippled as joints seized, hydraulic fluid boiled and sensors blew out. The score of attendant Knights of House Taranis were 
rendered to slag, though they stood resolute against the Corposant even as they died, the aLiens fury tearing at the God-engmes, blasting 
them with focused photonic lances. The Titans were confronted by foes the likes of which no human had ever witnessed, jagged shadows 
that swarmed about them and which with each touch tore a ragged chunk of armour plating, lessening the God-engines’ ability to withstand 
the ravening heat and radiation still further. 

And then the crystal world reached full periapsis, soaring across the blinding photosphere. In that instant, the Corposant fled, their shadowed 
forms dissolved into the towering red crystal spires all about. The senior princeps saw his opportunity even as the engines under him were 
pushed beyond the limits of operational tolerance, their blue and silver livery burning away to leave each dad in scorched ceramite. The vox 
channels were dead, the comms antennae burned away, and so the lead princeps set the example which all others soon followed. He blasted 
the nearest crystal tower to shards, exposing the Corposant sheltering within to forces even they could not withstand, in seconds, the entire 
Legio opened fire and soon an area many kilometres across was levelled flat, the screaming Corposant boiling away under the unbearable 
touch of their own birth star. 

The shattering of Spyre Zero was complete; the action judged a great victory for the Legio lempestus and one which Fulgrim himself 
acknowledged despite that his own warriors could not possibly have contributed to it. 1 he Mechanicum had won an in\ aluable resource, 
the material mined from the world fuelling the reactors of Titans, warships and the foundries of countless Forge Worlds throughout the 
remainder of the Great Crusade, before being placed under such strain during the Horus Heresv that thev would be entirely pu5\cd out l \ 
time the Warmaster’s treachery reached its bloody conclusion on Terra. 

I The Legio Tempestus would spend the better part of a decade recovering from the damage suffered under the touch of Spyre Zero* tar. but 
when they did, they would once more take their place in tbe ranks of the Great Crusade and go on to attain numerous battle honours before 

I the horrors of the Martian Civil War consumed them. 
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War Maniple “Telos Epsilon” 

Traitoris Pbrdita Element, 
LbgioTemfestijs 

Battle of Hive Ilium, Fall of Manachea 
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Kill banner on Reaver class Battle 
Titan Odrysiiin volcano cannon 
(Moderatus T itus Teres 
++deceased++) 


Banner of Princcps NeroCotys ++deceased++ 



Reaver Titan Rdxvalmn 



Scorillum Puwsj 

War maniple IcI.k LjimJum" participated in the Manachea planeiarv assault, its macro landing a -gtothewi bum. The 

maniples advance was opposed by the massed armour ot the hives Solar \u\ilia defenders and within an hour the maniple s Ittans had 
accounted lor over three dozen confirmed armour kills As the maniple advanced through the h CH 11 r ever move 

intensive fire, until the Reaver Odrysuw was disabled bv weapons hre from a Solar Auxilu Shlfcwti Ot J oux-i he.nv tank and the Warbouad 
Durasi was heavily damaged by molta-armed infantry and forced to withdraw The Reaver 1 tun Rauahan was lain destroyed at Block Forties 
77*4 bv a massed charge by House Vvremit Knight-Lancets, while the lateot the remaining W arhound NwnlJion remains unconfirmed 
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The Dawning of the War 

The opening acts of the great civil war which 
would become known as the Horus Heresy 
were played out upon rhe blood-soaked 
surface of Isstvan III, where the Warm aster 
purged his Legion, as well as those of his 
brother Primarchs Mortarion, Angron and 
Fulgrim, of those who would refuse to follow’ 
bim into rebellion against the Emperor. The 
deed was executed with brutal efficiency and 
tens of thousands were purged m the first 
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, ,i -om<* would \av darkest, act of the entire 
irbrlhon Vs extensive js u was however, 

:hr t*e’.t jv#! !a Vd to entirely scour the four 
\ . ;,'t l rv;ons Among those lew who 
waped. a handful oi loyal Legtones Astaites 
had «, aptured the trigate the ! isitslrm, and 
w ih -t earned word of the Warm aster's 
heinous tie.ivhery to fetra 

W ih the element ot surprise lost, the 
W at master s plans lor a swift strike against 
l<-mi shtlted tor Horus had long prepared 
tor the dethroning ot his lather and hail 
numerous contingencies in place A 
v.iipnse assault on the I hrone world was 
no longer possible, hut Horus vet retained 
the initiative 1 he lmperium was reeling 
anJ utH i i tain of who was ally and who 
betrayer Ihe Wai master had vet to reveal 
t*.r full extent of his hold upon the Space 
Marine Legions, and had set in motion a 
plan to sundet the Emperor's realm still 
further Upon ihe blai k, blood soaked 
v. nvisol Nstvan V, Horus all but destroyed 
dure entire Loyalist Legions, a feat <»1 arms 
no enemy of Mankind had ever achieved 
throughout the entire bloody epoch of the 
l nifu ation Wars and the Great Crusade It 
was ai hteved not just by military strength, 
but bv guile, foi three of the six Legions 
idried by Terra to Isstvan V to confront the 
hiitors had been set, telly turned to 1 louts’ 
c.*uvc When the Word Bearers, Iron Warriors 
and Alpha Legion revealed their true 
allegiance, the Raven (iuard, Salamanders 
,md Iron Hands were all but destroyed in 
the most brutal, hitter and destructive three 
hours ever endured by any of the Legiones 
Asianev At a stroke, the lmperium was on its 
knees and although 1 lorus could no longer 
march directly upon Terra, the pendulum of 
war had swung inexorably in his favour. 

Horus next act was to ensure that he 
retained his hard won advantage, and to this 
end he convened a council of arch-Traitors, 
which gathered even as the spilled blood 
of three entire Legions dried upon the 
bitted ground of the Urgall Depression. 
During this council, 1 lorus tasked each of 
the Traitor Primarchs, as well as numerous 
other servants and allies, with a task to 
perform in the next phase of the coming 
war Only a mind as powerful as that of a 
Pnmarch could have fully comprehended 
thiv for it conceived and orchestrated not 
just the missions of the Traitor Legiones 
Astanes, but of multitudes of other servants, 
from traitorous Imperial Army Regiments 
oi the Line to individual demagogues across 
thousands of systems the length and breadth 
oi the lmperium. 


Visions or Conquest 

Foremost in the ranks of infamy were the 
Sons of the l lorus I he W.itm.vstet s own 
l egion would form the leading edge in the 
conquest ot great swathes ot the non hern 
lmperium. They would subjugate entire 
sec tors to his cause, turning industries to 
serve the Traitors’ war effort and pressing 
entire populations into the Wannastev s 
armies in the infamous process which 
has since become known as the Dark 
i omplianc e I his conquest would ultimately 
he diiected towards Vei l a, and instead oi 
the originally t. onccived rapid strike from 
an unexpected quarter, would form an 
indomitable advance that would both teed 
the bailors strength and slowly tip the 
balance ot powet against the Impeuum as 
mote sectors declared lor ot were forced into 
the i i allot s camp 1 hts would only however 
be a small part ot 1 lorus mastei plan.oi 
indeed his own Legions pan in it 

Ihe Death Guard ol the Wormagter s brother 
Primate h Monat ion would reinforce 
this effort, the 'Reaper of World *' casting a 
deathly shadow across system after system. 

In particular, those worlds that re I used to 
bend knee to the Wat master would know 
the coming of Mortar ion. ami in his wake 
he would leave a trail oi dead worlds, their 
surfaces scoured by radiation, skies poisoned 
and the bones of entire populations left 
to bleach in the light of uncaring suns. In 
such, 1 lorus kept the Death Guard a key 
component of his plans, believing them both 
wholly joined with him in his cause, and 
utterly reliable and determined as a key part 
in the great war he had unleashed. 

Conversely, knowing that the Emperor’s 
Children were embarked upon a path oi 
excess and abandon which was transforming 
the Legion into something unpredictably 
dangerous and perhaps now no longer 
trusted, the Warmaster let slip the III rd 
Legion to their own devices and their own 
increasingly mysterious ends- within 
certain bounds, knowing that they would 
wreak havoc as they went. In this they still 
served the greater cause, as on such worlds 
they attacked, horrors would be perpetrated 
that would serve as a warning to others. 

As for the other Traitor Legions, the 
Warmaster began to immediately put them 
to purposes and campaigns meant both to 
destabilise the lmperium and to draw off 
and degrade the vast numbers of Loyalist 
forces and defences arrayed against them, all 
with the ultimate goal of paving the way to a 
decisive and apocalyptic assault on Terra. 


As part ot this, the Warmaster tasked his 
hi other Primarch TVrturabo with casting 
these down In particular, the many key 
systems of the outer Segmentum Solar, 
which were defended by small Imperial 
I ists ( astelUn foices, were to be the Iron 
Warriors 1 to destroy. I ach such holding was 
a heavily lortthcd bastion I tom which the 
VI I' l egion could potentially rally Loyalist 
units ot the Impelulis Auxtlta to sally iorth 
ami threaten t raitor lines of attack, and so 
i ouId not he suffered to exist Perturabo 
and his lion Warriors Legion were known 
lot thru hitter resentment o! the Imperial 
I ists, and the Warmaster was well aware 
that his brother Primarch would relish the 
oppoitimity to strike at the works of his rival, 
the Pnmarch Regal Dorn. As with his orders 
to the lIT 1 Legion, Horus was adamant that 
the Iron Warriors shouldiom Imle such 
destitution as swiftly as possible, for in the 
assault on lei u, their specialist skills would 
he most needed. Indeed, it is likely that 
without the Iron Warriors and the genius ot 
their btttct Prim-arch, the already planned lor 
attack on Terra might be all but untenable. 

Other Traitor Legions the Warmaster 
dispatched lunher afield. In particular, the 
Word Bearers ol the Primarch Lorgar and 
the World Haters ol his brother Angron were 
tasked with engaging the Ultramarines of the 
Primarch Roboutc Guiltiman and ensuring 
the XIII 11 Legion, still powerful even after 
the treacherous attack oi the Word Bearers 
against them at C’alrh, could not intervene 
decisively in the war This so-called Shadow 
(Titsadr would serve another, still more 
sinister purpose in addition to its military 
objectives. In laying waste to hundreds of 
worlds and dedicating the deaths of millions 
to those powers to which he was pledged, 
the Primarch Lorgar would precipitate 
such turmoil in the Immaterium that the 
galaxy would be split all but in two by an 
impenetrable warp storm. In this Lorgar 
was successful, bringing into being the 
Ruinstorm and making movement and 
astropathic communication between the two 
sundered regions all but impossible. 

The Night Lords too were dispatched on a 
mission far from Terra to the galaxy s Eastern 
Fringe, leading some to suspect that Horus 
was still uncertain of the motives and even 
allegiance ot his brother Pnmarch and lord 
of the VUT 1 Legiones Astartes, Konrad 
Cu^e. The mission of the Night Lords was 
twofold; it first was to destroy and harrow 
extensive strategic resources in the region in 
which Horus held little sway, denying them 
to the lmperium as a potential source ot 































































reinforcement or arrack again^r ih<* Traitors' 
flanks once rhe push towards Terra was 
bunched These elements were grouped 
principally around thrThramas Sector, and 
key among them were three stubbornly 
independent and now Loyalist Forge Worlds: 
Triplex t.alaria, 1 nplex Thule and Triplex 
Fhall, which between them accounted for 
almost all of the Loyalists large warship 
building capacity in the Ultima Segmentum 
(and had indeed supplied both Ultramar and 
Nocturne with much of their Legions' fleets). 
Secondly, the proximity of Th ram as to where 
rhe Dark Angels legion had been dispatched 
before the war's outbreak would also serve 
the purpose of drawing them into battle; 
forced to defend its vital worlds. The Dark 
Angels Legion and their master remained 
something of a supremely dangerous 
unknown quantity, and not one that Horus 
could afford to neglect unchallenged. So it 
was that the Warmasters orders to the Night 
Haunter were unequivocal; Thramas must 
be silenced and the Dark Angels drawn into 
a war that would preclude their intervention 
in the assault on Terra at any cost. 





The Alpha Legion was tasked with a mission 
for which they were well disposed - the 
harrowing of desperate enemy forces and 
worlds across the southern and western 
Imperium Asa key part of this, the 
destruction by any means the Primarch 
Alpharius deemed appropriate of the Loyalist 
Legions in the area. They were to sow chaos 
behind the Loyalists' lines, but also to strike 
in force at targets of opportunity where they 
could; again keeping the Imperium from 
massing ns defence-in-depth against the 
Traitors. As a part of this, hundreds of Traitor 
Auxtlia regiments (which Horus considered 
entirely expendable to the cause), as well as 
numerous detachments of the Traitor Legio 
Titanieus and Traitor-aligned Taghmata were 
nominally released to their command. The 
Space Wolves Legion, having suffered greatly 
in their ravaging of Prospero and near- 
destmetion of the Thousand Sons Legion, 
were one of the Alpha Legion's principal 
targets, situated as they were in the Alaxxes 
Nebula recovering and rearming. Also in the 
vicinity were the White Scars Legion of the 
Primarch Jaghatai Khan, which had not yet 
been touched by the war, and were known to 
have recently concluded their long campaign 
against the Orks of the C bond ax System and 
therefore within the Alpha Legion’s baleful 
sphere. Both were to suffer at the hands of 
the serpents of Alpharius. 



Unholy Alliances 

The Traitor Legions were the single 
greatest power and strength of Horus* 
armies, but they were far from alone. To 
achieve the ultimate aim of laying siege to 
Terra and casting down the Emperor, the 
Traitors would have to call upon and fight 
alongside a wide array of other forces, some 
simply obeying the will of masters of long 
association, while orhers were brought into 
the Warmaster s fold through bribery, pacts 
of alliance, coercion or the infamous progress 
of the Dark Compliance. As early as the 
Traitors' defence of the Urgall Depression 
during the Isstvan V Dropsite Massacre, 
Auxilia troops were used with unspeakable 
callousness by their Space Marine masters, 
herded towards the enemy as bullet-soaks 
on which the foe’s ammunition would be 
expended before battle was truly joined, 
and such disregard for the purely human 
component of the Warmasters forces would 
be shown time and again throughout the 
bloody years that were to follow. This was not 
however universal, as at other times, Horus 
and his principal subordinates entrusted vital 
missions to the more reliable of his mortal 
allies, and split entire battlegroups of Traitor 
Auxilia and Armada units on independent 
operations either of conquest or destruction, 
although it was not uncommon for him 
to assign an officer or cadre of the Sons of 
I lorus, Iron Warriors or Alpha Legion to 
oversee such forces in the field. 

The Traitor Auxilia 

By far the largest numbers of human troops 
under the Warmaster’s command were drawn 
from the Imperials Auxilia, and ranged 
from the massive Imperial Army Regiments 
of the Line to the elite ranks of the Solar 
Auxilia. In addition to these experienced 
and well equipped forces, the Warmaster 
also exercised command over native militias, 
planetary tithe-hosts and Rogue Trader 
Conquestor companies. 



























































The March on Terra 
Each ot the orders bestowed by the Warmaster upon his myriad servants, each assault, 
invasion, raid or conquest was done with the ultimate goal of bringing about the fall of 
lerra. It was an objective that could only be attained by the overwhelming application of 
force on a galaxy-wide scale. It required not just that the Traitor Legiones Astartes unleash 
the lull destructive potential bred into them by the genius of the Emperor and skill bred 
bv centuries of crusade, but that they did so with the goal of neutralising the potential 
ot the Loyalist Legions to resist the Warmaster and defend Terra; the most impregnable 
fortress ever created by Mankind. Ultimately, and despite the sworn loyalty of countless 
other factions, from t raitor Solar Auxilia to Titan Legions, this final battle was to be 
between blood-kin, between Space Marines, and would only be concluded by the bitter 
struggle of brother against brother, son against son, and son against father. 
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The latter were able to range far and wide, 
often serving as emissaries of the Warmaster 
and delivering in person demands for 
planetary governors to swear loyalty to bis 
cause, or suffer the rum of their worlds. 

Some accounts even suggest Traitor Rogue 
Trader Conquestor forces continued their 
exploration of the outer darkness even 
as the Heresy consumed the Imperium, 
claiming untold worlds not in the name of 
the Emperor, but of the Warmaster. Some 
even established pocket empires far beyond 
the Imperium,crowning themselves as 
the Warmaster's suzerains over realms that 
lingered beyond the 1 leresy and well into the 
age of the Great Scouring. 

The Traitor Fleets 
In addition to these ground forces, the 
Warmaster's mighty host was bolstered 
still further by entire fleets of warships 
turned to bis service, whether willingly or 
otherwise. The need for such a vast armada 
only became more apparent after the events 
of Isstvan when the shortest route to attack 
Terra was no longer available, and the 
wars of the so-called Age of Darkness had 
begun. Without an aggressive expansion 
in the number of warp-capable craft in the 
Traitors’ hands, Homs’ war would simply not 
have been possible, for while the Legiones 
Astartes controlled their own ships, and 
thousands more besides as part of the great 
Expeditionary fleets, in scale alone they 
were insufficient to move and supply the 
vast host s of all kinds that Horus had now 
gathered under his banner and to fight the 
battles flaring up across a war zone that was 
the galaxy entire. 

To ensure the continued service of these 
vessels and their crews when separated from 
his Legions’ direct control, the Warmaster 
emplaced numerous hidden agents, 
cults, spies and assassins. Many a Traitor 
shipmaster who attempted to renege on 
his oaths to Horus whilst thinking himself 
beyond the Warmaster’s gaze, found himself 
cut down by a deck officer who was in 
fact a sworn agent of Horus, while those 
who displayed ruthless ambition in the 
Warmaster’s service or who embraced the 
strange and sinister teachings promulgated 
by the dark forces that walked in Horus* 
shadow were rewarded. 


The Dark Mechanicum 

Aside from the human component in 
the Traitors ranks, the powers of the 
Mechanicum and their kin were also of great 
importance to the war. Within the ranks 
ot this ‘Dark Mechanicum 1 , as they became 
known, could be found powerful elements of 
the Martian Priesthood, the Ordo Reductor 
and the Legio Cybernetica, along with many 
of the feared Myrmidon Destructor Cults and 
a number of sub-cults which had operated 
for long years on the edge of tech-heresy, all 
drawn together by Fabricator-General Kelbor 
Hal. With them had come the support of 
more than half of the legions of the Titanicus 
as well as dozens of allied Knight Houses, 
and now Mars itself was lost to the Loyalists, 
while the output and military power of Forge 
Worlds such as Sarum, Voss, Cyclothrathe 
and Stygies had declared for the Traitors, 
with others such as Anvilus, Incaladion and 
Ryza paralysed by civil war. 

Hidden Forces 

As the fires of the Heresy consumed ever 
greater swathes ol the Imperium, other, 
less conventional forces fought alongside 
the Traitors. Aside from legions of long- 
implanted spies, agents, terrorist cells and 
mercenaries, many were cubic in ongin. 
These were drawn from the vast numbers 
of fanatics steeped in the insanity of the 
Immaterium that were rising up on world 
after world where the disciples or the Dark 
Apostle Erebus and the Davinites that had 
followed in the Warmaster's wake —among 
others— had seeded unspeakable blasphemy 
before the war. Most were frenzied zealots 
who threw themselves upon their erstwhile 
lords screaming the praises ot entities then 
unnamed, but which became all too familiar 
as the Heresy ground on Few worlds were 
untouched bv the presence ot these deluded 
cults, but it is notable that many ot the Traitor 
Legiones Astartes avoided direct contact 
with them. The Word Bearers in particulai 


factored the cult forces into their battle 
plans, and it is notable that many appeared to 
venerate the warriors of Lorgar as derm-gods 
or angels, prostrating themselves upon the 
ground in their presence or laving down 
their own lives m battle without question. 

There was one further allv the Warmaster 
could call upon, one most often encountered 
where the warp cults had previously risen 
up or where the greatest amounts of blood 
had been shed, though as the war ground 
on, incursions grew ever more widespread 
and unpredictable These were the entities 
of the Warp, known bv some by the arcane 
term ‘Daemons*, though many thought of 
them as aliens that simplv existed within 
the Immatenum much as the dreaded 
parasite Psvchneuem did. or as psvchic 
phenomena—mortal insanity given physical, 
albeit temporary form with the rise in warp 
storm aenvity across the galaxy. 

Few perceived the true danger or power of 
such creatures, nor would thev for seme tine 
yet. Eventually, manv of the Traitor Legions 
would fight side by side with the legions ot 
the abvss. sharing their sins and chanting 
the names of the same powers. But at the 
time of the Warmaster's conquest of t he 
northern Impenum, most ot the Legiones 
Astartes. with the notable exception ot 
the Word Bearers, still considered them 
anathema to their principles or di>regarded 
rhem as mere dangerous Warp phenomena, 
although particularly within the ranks of 
the Emperors Children that was rapidlv 
changing, even in the early veais ot the 
Age of Darkness. The truth —often now 
overlooked— is that tor manv vears after 
Isstvan. most of the Traitor Legion? were 
concerned more with a political rebellion 
and with imposing a new order on the 
Impenum than with surrendenng it to the 
anarchy and Warp-tent chaos that would 
descend in the latter years ol the Heresy 
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Sons of Horus Terminator 
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UNNAMED LfiClOHAWf 
Ktvoh z dfoje/r Legion Reserve 
Bombing or the Triumph Of Reason 
The Battli of Port Ma« 

This depiction of a Sons of Horns Legionary clad 
in Tartarus partern Tactic*! Dreadnought Armour 
is based on one of the few extant images from the 
fall of the Tnwmph af Rrtum during fhe Battle of 
Port Maw. It is surmised that the Legionary was 
a member of an elite Legion Terminator reserve 
detailed to operate on the Vengeful Spirit, the 
flagship of the Arch-Traitor Horus This unit, it is 
thought, was a recent configuration, displaying 
as it did post-l egion insignia, but not the sable 
livery of the feared justaenn. 

T he Legionary’s armour ts extensively adorned 
with Cthonian gang-script, possibly applied 
as pan of warrior lodge rituals. Note also the 
use of Cthonian ‘mirror-coins and the ‘Eve of 
the Serpent' icon mounted on the Legionary’s 
chest armour, which was used as a signifier of 
rhe bearer's allegiance to the Warmaster, a dark 
mirror of the Loyalists* increased use of the 
‘Imperialisms their own totem. 

Panoply of War 

1. Power sword, Charatran sub-pattern: 

Recent battle wear and artificer-applied 
Cthonian rune-script. 

2 . Tigrus pattern combi-bolter 
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Sons Of Horus Reaver Chieftain 


CmtmiN Klmuvu 
s.^v of Hon* 7 Assault Company 
Assart on the Palace of Licht 
Fau of Manaooa 

v ording to a stele. later recovered on Goth alter 
the wall dedicated to this war leader. Chieftain 
K ljtHall served in a Despotler squad at Isstvan 
111 proving bv the exceptional savagery of his 
deeds that he was deserving of a more honoured 
appointment Being placed in command of a 
Reaver attav k squad of the 7' h Assault Company, 
he participated in the final assault on the gates of 
the Palat e o! Light at Hive Ilium on Manachea 
foChieftain K lathall fell the honour olbeing 
ihe first to breach the palace s inner bounds. This 
wa< merely the beginning of this Sons of 1 lor us 
Legionary s rise within his Legion, as the Stele of 
Goth attests. 

Chieftain K lathall is depicted here wearing a 
variant pattern ol Mkl V Astartes power armour, 
initially issued to Reaver squads around the 
time of the Isstvan V Dropsite Massacre. The 
pattern incorporates elements of armour design 
reminiscent of the warring gang-tribes of Cthonia 
and the Eye of the Warmaster icon in its form, 
k lathall is further equipped with an advanced 
Phaeton pattern heavy lift jump pack. 

Panoply of War 

1. Charatran pattern chainaxe 

2. Ryza Sunspite’ pattern plasma pistol 


































































Falchion Super-heavy Tank Destroyer Zarathutrax*: This war machine, imaged as being attached to the 28 th Armoured Assault Compare 
during ihe attack on I live ilium, does not appear on any previous Sons of llorus orders of battle. Imperial strategio-savanrs estimate this action 
was its baptism ol fire, having been created by an as-yet unknown Dark Mechanician Forge World specifically for the Warmaster’s Legion. The 
rye and half cogwheel icon reinforces this notion, as it saw extensive use amongst Dark Mechanician elements operating directly under ih«- 
Warmasters command,and was intentionally isolated from the influence of Kelbor I fal and the Traitor Martian Synod. 
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Sons of Horus Armoured Formations 


At the rime of the Warm a star’s advance on 
the Coronid Deeps, his legion's armoured 
forces had been replenished subsranriafly. 
having been severely depleted during the 
conflicts ar Issrvan III and Isstvan V. In pan 
this was because rhe Sons of Horus, and to 
some degree ail of the Traitor Legions, had 
been able to salvage a treasure trove of war 
machines and materiel from the wreckage 
laid out upon the sands of the Urgall 
Depression in the wake of the Isstvan V 
Dropsite Massacre. It was also because the 
Wannaster’s lieutenants ensured that, as 
the Traitor armies progressed, the efforts of 
the Dark Mechanician and the brutal tithe 
extracted from the worlds they subjugated 
were first set to the supply of Horus’ own 
above all others. This ensured that the 
latest and most powerful legiones Astartes 
war machines, such as the Falchion and 
Siraran, quickly replaced lost or damaged 
war machines of older patterns still in the 
Legion's service. 


The 2 S ,h Armoured Assault Company 
' The Back Breakers 
During the Warmasters invasion of the 
Coronid Deeps, the armoured formations 
of the Sons of Horus were deployed across 
multiple war zones. In particular, the z8' h 
Armoured Assault Company (known by the 
informal cognomen of the ‘Buck Breakers' 
for their use as a heavy assault attrition 
unit) claimed battle honours at Lascal and 
Tara can is, broken up into smaller, ship-based 
battlegroups, before taking part en masse 
in the final destruction of Hive Ilium on 
Manachea. In this conflict, the Sons of Horus 
deployed an enormous range and variety of 
armoured formations, maintaining a fluid 
command structure rhat allowed them to 


operate as a highly mobile reserve capable 
of reinforcing successful breakthroughs 
and delivering the final, crushing blow to 
a collapsing enemy defence. In particular, 
as the bulk of the Legion committed to the 
assault on Hive Ilium penetrated the hive 
city’s dense environs, it split fluidly into 
multiple smaller strike groups. Each of 
these was assigned a squadron of tanks or an 
individual super-heavy rank to force a way 
through the heavier choke points and city 
nexuses, crushing defended positions and 
engaging enemy armour even as the Sons of 
Horus infantry counter-attacked any enemy 
that attempted to outflank the war engines 
and bring melta weaponry to bear. 













































































Sicaran Battle Tank (Unidentified): The Sicaran was still a relatively recent addition to the arsenal of the 
Legiones Astartes in the opening first few years oi the Horus Heresy* and the Sons ot Homs deploved n least 
three squadrons to the assault on Manachea. Latterly recovered images show the unidentified s ehicle depicted 
here as being destroyed by a Solar Auxilia rapier battery' on the fourth day of the siege ot the Palace of Light 
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Sons of Horus Tactical Markings 

and Heraldry 



Cthcmtin Serpent (dvph, Sons of l lorus Legion Icon 

Elite Units 



Alternative Sons oi 1 lorus, 
Legion variant 


The Luna Wolves 
T his earlier, white-armoured 
iteration of the XVI* Legion 
used more standardised tactical 
markings than the later Sons 
of Horus. By the time of the 
conquest of the Coronid Deeps, 
its wolf and moon icons were a 
rare sight. 
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Chieftains Personal Heraldry 



Destroyer Variant 


Sons of Horus Legion Helm Markings 

1 lelm markings arc often applied by the bearer and follow formal 
tactical schemes tar less often than amongst other Legions. Cthonian 
glyphs applied bv hand indicate the Legionary has been 'blooded' in 
combat according to the kill-ntes of the Cthonian head-hunter gangs. 




Honourium Armouria 

A wide variation of idiosyncratic battle plate is used. Note gang- 
derived tradition of decapitating defeated enemy champions and 
dipping the flensed skull in liquid gold as a personal trophy. 
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Battle Plate Armourial Icons 

Officers in the Sons of Horus Legion use relatively few markings of 
rank and when they are required, they tend to be derived from the 
personal glyphs of senior leaders or an individual company’s captain 
or Chieftain in line with the traditions of the Cthonian gangs. Note 
Crow Cuii icon 1 right, in place of more common Serpent Cult eye. 




Dreadnought Armourial Icons 

As veterans of numerous campaigns, Dreadnoughts often display 
mementoes of their greatest deeds. Some, such as the ‘Black Eclipse 
campaign badge shown below, hark back to previous iterations ol the 
XVI' Legion, in this case the Luna Wolves’ victory against the Khrave 
of Morduna. 




















































































































Death Guard Tactical Markings 

and Heraldry 




Legion markings with variations showing Legion numeral and sub-umt designation 



Great Company Command, 
i” 4 Great Company 



Tactical with Squad Numeral, 
2 nd Great Company 



Heavy Support with Squad 
Numeral, 2 nd Great Company 




Veteran Squads, 
r 1 ' Great Company 



Assault with Squad Numeral, 
2 nJ Great Company 



High Command, 

Primarch’s Commendation 



Destroyer Variant 



Destroyer Variant, 
Death Guard Poison Ships 


X 



Command with Legion 
Numeral and Veteran Honour 


The Dusk Raiders 

An obsolete iteration of 
the XIV* Legion, the Dusk 
Raiders' storm grey battle 
plate and blood red right 
shoulder and arm armour 
re-emerged on unidentified 
Loyalist Astartes. 



Warmaster’s Sen ice 
Veteran Honour 
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The use of vertical helmet stripes to denote 
seniority is believed to have originated with 
the Legion's re-organisation as the Death 
Guard, and become common as a mark of 
veterancy and tactical command. 


Death Guard Legion Armour 

Battle damage that does not compromise armour systems is 
retained as a mark ot honour. Additional Legion iconography and 
Eve ot the Serpent (indicatingTraitor allegiancel 
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Death Guard Grave Warden 


Lkionaw Kojloth VOW 

HmW ASSAUrr RfSERVE, 

I 7* Great Compavy 

SCOURING OfLMM /V 

This depiction is based on data recovered 
by an Imperials Armada landing parry 
combing the ruins of Lascal IV for any due 
of rhe force responsible for rhe eradication 
of its colonists. It formed part of a report 
later transmitted to Terra as an example 
of rhe strategies being employed by the 
iegiones Asrartes Death Guard at that time. 
The Legionary is identified as a member 
of the / k Great Company’s 'Crave Warden ' 
cadre, a body of warriors specialising in the 
extremes of bio*a!chemical warfare and used 
in ever-increasing numbers throughout 
the entirety of Monarion’s Legion. He is 
further identified as Legionary Koloth Vorr 
by what little personal heraldry is visible on 
the Caraphractii pattern Terminator armour, 
which has been modified with the distinctive 
technological adaptations of the Grave 
Wardens This armour features the integrated 
Deathcloud chemical projector, its distinctive 
discharge stacks visible on the bearer’s back 

Of particular note is the crossed scythe icon 
worn on rhe right shoulder - when displayed 
in this manner, this symbol denotes that the 
bearer or his unit has received the personal 
commendation of the Legion s Primarch in 
recognition of a notable deed of destruction 
performed in barrle. 

Panoply of War 

i* Assault grenade launcher: Artificer 

wrought, pattern unique to Grave Warden 
cadre. 
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Death Guard Tactical Legionary 


UOIOVARY SOLLAN GaTH 
* ;* TacticalSquad, 6™ GreatCompany 
H arrowing of Dominica Minor 
Legionarv Gath is depicted lie re equipped 
n the'Despoiler’ role .1 Tactical Legionary 
.nrned specifically for close-quarter fighting. 
In this instance, the favoured weapons 
vorobmanon is a utilitarian high strength 
ombat blade and the bolt pistol. Analysis of 
the Death Guard Legion s crushing assault 
on Dominica Minor suggests that many line 
units, such as the ^ 3 ,d , deployed directly 
,nro the civilian sectors, ruthlessly and 
dispassionately slaughtering everything they 
encountered, be they planetary militia or 
fieemg civilians. 

Legionary Gath’s power armour is a hybrid 
pattern incorporating elements of Mkl 1 1 
Astaires battle plate,combined with 
sections wrought especially to his Legion's 
specifications. The exact source of these 
modified armour components has never 
been ascertained, but some artificer-savants 
of the Mechanicum believe they may have 
been conceived either on the Forge World of 
Anvilus IX, or perhaps even by the Primarch 
Mortanon himself. Observed modifications 
include augmented filter apparatus, 
reinforced frontal armour and other devices 
of unknown function. 

Panoply of War 

1 . Phobos pattern bolt pistol 

2 . Combat blade: Monomolecular- edged 
‘Death’s Head’ sub-type. 

3- Melta bomb, krak and frag grenades 
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The Loyalist Legions 




“The measure of true glory t$ not to give 
battle in the bright noon of war, surrounded 
by brave comrades upon the field of victory, 
but to valiantfyfigfit on alone in darkness, 
until no hope of aid or even remembrance, 
and to spit defiance in midnight’s eye!' 


Lion El’Jonson 
Pn march of the Dark Angels 
Reflections in the Mirror of War 

Vol III 


In the aftermath of the Dropsite Massacre, 
the lmperium was plunged into a period 
of anarchy that future historians would 
know as the Age of Darkness 1 . To those still 
loyal to Terra, all had at a stroke been cast 
into confusion, for none could tell who 
was ally and who Traitor, and so grievous a 
blow had been dealt, it called into question 
the lmpcriums survival itself Increasingly, 
the Warp was in turmoil, making voyages 
across the void hazardous and protracted, 
while communication by astrotelepathy 
over any extended distance was all but 
impossible. This left the defenders of the 
lmperium sundered from each other, shorn 
of direct contact and separated not simply by 
distance, but by insurmountable hazards and 
vulnerable to attack. 


The Disposition of the Loyalist Legions 

For Rogal Dorn, on whose shoulders the fate 
of Terra and possibly the entire lmperium 
rested, this was a period of intense frustration 
as he attempted to assay his forces and 


coordinate their stand. Dorn had committed 
the bulk of his own Legions fleet to the 
retribution force sent to Isstvan to confront 
the rebels, but it had become stranded b\ 
the tumultuous conditions in the V( arp and 
then attacked by the Traitor Iron Warriors 
Though ordered to return to Terra with ail 
possible speed, Dorn's Legion was far from a 
coherent force as individual vessels strogg <• 

through the raging Empyrean, arriving at 

Sol System in ragged and woumlec on a 
instead of the glorious, hundreds-strong e 
that had departed months before. T oug i 
the remnants of the Imperial Fists at erta 
benefitted from the vast military assets 
located there, including such eliu c 
as the Legio Custodes, and the P ovu * 
Armada Imperial Battlefleel Solar ba. 
Saturnyne shipyards. Mars, howeve , 

having risen in civil war in supper' :o 
Warmaster, was now forbidden to t ' 
worse yet had become a dead y * 0 
Loyalists' side, needing constant ** 
blockade, and so further diverted 
















Mention, and the decision was taken for him 
, concentrate on building Terra’s defences 
>r the inevitable onslaught to come. 

X'hat little Lord Dorn knew of the 
.llamitous events that had unfolded at 
sstvan came directly from the Primarch 
orax, Lord of the Raven Guard. Upon 
p eaking free of the bloodshed of the 
Iropsite Massacre, Corax had led the 
shattered remnants of his Legion in a ninety- 
eight day battle for survival, culminating 
in its miraculous rescue from the very jaws 
of the foe. Ignorant of the extent of the 
Warmaster's betrayal and aware that Horus 
might expect him to immediately return 
to his Legion's home world of Deliverance 
to tonify and regroup, Corax made directly 
through the turbulent Warp for Terra, and 
there recounted the awful scope of the 
Dropsite Massacre. Having done so, Corax 
then took the last few thousand of his 
warriors home with the desperate hope of 
rebuilding his ravaged command. 

Shattered Legions 

Of the other Legions betrayed during the 
Dropsite Massacre, still less was known for 
certain, Corax had confirmed the bitter news 
ot the death of his brother Ferrus Manus of 
the X th Legion at the hands of their brother 
Fulgrim of the Emperor’s Children, news 
that had shaken Malcador and the members 
ot the Council ot Terra to the core. Of the 
Iron Hands Legion itself, it was known that 
many had been driven to stark madness by 
witnessing their father s end and thrown 
themselves wholesale into the crucible of 
war as if to absolve their loss in their own 
deaths. Yet, a substantial number of Iron 
Hands Legionaries had extricated themselves 
from the massacre, and while few had made 
it off the surface, many more had survived 
the calamitous void ambush of the Legion s 
fleet, breaking away and scattering across the 
stars. Some would form isolationist bands, 
lighting their own private wars against the 
Traitors, such as the infamous 'Red Talons’ ot 
Autek Mor, or refuse any master save their 
own will as did the company known to some 
records as the ’Heart of Stone’. Others, such as 
those who came to follow Shadrak Meduson, 
would form a series of ad-hoc, cell-structured 
forces slowly cohering into a single loosely 
knit organisation; a shattered Legion armv 
shot through with elements ot other forces 
that had been wrecked by the base treaeherv 
at Isstvan. 

Of (he fate of the Legiones Astartes 
Salamanders, still less was known Witnesses 
had watched in horror as the entire sector 


in which the lasr of the XVIII” Legion had 
fought was consumed in atomic fire. Of 
all three Legions betrayed at the Dropsite 
Massacre, the Salamanders suffered the 
worst, scant few of their number escaping. 

Of these, most would join the bitter shadow- 
war against the Traitors either as part of 
shattered Legion warbands.or more rarely as 
coherent forces of their own entirely, such as 
those who followed the so-called Prophet of 
Tire at the Siege of Mezoa and the liberation 
of Goth, while the small guard force of 
Nocrurne acred in the aggressive deience 
of their native region in accordance to their 
oaths, continuing to raise recruits in their 
Primarch's name and their Legion's traditions 
unchecked. Of the Primarch Vulkan, it 
was assumed through much oi the Age oi 
Darkness that he had perished. 

The Loyalists Scattered 

It might have been assumed then, that the 
defence of the wider imperium might have 
fallen to others whose Legions held equal 
or greater power to Dorn s own, but who 
had not felt the scourge of the Dropsite 
Massacre. The most obvious candidate tor 
this supposition perhaps was the indomitable 
Roboute Guilliman and the Ulrramannes 
who in number ranked above all orber 
Legions. Here too the tell genius of the 
Warmasrer was revealed. In the months 
before the Isstvan III Atrocity,when Horus 
still concealed the treaeherv that had 
consumed his soul, the Lord of Ultramar and 
almost the entirety of the XIIP Legion were 
ordered by Horus back to the Eastern Fringe 
to muster in the Veridian svstem to counter 
an anticipated attack bv the Orks of the 
Ghaslahk Empire. The Ulrramannes Legion 
was completely bevond communication 
when the Traitor’s hand struck there in the 
guise ot a bloodv assault bv the Word Bearers 
and. unknown to Terra, after this Guilliman 
had himself reached the awful conclusion 
that the Throne world had fallen. 

The feared Blood Angels Legion too were 
beyond Terra’s reach, tor in preparation for 
his betrayal. Horus had met with his brother 
Primarch Sanguimus and tasked him and 
the bulk of his Legion with pacifying the 
Signus Cluster, and as with other such orders, 
this too was a trap. The Blood Angels would 
not emerge from that terrible war until 
much later, and when thev did. would be 
transfigured bv the experience For now at 
least, the status of the son> ot Sanguimus was 
unknown to Rogal Dorn, and he had little 
choice but to assume hi^ brother Pnmarch 
would not be able to aid him in the defence 
of Terra. 


The status of the Dark Angels was also largely 
unknown to their fellows, the I" Legion 
having been deployed far to the galacnr 
east across the dark frontier of the Shield 
Worlds to quell rrouble there for several 
vears Whether this war had also been 
engineered bv Horus as a means of ensuring 
the Dark Angels were far awav from Isstvan 
when his betraval was unveiled or whether 
its enigmatic Pnmarch Lion Eljonson had 
motivanons of his own for this is unknown 
Whatever the truth, the Dark Angels would 
become aware only after the fact of the 
Dropsite Massacre of the catastrophe that 
had unfolded, and would not play their full 
pan until their savage confrontation with 
the Traitor Night Lords during the Thramas 
Crusade. Until then, the Dark Angels would 
remain consigned to the outer void, and Terra 
and the core worlds of The Impenum bevond 
their aid. 

Despite the silence of both Guilliman and 
the Lion. Dorn had some limited success 
communicating with others ot his brother 
Pnmarchs that vet remained leva! The 
Wolf Lord Leman Russ. Pnmarch of the 
\1' Legion, had previously been tasked 
with calling his brother Magnus ti*.e Red 
of the Thousand Sons to account for the 
crime of using his psvchic powers against 
the Emperor s direct presenpnen Again 
showing his far-reaching cunning the 
Warm aster had intervened and manipulated 
Russ into changing his mission from, 
bringing Magnus back to Terra alive to 
bringing him back dead —id at all— and 
purging his Legion The battle that followed 
was an apocalvpnc one and despite me aLied 
forces of t he bisters o: Siler ce and Legie 
Custodes thar fought alongside the s race 
Wolves, the\T* Leeion rook severe Ics'e* 
m the action, while their enemv was all rut 
desrroved Having razed the Thousand her* 
home world of Prosperc and driven the 
defeated Magnus and the remnants ot his 
Legion to take sanctum* where none co 
follow. Russ had retreated to Aia\xe> ro bmc 
his Legion s wounds and, after the civil war 
broke out, had established contact with h:> 
brother, lagharai Khan. 

The lord of the White > cars and his \" 

Legion had themselves been engaged agj;r>: 
Orks m the Chondax svstem. not:ar from the 
Space Wolves and when tne Space WoIve> 
came under direct assault bv a formidable 
Alpha Legion tleer and in dire need or 
reintorcement tne W hite S^ars unu- to theu 
aid When at last the storm> relented um 
enough to allow tenuou> contact berween 
the Khans tleer > asuvpaths and lerra. LVrr. 



































































appraising the situation in light of the on¬ 
going war instructed that Russ should draw 
the Alpha Legion fleet away into the depths 
of the void. 

War was now spread the length and breadth 
of a chaotic and now largely unseen 
Imperium, and as far as Lord Dorn and the 
Sigilhre were concerned, the Imperial Fists 
alone of all the Legiones Astarres would have 
to shoulder the burden of the defence of the 
Throne world. Until such time as the storms 
relented or those Legions still unknowingly 
enacting the Warm aster's duplicitous orders 
could fight their way through them, the 
defenders of Terra would stand alone while 
around them the galaxy burned. 

Uncertainty and Allegiance 
T he treacherv of the Legions that prosecuted 
the Dropsite Massacre was a stark crime 
against all the Great Crusade had striven 
so hard to achieve, and the names of these 
Traitor Legions spread far and wide. From 
the very beginning, however, the division 
between Loyalist and Traitor was never 
as clearly defined as later generations 
might believe. It was certainly true that 
the Warmaster and his co-conspirators 
had turned hundreds of thousands of once 
staunchly loyal Legionaries against the 
impenum and their brothers, but his reach 
was never truly total. The nature of the 
Emperor’s immense Great Crusade was such 
that, while each of the Legions often fought 
as a whole army under the direct leadership 
of its own Primarch, smaller contingents 
were detached across the entire Impenum 
and into the deep void beyond. The ceaseless 
and ever-varying demands of numerous 
ongoing Compliance campaigns, suppression 
actions against recidivist regimes and 
the bolstering of Rogue Trader Militant 
pathfinder forces caused Space Marine 
detachments of all sizes, from individual 
squads to enure battalions, to operate beyond 
even the reach of the Warmaster s agents 
whilst the poison was spreading through 
their parent Legions. 

In most cases, these contingents were 
simply too far distant to be infected with 
the malady of rreachcry By the time they 
eventually returned to communication range 
with the Impenum at large, such as it was 
with astrotelepathy made all but impossible 
by the tortured Warp, the die was cast and 
events had moved on. Confronted with 
outnght betrayal, these contingents saw 
the Warmaster for what he truly was and 
their brothers for base traitors, and could do 
nothing but renounce their erstwhile kin 
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Records do not relate how many of these 
recalcitrant bands were destroyed by their 
own upon returning from detached duty. 

It is likely the case that, as events unfolded 
and the Warm aster’s betrayal took its 
course, some in the Traitor Legions must 
have reconsidered their allegiance. I he 
Warm aster's treachery spread through the 
Legions at a shocking rate, but its effect on 
individual warriors was often subtle and 
varied. A Legionary might agree, for example, 
that the Emperor had abandoned his Legions 
and that Horns, and not the Council of Terra, 
had the right to rule in his stead. That same 
warrior might then see the necessity of a 
brief but decisive inter-Legion war in order 
to purge the Legiones Astarres of those 
lacking the strength and vision to make a 
stand against the forces raking control of the 
nascent Imperium. 

As the Warmaster's true loyalties became 
evident, however, even those who followed 
his orders at Isstvan and elsewhere might 
have reconsidered. As those forces called 
upon by Erebus of the Word Bearers and 
others became more familiar, and the secular 
truths to which so many had clung to for 
so long were proved a lie, some warriors 
must surely have wavered in their position. 
Not all could cross the final rubicon into 
open alliance with the forces underpinning 


the entire rebellion and for many, the final 
realisation of the true nature of those forces 
must have come tragically late, long after all 
hope o! salvation or redemption had passed. 

Despite the paucity of records, accounts 
of small warbands that were once part 
of the known Traitor Legions fighting 
independently persisted throughout the 
war. A handful ofextant accounts, now 
sealed beyond all retrieval, make reference 
to a loosely-termed and non-formal class 
of warrior known as the 'BlttrfesliicIds’.The 
majority of Blackshields appear to have been 
of the Legiones Astartes, t hough some may 
once have belonged toother factions. In 
some cases the term was a literal description, 
the warriors having obscured the livery of 
their parent Legion, painting some or all 
of their armour’s panels black to hide all 
former associations. In other cases, outcast 
forces proudly bore their original colours 
and may have regarded themselves as the 
true inheritors of their Legions. Thus, for 
example, the 34 th Millennial of the Emperor’s 
Children (the ‘Dcafli Eagles’) bore the purple 
and gold of their parent Legion with pride, 
refusing to abandon their heraldry. It is 
thought that the Death Eagles Millennial 
clashed with their Traitor kin at Lethe and 
at Revorthe Keep in the Coronid Deeps, 
but their ultimate fate, like that of so many 
others, remains unknown. 



An Age of Storms 

The Age of Darkness was an age riven by warp storms, the web of stable routes plotted 
through the galaxy by the Navigators of the Great Crusade consumed in a raging aetheric 
tempest Even at the best of times, travel between systems even a dozen light years 
apart was a hazardous endeavour, but when the warp storms descended, it became all 
but impossible. Entire fleets were simply swallowed whole and entire armies were torn 
to shreds upon their riptides. The warp storms hampered not just travel, for they made 
astrotclepathic communication almost entirely impossible too. Worse, the denizens of 
the Warp would often seize upon such telepathic projections and alter them, sometimes 
in horrific, but obvious ways, but all too often in a subtle and manipulative manner not 
immediately evident to the recipient. 

Though few systems were entirely unaffected by the tumults and letheric eddies they 
generated, most were cut off from swathes of their neighbours into pocket regions or 
isolated entirely The greatest such Empyreal storm front cleaved the Imperium in half; 
this was the Ruinstorm, through which only the most skilled Navigators and the most 
dedicated servants of the Great Enemy could plot a course. 

Not many could have suspected the full and awful truth at the time as it is only in 
retrospect apparent that the Ruinstorm was no randomly occurring phenomenon. I hough 
few knew it at the height of the Age of Darkness, the Ruinstorm had in fact been brought 
into being jv a result of a hideous compact sealed with the powers that dwell within the 
Warp. Sparked by the promise of bloodshed on a galactic scale and fuelled by the hatred 
that erupted between erstwhile brothers, Lorgars Ruinstorm grew so fierce and massive it 
became all but impenetrable, exactly as the Warmaster had planned. 
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Iron Hands Legionary 


Unknown Legionary 
Order Tertii, Clan Felg 
The Lascal Massacres 

[Taken from a pid-capture recorded as part of the 
Loyalist investigation into the massacre of Lascal 
during Hie outbreak of fighting in the Cratl Abyss.] 

The body of this Legionary, along with that of a 
number of local auxilia, was discovered sealed 
within one of the fortified redoubts in the 
capital from the inside. Blood on the walls and 
vault doors, as well as damage to the Legionary’s 
armour, suggests a ferocious battle. However, 
the occupants all died from extreme exposure to 
necro-toxins after the chamber was sealed. 

Markings on his chest plate identify the 
Legionary as a member of Clan Felg, and faint 
insignia on his right pauldron suggest he was part 
of the Order Tertii, 25 ,h Cohort, a seeker-killer 
formation deployed to the surface of Issrvan V, 
but additional iconography has no confirmed 
identification. However, the piecemeal nature 
of his armour, with components obviously 
scavenged from several sources, may cast doubt 
on these findings. How he came to be present on 
Lascal at the time of the Death Guard Legions 
assault is unknown. 

Panoply of War 

1. Thunder Edge pattern ehainsword 

2. Umbra pattern bolt pistol 

3. Mclta bomb, krak and frag grenades 


















































Imperial Fists Terminator Sergeant 

Veteran Sergeant Vaijus Moran ^ -v 

21 Occupation Echelon, 42" ’ Company 

ManacheanCc 1 ■ m Garrison l 


The small Imperial Fists contingent posted at 

Lethe to forewarn the Commonwealth of artack 

was utterly outnumbered when the Sons ot Homs jM 

came to claim it tor their gene-lather. Struck from Wk 

orbit hv sustained bombardment, only its deep, 

triple-shielded bunkers built into the bedrock 

vet endured The few survivors were quickly 

assailed hv a Full cohort of Cthonian Headhunter 

Auxilia and Sergeant Moran and his Terminator 

brethren led a breakout attempt, successfully 

seizing several short range void cralt and escaping i 

the death of Lethe at a high cost in lives. It would m 

prove a cruel irony of war that their Mood-bought ■ 

warning was without purpose, as Manachea itself 

had already fallen. 

Pictured here in the aftermath of the breakout, Afl 

Sergeant Morans armour shows the ferocity with 
which their foes Fought. Of the fifty-two Imperial 
Fists that survived the orbital bombardment, ^ 

only twenty-three were able to fight their way to 
freedom, all of them wounded. 

Panoply of War 

1. Tartaros partem power sw ord 

2. Tigrus pattern combi-melta 






















































































Veneratii Operas 

Order Ski npu,C l\n Moma .,T : i C. -:>w.vv Ra ? 

Vhe inscriptions on the sarcophagus ot this Contemptor Preadnought tderuuV the occupant Obera> 

one ot manv otTicers whose flawed temperament earned h»m rebuke and tratister to C art Morrag*. - Mjr„> 

harsh regime. Centurion Oheras fell m battle defending the Rr.i trom a W o:k ; i uers boarding pa:rv ;f*e 

Traitors ambush at tssrvan V 

l lns pict was recovered horn one ot the ruined vittes ot Cethsamame. b\ whwh t:me Ohe:.:* Sad Seen insertedir.U' a 
Dreadnought shell to continue his sendee to Clan Morragu! VK trended rampage thtwegh ;rv d. -v v 
troops is a testament to the consuming fu tv that engulfed manv ot the Corgon > children attei h * dv 
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Salamanders Pyroclast 



Legiovary Karo Kar'Shak 
Batto croup 'Revenant , 

Ap-hoc Loyalist Company 

LlBERAnCWOFNUMINAl 
Legionary Nar’Shak is one of the few loyal 
Legiones Astartes known to have escaped the 
Dropsite Massacre aboard the 1 hunderhawk 
OJndenm.and panictpared in rhe seizing ot the 
Night Lords vessel Wariock before that craft left 
the Isstvan system under heavy fire. The arrival ol 
rhe Warlock and its cargo of Legiones Astartes at 
Agathaon, having evaded capture and destruction 
for nine months, was near miraculous. 


PicTured here during the fighnng on Numinal, 
Legionan Nar’Shak bears the emblem of the ad- 
hoc Battlegroup ’Revenant on his right kneepad, 
as well as the many Nocturnean glyph-badges 
that symbolise the great deeds of his career. 
Battlegroup Revenant conducted a series of 
pm-poim orbital assaults on kev Cyclothrathe 
installations on Numinal, successfully disrupting 
the unity of the Dark Mechanicum forces. 


Panoply of War 

i. Pyroclast flame projector (Legion Forge 
artificer manufacture). 


2. Combat knife, melta bomb, krak and frag 
grenades 
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Salamanders Contemptor Dreadnought 




V 


Attached to the Survivors or Cadre Suuphabon at 1\>win ic a M sor 
Once. Ancient Grenn was Consul l Centurion Shat tac ( aim of Hpithetnus. well respected ui the Legion hx 

Kis devotion both to duty and the teachings of Yulkan The honour mat k mgs on h;> kneepads and me *mcvs*ed s*... o: 
Nocturne on his chestplatc recall the glories ot his long career, which culminated m the brutal hghr.ng on lot van V mom 
which he barely escaped, alongside a handful ot his brethren It was on Dominic V not x hat n.e u:umt\. >c ' » ots ne : e 
rumours ot Vulkan's death and the total destruction ot their Legion and w hen the dieau t.oet e: Mo: on u.v ; c\i 
orbit ot their retuge, thev pledged to die in its defence tathci than tlee betoie ‘-ci; gepc-:.-::v > n*-.;: o.cu-:v 
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Introduction 


The Conquest campaign system is a set of 
gaming tools for Forge World's Battles in the 
Age of Darkness expansion for Warhammer 
40,000. Unlike the campaigns presented 
in our previous Horus Heresy books, the 
Conquest campaign system does not attempt 
to portray the events of an exact narrative, 
but rather it has been designed to he a 
‘toolbox' ol rules and options. 

These allow players to recreate the many 
bloody battles and desperate last stands 
that occurred during Warmaster Horus* 
sweep through the sectors of the northern 
Impfrium in the years alter the treachery 
at lsstvan, but can equally be used to create 
campaigns covering different theatres of the 
war, including entirely original ones of your 
own devising 


Using the core campaign system presented 
here, a group of players can construct a 
unique war zone, representing a world 
targeted by Horus for invasion (or perhaps 
counter-invasion by Loyalist forces), and 
fight a string of battles based around the 
control of vital strategic objectives that will 
decide the fate of that world. The Conquest 
campaign system s optional rules then 
expand on this premise, offering a wealth of 
additional campaign options, such as rules for 
character progression, expanded City Fight 
and Raid missions, unique Strategic Warlord 
Traits for army commanders, ancient relics of 
the Dark Age of Technology, and a wealth of 
dramatic and characterful rules for fighting 
in a myriad ol battlefields and war zones, so 
you can bring the epic destruction and scope 
of the Horus Heresy to life on your tabletop. 







What is the Battles in the 
Ace of Darkness Expansion? 

This expansion is a narrative framework 
and series of different interlocking 
campaign systems for your games ol 
Warhammer 40,000 set in the deadly 
milieu of the Horus Heresy. It presents 
its own distinct way of playing based on 
the armies which lought each other lot 
control of the nascent Imperium and 
the battles which decided Mankind s 
fate in this dark age of war. More general 
information on Force Organisation 
charts, army selection and special rules 
for Battles in the Age of Darkness games 
can be found in this section and in 
the Solar Auxilia list, as well as in the 
previous volu mes of the Horus Heresy 
series. The Conquest campaign system 
has been designed with the use of these 
rules in mind. 
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Battles in the Age of Darkness: Running a Conquest Campaign 


The Conquest campaign system can be used, 
at its simplest, by rwo players, each with 
an appropriate Horns I leresy army and by 
playing as few as four games, l Iowever, the 
system can easily be used by larger groups 
of players incorporating many more games. 

As the campaign’s length in terms of games 
played is determined by the number of 
Reserves points held by each side, it can 
easily be scaled to suit any size of group and 
any length of play, from a few friends over 
the course of an evening to over a dozen 
players over the course of a month or more. 

In addition to the flexible and easy-to-master 
core mechanics of the system, these rules also 
present optional rules which allow players to 
further customise the campaign to suit both 
the narrative and organisational needs of 
their gaming group. Additional optional rules 
can be found both within this section and the 
appendices included in this book which can 
be easily imported into a Conquest campaign, 
allowing for an even more detailed gaming 
experience for those involved. 

Obviously, as the size and complexity of the 
campaign increases, so do the requirements 
for appropriate terrain and gaming tables 
- especially when attempting to play large 
numbers of games within a relatively short 
period of time. While these larger campaigns 
are great opportunities to run exciting games, 
they also require more time and commitment 
from the players involved. 

When running a Conquest campaign with 
a larger group, or even with a smaller group, 
ii a large number of optional campaign rules 
are being employed, it may be beneficial to 
designate a single person as the referee and 
organiser instead of a player, A Campaign 
Referee can then impartially record 
results and organise games to ensure the 
campaign runs smoothly, allowing the other 
participants to fully enjoy the campaign 
(while everyone else involved should be at 
pains to help out and support, not to mention 
thank them!). 


How the Battles in the Act of Darkness: 
Conquest Campaign System Works 
D uring the course of a Conquest campaign, 
the players involved will be divided into 
two groups: Traitors and Loyalists. These 
groups need not be balanced in number as 
the amount of games that can be played by 
any side is not dependent on the number of 
players involved, and any disparity between 
the sides will not confer an undue advantage. 

Once the two sides have been assembled, 
an appropriate war zone will need to be 
constructed (or one of the example war zones 
included in this section selected instead), and 
a Reserves Points Pool decided upon. 

War Zones 

A war zone is essentially a collection of 
Strategic objectives used to define the planet 
or area over which the campaign is being 
fought, allowing players to customise the 
size, key features and unique elements of 
their campaign; control of the objectives 
that make up the war zone will then decide 
the victor of t he campaign once all Reserves 
points are exhausted. 

Reserves Points Pool 

This measures the amount of manpower, 
ordnance and machinery of war available 
to a given side, and is expended to attack 
Strategic objectives and play games against 
opposing players - once a side s Reserves 
pool is exhausted, that side cannot instigate 
any more games. Once both sides have 
exhausted their Reserves pools, the campaign 
is over and the side who controls the most 
Strategic objectives is declared the victor. 


The Armies 

Unlike the previous campaigns presented for 
use in the Age of Darkness setting, which all 
took place entirely within the hsrvan system 
the battles depicted tn a ConquesT campaign 
feature a much wider cast of heroes and 
villains Armies intended for use in a Battles 
in the Age of Darkness Conquest campaign 
should be drawn from one of the following 
army lists: 

• Space Marine Legion Crusade Army list 
( Legume* Astartes Crusade Army List dr the 
Legiones AstarUs Is stvan Campaign Legums 
books) 

• Legio Cvbemetica army list 

The Homs Heresy Book Two - Massacre 

• Ordo Redactor army list 

The Horus Heresy Book One - RetrayaLThe 
Horns Heresy Book Two - Massacre 

• Taghmata Ommssiah armv list 
(The Horus Heresy Book Three - 
Extermination) 

• The Questons Knight Crusade Army list 
(seepage 293) 

• The Solar Auxilia Crusade Armv list see 
page 239 

There are no restrictions on which forces or 
Legions may be included on the side of either 
the Lovalisis or Traitors - save that unique 
special characters should not be duplicated 
and should onlv fight for one side m 2 given 
campaign. For those piavers seeking 1 more 
accurate portrayal of the Horus Heresv, 
the Horus Hrmr Legumes Astartes Ivti in 
Campaign Legions book contains 2 :uil osnr.g 
of which notable characters fought for either 
the Loyalist or Traitor cause although trns > 
intended as a useful set e: guide, res rather 
than an inflexible rule. 
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Battles in the Age of Darkness: Core Conquest Campaign Rules 
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This section presents all ol rhe core rules 
for organising and running a Conquesi 
campaign All of the optional rules provided 
later in this hook can be included as part ot a 
Conquest campaign, either in part or in their 
enrirctv. as chosen by the plavers taking part 
in the campaign. 

War Zone Creation 

The first step in sorting up a Conquest 
campaign, after assembling the players and 
dividing them into rvvo sides, is to create 
or select a war zone in which the campaign 
will take place War zones are intended to 
represent a single planet or moon which 
either the Loyalist or Traitor lorces have 
marked for invasion rather than simple 
destruction Each war zone at its most basic is 
made up ot two distinct components: 

• Reserves Points: Each side has a pool of 
Reserv es points, indicating their total 
resources available for the prosecution ot 
the coming campaign in local space. In a 
basic campaign, both sides will have the 
same total and opnonal rules will offer 
choices for altering the number of points 
which arc available. 

• Strategic Objectives: Each war zone 
is made up of a number of Strategic 
objectives During the campaign, players 
have the opportunity to stage attacks on 
the various objectives, gaming Control 
points for that particular objective. At the 
campaign s end, whichever side has the 
most Control points at a given objective 
controls that objective. 

The most basic Conquest campaign assumes 
that at the start ol play neither side has yet 
consolidated control over the target world. 

The Attackers have yet to begin rheir assault 
and the Defenders are caught unprepared 
by their foes - leaving both sides with 
equal totals of Reserves points Some of 
the optional rules included as pan of the 
Conquest rules set will allow players to vary 
ihis starting situation for increased tactical 
ciuiienge.and will be discussed separately. 


W ar Zone Reserves Points 

The first step in creating a war zone is to decide on the Reserves points total available 
to each side, with the Reserves points total representing the level of the conflict in the 
campaign, as well as the material resources and will to fight of the two forces involved. 
Smaller totals would indicate either opportunistic attacks on outlying worlds or large scale 
raids, while larger totals would represent the mobilisation of hundreds of thousands of 
fighting men and armoured vehicles. 

Players should, hv mutual agreement, feel tree to vary the Reserves points used in the 
campaign to fit both their personal preference and the requirements of their gaming 
group W'hen selecting a Reserves points total, bear in mind that it will determine the 
overall length of the campaign, with each point representing a single game to be played, 
for example, a campaign in which each side has S Reserves points will consist ot 16 games. 
Using the table below, hv common consent or by the organiser’s decision, an appropriate 
Conflict level for the campaign should also be chosen - it is best to select a Conflict level 
that fits rhe frequency with which your group meets to play games. 


Conflict Level 

Isolated Skirmish 
Opportunistic Assault 
Planetary’ Conquest 
System-wide Assault 


Recommended Reserves 
Points Per Side 

3-5 

6*8 

9-12 

13-15 


Recommended 
Total Players 

2-4 

5-8 

9-12 

12+ 


Strategic Objectives 

These represent the key portions of the target world, both vital facilities such as defence 
emplacements, communications centres or manufactorum, as well as larger areas of 
strategic or moral importance, such as monuments, hive cities or large scale defensive 
terrain features. The conrrol of these Strategic objectives will decide the overall victor of 
the campaign. 

The core Conquest campaign rules do not consider where or how the Strategic objectives 
are dispersed across the target planet nor their specific function, and assume that military 
forces from both sides can launch attacks on these points as required. Optional rules 
presented later allow for more in-depth uses of Strategic objectives, including specific 
types of objectives and the difficulty of attacking more distant objectives. Each Strategic 
objective should be identified in some way (the simplest option is to number them) in 
order to allow players to identify them during play. 

Unlike Reserves points, the number of Strategic objectives will not influence the length 
of 3 campaign, but as each game can only target one such objective, including too many 
in smaller games could lead to a confusing conflict. As such, it is recommended that the 
number of Strategic objectives in use is determined using the chart below: 


Recommended Strategic Objectives 

3 

5 

7 

9 





























































Battles in the Age of Darkness: Playing a Conquest Campaign 


Once a war zone has either been selected 
from the various examples or created using 
the rules provided, the campaign can begin. 
Game play during a Conquest campaign 
is organised into Campaign turns, each of 
which allows the two sides to make attacks 
on Strategic objectives of their choice with 
the goal of accumulating Control points for 
that objective. Campaign turns continue to 
be played until both sides have exhausted 
all of their Reserves points, at which time 
the campaign ends and victory is decided 
based on which side has gained control of the 
most Strategic objectives. We have included 
examples of how different types of Conquest 
campaigns can be played on page 229. 

Each Campaign turn is composed of three 
phases: the Mustering phase, Conflict 
phase and the Consolidation phase. This 
represents a special way of arranging and 
organising games that takes precedence over 
the usual way a game is arranged and played. 
Both sides must perform the noted actions 
in each phase of the Campaign turn before 
moving on to the next. 

Mustering Phase 

At the beginning of the Mustering phase, 
one player from each side must roll ofl, with 
the side who rolled the highest gaining 
the Initiative. The side with the initiative 
may then issue a single Challenge before 
passing the Initiative to the opposing side, 
which may then make its own Challenge 
(see below). The two sides continue to make 
Challenges until both sides choose to decline 
the opportunity to Challenge (whether due 
to a lack of players or Reserves points . at 
which point the Mustering phase ends. 

A Challenge is issued as follows: 

• The side with the Initiative nominates 
a target Strategic objective and one oi 
its own players as an Attacker, Note that 
it is only in games in which thev are 
designated as the Attacker that players 
can score Control points at a Strategic 
objective - when defending you gam no 
Control points it victorious. 

• The opposing side nominates one ot its 
players to defend the chosen Strategic 
objective, 

• The side with the Initiative must then 
reduce its Reserves Pool by one, while the 
opposing side pays no cost (note that a 
side that has no remaining Receives points 
may not issue Challenges, but may defend 
against those made b) the opposing side 


Each Challenge represents a single game 
of Warhammer 40,000 which is played 
during the Conflict phase Note that while 
players may participate in as many games 
as they wish in any one Campaign turn - it 
is recommended that where possible they 
participate in only one in order to make 
book-keeping more manageable. 

Conflict Phase 

Once each player has chosen their role 
ie, Attacker or Defender, has organised at 
least one game and all Reserves points costs 
have been paid by the Attacking plavers. 
each game should be played and the results 
of the games noted for the Consolidation 
phase. When using only the core Conquest 
campaign system rules, players will need to 
record which objective was being fought 
over and which side was the victor in the 
game — some optional rules may require 
additional information be recorded. Once 
all games have been plaved and their results 
noted, the Conflict phase ends. 

Consolidation Phase 

Once the Conflict phase has ended, the 
results oi the games should be made available 
to all of the plavers in the campaign Each 
game in which the Attacker was victorious 
will score the Attackers side one Control 
point at the Strategic objective that was 
targeted in the game. Once this is complete a 
new Campaign turn begins as long as at least 
one side still has Reserves points remaining 
to spend. 


If in any Consolidation phase neither <ude 
has anv Reserves points remaining, then 
the campaign ends. The side with the 
highest total Control points at each Strategic 
objective is considered to have gamed 
control of it, and the side that controls the 
most Strategic objectives is declared the 
victor, gaming control of the war zone and 
driving off their enemies 

If both sides claim control of an equal 
number of Strategic objectives at the er.d 
of a campaign then player* are encouraged 
to organise and play one final game an 
exceflent oppomnitv for a large scale, 
muln-piayer game if ever there was one to 
decide which side has won stead ot s rr.pA 
declaring the campaign a draw 

Campaign Missions 

There is no set list of missions available to 
players during a Conquest campaign. Piawers 

inwnlwwl m f impijpi jH jrf fln I l k 

on w hich missions thev wish to include as 
part of their campaign before beginnin g 
play Both the Eternal War missions rrom 
the Warhammer __ 000 ratebook as well a> 
the missions presented in the Hero* Heresy’ 
Books One and Two are apprepnare for 
almost anv campaign, but gaming greups 
ma\ w ell find others more ~serJ it. their 
own campaigns In tnose m issues a r.e^e one 
r .aver is designated as the Artacxe:: r ether 
offensive roie the piaver who is ues gr atec 
in the M ustering rn2.se as the \rtacker 
should alwavs take this te*e. 


Warlords in this Campaign 

In campaigns that include a large number ot plavers :t na\ re bereboa, ro rvm w 
one plaver on each side as that sides Campaign Warlord The Campaign Wane re raxe* 
responsibility* tor tracking me;: <;des pool of Reserves points Gir '.rg arc u . :c ~g 
Challenges and the results ot those games during me Conflict pha^e 

A Conquest campaign that includes a Campaign Warlord may a v ccoo>e v toerge me 
more structured approach presented rather fee organising ganaesdwng the Mm. ring 
phase* reiving on the Warlord to track evperdec Resene' tv* :t> Oibe: orccr.* 
appeal to groups include allowing the current Cifnign Titijtds or Cmpaifs oipn 
to arrange all games tor available plavers allowing p.avers loamr c: games 
therosehes based on av ailabihry and time.01 sriecr.rg w: « c^ ~- 

randomly assigning plavers from the appropriate vdcs ;o»nav v defend 



The inclusion ot a C ampaign Warlord ' ,nte:>ded .' a lv , to e^sc v burden ^ tvv> 
keeping and to allow the Mustenngph^sr top ^nvo y n.avyyg mcm M't a> 

arbiter tor then side s cbou c v ivx a' an ev v use tor u 1 iueiii concrw oet verier 

games Campaign W triads are encouraged to be tut and orn 4 ? yd rsa'e: ' •: 

then side are encouraged to support them dunng p 


















































Battles in the Age of Darkness: 

Conquest War Zone Traits & Strategic Objective Traits 


Conquest War Zone Traits are a set of 
optional rules intended ior use with the 
Conquest campaign system as detailed on 
page 166 These optional rules add more 
options to the creation of a war zone by 
allowing players to assign it one or more 
special Traits that modify ail games played 
there during the course of the campaign. 

This enables players to recreate specific 
planets or to create interesting challenges tor 
their games. Each War Zone Trait presents 
a special rule which is applied to all forces 
during any game played at a war zone or 
Strategic objective to which that Trait has 
been assigned. 

When used as part of a Conquest campaign, 
players should assign 1*3 of the listed Traits 
to the war zone. Each game plaved as part 
of that campaign is affected by the rules for 
each of the Traits assigned to the war zone. 

As well as simply assigning Traits to the 
entire war zone, Traits can be assigned to 
individual Strategic objectives, affecting only 
games played which target that Strategic 
objective. When assigning Traits to Strategic 
objectives, it can be done either in addition 
to assigning Traits to the war zone as a whole, 
or instead of. If both the war zone and the 
specific Strategic objective targeted by an 
Attacker have Traits, then all of those Traits 
will affect the resulting game. 

.Enterprising Campaign Referees, in those 
campaigns that feature one, will also be able 
to make use ofTrairs - introducing new ones 
at objectives as play progresses to reflect 
events or as part of some overarching plot. 

What follows is a list of War Zone Traits and 
Strategic Objective Traits for use in Conquest 
campaigns, divided into several categories for 
ease of reference. However, players should 
not feel limited to only using those presented 
here and are encouraged to invent new ones 
as needed for their campaigns, as long as all 
players involved approve of the addition. 


War Zone Traits 

These Traits are intended primarily to be 
assigned to an entire war zone, but could also 
be assigned to a single Strategic objective. 

Burning Desert 

This is a war zone covered by an expanse of 
unforgiving desert and blasted by extremes 
of temperature that test the limits of both 
man and machine. In a game played in a 
war zone or Strategic objective affected 
by this Trait, on any turn in which a unit 
Runs or ch arges, or a vehicle of any type 
moves at Cruising Speed or moves Flat Out, 
immediately roll a D6 for that unit/vehicle. 
On the roll of a 1, a single model in the unit 
(chosen by the controlling player) loses a 
single wound with no saves allowed, or the 
vehicle loses 1 Hull Point. 

Ferocious Storms 

Whether howling arctic winds laden with 
shards of diamond-hard ice, or burning 
gales and blazing cinders that speed ahead 
of colossal firestorms, the great storms that 
dominate this region are a real danger to 
the combatants. In a game played in a war 
zone or Strategic objective affected by this 
Trait, designate one board edge at random as 
the source of the storm-winds. All models 
moving towards this board edge, including 
vehicles, move 1" less than normal (this 
includes both Run moves and charges), 
and models that move in any direction 
using jump packs or jet packs, or which are 
Skimmer or Flyer type vehicles, must make a 
Dangerous Terrain test when they move. 

Endless Forests 

War zones blanketed by tangled and 
overgrown forests, whether of familiar flora 
or more exotic forms, can create a nigh- 
impregnable natural fortress. In a game 
played in a war zone or Strategic objective 


affected by this Trait, all Twisted Copses or 
other terrain features representing woods are 
replaced with Tangled Forest terrain pieces 
- at least half of the terrain on the table must 
be Tangled Forests. 

Battlefield Terrain - Tangled Forest 
(Difficult Terrain): A terrain piece of this 
type counts as difficult terrain, and all models 
on the base ot the terrain piece receive a 
4+ cover save regardless of whether or not 
they are 25% obscured. In addition, while 
models within a Tangled Forest may be 
targeted normally, no line of sight may be 
drawn through a Tangled Forest and vehicles 
moving through a Tangled Forest fail 
Dangerous Terrain tests on the roll of a 1 or 2. 

Broken Ruinscape 

Already ravaged by war, either recently or in 
times now long passed, this world is covered 
by a maze of crumbling and blasted ruins 
and long iorgotten traps. In a game played 
in a war zone or Strategic objective affected 
by this Trait, at least half of the terrain pieces 
deployed onto the table must be Treacherous 
Ruins, and all other terrain pieces intended 
to represent ruins of any kind are treated as 
Treacherous Ruins. 

Battlefield Terrain: Treacherous Ruins 

(Ruins): A terrain piece of this kind counts 
as a ruin and is considered to be difficult 
terrain. Models in a Treacherous Ruin 
receive a 4+ cover save, regardless of whether 
or not they are 25% obscured. In addition, 
whenever a unit moves within a Treacherous 
Ruin and rolls a double on their Difficult 
Terrain test, they encounter a relic ot the war 
that devastated the area (note that for units 
with the Move Through Cover special rule, 
only the final result counts) as shown on the 
table below. 


Treacherous Ruins: Relics of War Table 

Difficult Terrain 

Test Result Relic of War Found 

Double 1 or 2 Unexploded Warhead: All models currently in this Treacherous Ruin 

suffer a single Str 4 AP 5 hit with the Rend and Pinning special rules. 

Double 3 or 4 False Alarm: Every unit with at least one model in this Treacherous 

Ruin must take an immediate Pinning test. 

Double 5 or 6 Munitions Cache: All friendly models in this Treacherous Ruin gain 

the Twin-linked special rule for this game turn. 
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Hive Cities 

One of many such sprawling cities that fill 
the ever-growing Imperium, this region is 
home to thousands, or possibly millions, of 
Imperial citizens - and any fighting here will 
exact a terrible toll in human lives. In a game 
played in a war zone or Strategic objective 
affected by this Trait, at least half of the 
terrain pieces deployed onto the table must 
be Hive Hab Blocks. 

Battlefield Terrain - Hive Hab Block 
(Building): A terrain piece of this kind is an 
Armour value 1 z building of any size (decide 
at the start of the game which size based 
on what is available to players, and thus the 
Transport Capacity and Hull Point value 
of each building) with Access points and 
Fire Points as shown on the model and no 
weapons. As the hab blocks often still contain 
terrified Imperial citizens unable to flee the 
war zone, at the start of play each of these 
buildings has its Transport Capacity reduced 
by a number equal to its starting Hull Points 
from the normal Transport Capacity for a 
building of its size For example, a small-sized 
Hab Block will have its Transport Capacity 
reduced to 7 (ie, its 3 Hull Points subtracted 
from its original Transport Capacity of 10). If 
at least one Hive Hab Block is on the rable at 
the start of play, then each player in the game 
can choose one of the following Necessities 
of War Secondary objectives, which apply 
only to the player who chose them during 
this game. 


Necessities of War 
Secondary Objectives 
Slayer of Cities: Any time a player with 
this Secondary objective scores Victory 
points for the destruction of an enemy 
unit, they score 1 additional Victory 
point if that unit was embarked in a 
Hive Hab Block building at any point in 
the phase in which it was destroyed. 

Defender of the Weak: If, at the 
end of the game, a player with this 
Secondary objective claims control of 
more Hive Hab Block buildings than 
their opponent, the player with the most 
buildings scores 1 extra Victory point. 


Grasping Mire 

An all but impassable and hazardous mire 
covers this whole area, and whether of 
natural origin or the result of industry or 
warfare, the unseen sinkholes and predators 
within pose a disgusting challenge tot those 
assigned to fight in it In a game played in a 


war zone or Strategic objective affected by 
this Trait, the entire tabletop, except for those 
areas covered by the base of a terrain piece, 
are assumed to be within the Grasping Mire. 

Any I nfantry units in the Grasping Mire may 
not Run and must roll a D6 before moving 
On the roll of a 1, the unit suffers D3 Sir 4 
AP - hits with the Pinning special rule. Jump 
Pack or Jet Pack Infantry that either Jumper 
Thrust count the Grasping Mire as dangerous 
terrain, as do all non-Super-heavy vehicles, 
except Walkers, Skimmers and Flyers. 

Seas of Fog 

Blanketed by an ever shifting sea of fog that 
confounds even the technological arts of the 
Mechanicum, fighting in this area is often 
limited to savage close range fire-fights, and 
incidents of friendly fire become ever more 
common. In a game played in a war zone or 
Strategic objective affected by this particular 
Trait, all units targeted by Shooting attacks 
are considered to be 3“ further away than 
they actually are (for example, a Shooting 
attack targeting an enemy unit 12 away must 
count the range as being 15" while this Trait 
is in play). 

Seas of Fog - False Fire (Optional): The 

use of this additional rule for Seas of Fog 
must be agreed upon by both sides before the 
battle as it allows for the confusion caused bv 
rhe fog banks to create incidents where allies 
fire on each other. While this rule is in effect, 
any unit or vehicle that begins the Shooting 
phase 12" or closer to anv friendly units must 
roll a D6. On a 1, even model in the unit 
must make a Snap Shot attack, if possible, at 
the nearest friendly unit, mistaking them for 
an enemy in the miasma. A unit that is forced 
to fire on a friendly unit bv this rule mav not 
make any further attacks in that Shooting 
phase, nor does the attack or its results count 
for scoring Victory points in regards to 
Primary or Secondary objectives 

Rad Wastes 

The glassy plains and rad-wracked landscapes 
of this war zone are scars left behind bv an 
orbital bombardment intended to scour all 
life from its surface tven now long .1:ter 
whatever battle called for such measures, 
it is still inimical to all but the hardiest 
forms ol life and wracked bv unpredictable 
rad storms In a game p aved in a suitable 
war zone or Strategic objective affec ted bv 
this Trait, for any units net equipped with 
Hardened Armour. Void Hardened Ainumr 
or an invulnerable save, the opposing plaver 
must roll a single IV against the maionrv 
loughness of that unit at the end of u> 


controlling player s rum If the result is 
greater than the unit's majonrv Toughness 
value or a natural 6, then the unit rakes D3 
wounds with no armour saves allowed. 

Vehicles, or units embarked within a vehicle 
or building, are unaffected by this rule. In 
addition, at the start of each game rum, both 
players must roll a D6. If the total score of 
the two dice is 7 or greater, then the plaver 
whose individual dice score was highest must 
place a Large Blast (5" marker anywhere 
on the table and scatter it. This Large Blast 
marker will always scatter the full distance, 
and all models under its final position suffer 
an anack using the following profiler 

Range Str AP Type 

Rad Strike - 4 3 Heavy 1, 

Flesh bane. 

Rad-phage 

Unending Night 

Whether a tidallv-locked night world or a 
location obscured bv less grand means, no 
light reaches this place and those who fight 
here do so in sanity-sapping eternal darkness 
In a game played in a war zone or Strategic 
objective affected by this Trait, the Night 
Fighting special rules are always in effect 
for the entire game In addition, any unit 
that is required to take a Morale check at the 
end of the Movement. Psvchk or Shooting 
phases due to casualr.es incurred suffers a 
-1 penalty to diet: Leadership calue tor rha? 
Morale check Note that units with the Night 
Vision special rule ignore all eff ects of the 
Unending Night Trait. 

Bloodthirsty Flora 

The \e nos-tainted plants of this war zone are 
almost as much of a threat to an armv n the 
field as the enemv armed with a bew dieting 
variety of wavs to milicr pain anc death on 
an unsuspecting foe. In a game r.aved in a 
war zone or Strategic objective attested bv 
this Trait, all Twisted Copses or other retrain 
features representing woods are replaced 
with Xenes Forest terrain piece* 


Battlefield Terrain - Xeno> Forest 
tDifficult Terrain Is \ terrain r .ece ot th> 

rvpe counts as difficult terrain and ill mode > 
on the have of the terrain piece receive 1 * • 
cover save reganHess oi w nether 01 not the' 
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are ; vV obscured. In add tvr. anv unit that 
erd> :is turn either w ;hr' i Xcnos rere?: 
or within c* ol one is targeted K a Sheet* ng 
attack at BS Zand use* thefoBoawnfcpiutte 
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Frozen Wasteland 

The killing-cold of these frozen plains is 
beyond that encountered on any terrestrial 
world, where the verv air is congealed into 
a freezing, dense, murderous fugue more 
dangerous even than the vacuum of space. 
These frigid gasses can damage machinery' 
and sap the strength from the strongest 
warrior, regardless of whatever technological 
means thev are using to survive, 

• In a game played in a war zone or Strategic 
objective affected by this Trait, at the 
beginning of each player turn, before the 
Movement phase, each unit of lntanrrv (ol 
anv type), Beasts or Monstrous Creatures 
without the Cybemetica Cortex special 
rule, must make a Toughness test, if this 
test is failed, the unir must reduce its 
Initiative, Weapon Skill, Ballistic Skill 
and all Movement (including Run moves 
and charges) by -i until the beginning of 
its controlling player’s next rurn. Place a 
marker or counter next to the unit to show 
this is the case. 

• Weapons with the Gets Hot special rule 
ignore its effect for the first game mm. 

• Successful Dangerous Terrain tests for 
vehicles must be re-rolled. 

• All close combat attacks gain the Rending 
special rule in addition to any other rules 
they possess. 

Blackened Lava Plains 
Rivers of molten lava and lakes of fire scar 
the landscape of this war zone, deadly 
obstacles to even the most well-equipped 
armv that attempts to fight within it, as even 
those who avoid the searing flames fall prey 
to the toxic fumes that rise from its depths. 

In a game played in a war zone or Strategic 
objective affected by this Trait, all terrain 
pieces representing rivers, lakes or other 
water features are considered to be made up 
of lava or other superheated material and, 
in addition to any other special rules those 
terrain pieces might have, they also gain the 
following special rules: 

• Super-heated: Any model which moves 
onto the base of a piece of terrain which 
possesses this special rule immediately 
suffers a Str 8 AP 3 hit with the Rending 
special rule, in addition to any other effects 
the terrain piece may have. Note that if 
the terrain piece includes a bridge or other 
protected area, then no hits are sustained 
by models on those areas - such areas 
should be noted and agreed upon by the 
players before the beginning of the game. 

• Tome Fumes: Any Infantry unit (of 
any sub-type) that is not embarked on a 
Transport vehicle or building and begins 
us turn within 12" of the base of a piece of 
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terrain with this special rule, must take a 
Pinning test before the beginning of the 
Movement phase. 

When using this Trait, it is recommended 
that as many games as possible feature some 
kind of appropriately fire-like river system, or 
at least a few lakes, placed across the board, 

Strategic Objective Traits 

These Traits are intended tor use only by 
being assigned to Strategic objectives. While 
they could be assigned to entire war zones, it 
may require some additional work to balance 
them for play. Many of these Traits will 
only affect the side that currently controls 
the Strategic objective they arc attached to. 
Control of a Strategic objective is decided by 
the number of Conrrol points a side has at 
that objective, with the side with the higher 
total claiming control - remember that these 
Control points totals are not updated during 
the Conflict phase, bur in the Consolidation 
phase. Note that though Strategic Objective 
Traits often describe a facility of some 
kind, that does not mean that it must be 
represented on the tabletop. Often, defensive 
forces will seek to engage foes at a distance 
from the objective they seek to protect, but 
as these objectives are grand in scale, their 
effects will still be felt at a distance! 

Planetary Spaceport 
Titanic spaceports are often the central 
feature of many Imperial worlds, serving as 
their only link with the expanding Imperium 
of Mankind. Such facilities serve as both 
massive fortresses, crucial transport links and 
administrative centres, and are among the 
most vital of targets for any invasion force. 

In a game played at a Strategic objective 
affected by this Trait, all units belonging to 
the side which currently has the highest total 
of Control points at this Strategic objective 
may deploy using the Deep Strike special 
rule if held in Reserves (they are assumed 
to have airdropped from craft stationed at 
the spaceport), and all failed rolls to bring 
Flyers on from Reserves may be re-rolled. In 
addition, as long as the controlling player s 
side has the highest total of Control points 
at this objective^ single additional Flyer 
of any kind available to the army list that 
makes up the player's core detachment may 
be included in the army, paying the usual 
points cost, but without using up a Force 
Organisation choice of any type. 

Armoury Vaults 

Many worlds, both Imperial and those yet 
to be brought into the Emperor's domain, 
stockpile staggeringly vast quantities ol 



arms and munitions for use both in defence 
and attack. Unsurprisingly, the massively 
fortified vaults in which these stores arc kept 
are the prime targets oi any invading force. 

I n a game played at a Strategic objective 
affected by this Trait, all units belonging to 
the side which currently has the highest total 
of Control points at this Strategic objective 
may re-roll a single failed To Hit roll in each 
Shooting phase. In addition, as long as the 
controlling player’s side has the highest 
total of Control points at this objective, the 
Warlord deployed by that player in any game, 
at any Strategic objective may upgrade one 
weapon they carry to have the Master-crafted 
special rule for no additional cost in points. 

Manufactorum Complex 

All across the Imperium, vast factory 
complexes supply the machinery and 
munitions of the Great Crusade, and as 
Horus' legions begin their march towards 
Terra, these facilities become vital targets 
if he is to overwhelm those who remain 
loyal to the Emperor. In a game played at a 
Strategic objective affected by this Trait, the 
side which currently has the highest total 
of Conrrol points at this Strategic objective 
may roll a D6 every time a friendly vehicle 
is removed from play. On the roll of a 6, 
the controlling player may add that vehicle 
into Ongoing Reserves instead of removing 
it as destroyed (though the enemy player 
responsible for its destruction still scores 
any relevant Victory points) as the nearby 
Manufactorum diverts part of its production 
run straight into combat. In addition, as 
long as the controlling player’s side has 
the highest total of Control points at this 
objective at the beginning of any Campaign 
turn, an additional vehicle with the Tank type 
(of any kind available to the army list) that 
makes up the players core detachment, may 
be included in the army, paying the usual 
points cost, but without using up a Force 
Organisation choice of any type. 

Macro Weapons Battery 
The first line of defence of many of the 
Imperium’s border worlds are batteries of 
mighty defence lasers, or other more exotic 
weaponry of massive calibre and huge 
destructive potential. These installations are 
intended to wreak havoc with any attempt 
to land troops upon the world they are based 
on, but if captured by an attacking force, are 
equally able at stalling attempts to reinforce 
the defenders. Due to the massive scale of 
these weapons, any attempt to use them 
as tactical weapons is doomed to failure as 
their targeting systems are calibrated to 
target kilometres*long starships in orbit, not 
































































infantry formations, anil even near misses 
can annihilate both an attacking force and 
any troops stationed in its defence, However, 
the side that has the highest total of Control 
points at this Strategic objective can, at the 
start of each Mustering phase, roll a D6 for 
the Macro Weapons Battery. If it scores a 
5+, then the opposing side must reduce its 
Reserves Points Pool by -i (this may not be 
used to reduce the opposition’s Reserves 
Points Pool to o) as the macro weapons 
destroy drop pods and transport ships 
carrying troops and supplies. 

Fortified Bastion Complex 

An imposing line of fortifications has been 
constructed here, one of such grand scale 
that it is intended to act as a bulwark for 
more vulnerable areas of the war zone. In a 
game played at a Strategic objective affected 
by this Trait, the side which currently 
has the highest total of Control points at 


this Strategic objective may deploy up to 
D3+J Wall of Martyrs Imperial Defence 
Lines or Wall of Martyrs Imperial Bunker 
Fortifications, with no options and for no 
poinrs cost. These fortifications are claimed 
by the side that controls this Strategic 
objective at the start of the game. 

Concealed Bunker Complex 

With weapons capable of scouring any 
world clean of life, many of the mosr heavily 
defended planets or secretive ourposts have 
moved their command elements and viral 
reserves to specially prepared underground, 
or otherwise concealed, bunker complexes. 

A game played at a Strategic objective 
affected by this Trait should be played as a 
Zone Mortalis mission—using the special 
Zone Mortalis board sections to represent 
an incursion into the sealed halls of the 
bunker complex. In addition, the side thar 
has the highest total of Control points at this 


objective can, at the start of each Mustering 
phase, roll a single D6 for the Concealed 
Bunker Complex, if it scores a $ then that 
side increases its Reserves Points Pool bv 
*1 (this may not be used to increase rhe 
Reserves Poinrs Pool above its mrtmg value 
as the command staff reallocate supplies 
more efficiently or release rroops from 
hidden reserve* barracks. 


Designers Sote 

These lists represent an example of the 
kind of War Zone Traits and Strategic 
Objecnve Traits that can be used in a j 
Conquest campaign. When designing 
war zones for a gaming group, plavers ; 

are encouraged to get together and pool 
their ideas for exciting and characterful 
Trans to represent the worlds over 
which their armies will do battle I' 




































Battles in the Ace of Darkness: Strategic Warlord Traits 


Strategic Warlord Traits are an optional set of 
abilities which players can use to represent 
the strategic vision ami martial genius of 
their army’s overall commander 

Normal Warlord Traits focus on a warlcader's 
personal or tactical skills, enabling them 
to influence the battle in which they are 
lighting in a very immediate lashion. 

Strategic Warlord Traits are used to influence 
the campaign at the highest possible level, 
bringing an entirely new facet ol a characters 
command ability into play. 


Com mandcr-in-Chief 
At the start of the campaign, players may 
generate a single Strategic Warlord Trait for 
one of their War Zone assigned Characters 
who is referred to as their 'Commander-m- 
Chuf ,although players might like to refer 
to them as the Lord General, High Lord or 
even Warmaster as appropriate. The character 
retains this new Trait for the rest of the 
campaign. If the character suffers a Fatality 
result when rolling on the Casualty Survival 
table, the controlling player may choose to 
pass the same Strategic Warlord Trait on 


to another War Zone-assigned Character 
(representing the master passing on the 
baton of command to a favoured pupil), or 
can choose to roll for a new Trait for a new 
Commander-in-Chief. In a Campaign turn in 
which a new Strategic Warlord Trait is rolled 
fora new character, it has no effect until 
one complete Campaign turn has passed, 
representing the new Commander-in-Chief 
imposing a new style and structure on their 
forces. If the same Strategic Warlord Trait is 
chosen, the transition of command is flawless 
and takes effect immediately. 


StwrecK Warlord Traits 

1 Master of Contingencies 

Thr Matter of Contingencies Inn long planned for and rehearsed every possible rvrnfmtlily, ami their subordinate commanders are fully 
briefed on (lint links even should command conduits be compromised. 

I hn Strategic Warlord frail is used in the Mustering phase. After determining which side is to be the Attacker and which the 
Defender, the Commander-in-Chief's controlling player may decide to reverse these roles by rolling a D6 in any single game a 
member of their side is playing in. On a roll of 4+. the roles are swapped. 

2 Logistician Prime 

The Logistician Prime is a master at providing their force* with exactly the iveapom and supplies they need for the task at hand, and in 
ensuring the correct weapon ts deployed fo the correct tvar zone long before the enemy even attacks. 

This Strategic Warlord Trait is used in the Consolidation phase. In one single game in which a loss has been suffered, if the 
other side gains a Control point, roll a D6. On a roll of 4+, the Commander-in-Chief s side gains a Control point too. 

J Master of Timing 

I lie C ommander m-Cltief i* adept at launching large scale, theatre-wide operations timed to perfection so that the enemy is overwhelmed by 
numerous assaults and rendered unable to reinforce key sectors. 

Whenever a roll made on a table to determine which of a set of missions is to be played, the Commander-in-ChiePs 
controlling player mav insist that the dice is re-rolled. The second result indicates the mission that must be played. For 
example, it the players have agreed to play one of the Battles in the Age of Darkness: City Fight missions presented in this book, 
the Master oi Timing mav force a re-roll on the Mission Selection chart on page 191. 

4 Marshal of Hosts 

This general is the unsurpassed master of committing forces to the most vital objectives in a war zone, identifying the key location that, when 
taken, tvtil bring about the rapid collapse of the entire enemy force. 

This Strategic Warlord Trait is used in the Mustering phase Having spent their Reserves points, the player rolls a D 6 . On a roll 
of 54, the spent Reserves point is regained. 

5 Master of the Field 

Tim iPMiMun.jVi has learned how to use the battle zone itself as a weapon to bring to bear against the/or, drawing the enemy to battle in 
environments that friendly forces are well equipped to fight in, but m which the enemy are not. 

When defending, the player may choose any one War Zone Trait (see page 170) to apply in the upcoming mission. If both sides 
have tins Strategic Warlord Trait, roll off to determine who has the upper hand. 

6 Spymaster 

t he spymaster knows that the most effective weapon in any war is intelligence, and is expert at both gathering information and in sowing 
mis information in the enemy command structure. 

rh»N Strategic Warlord Trait is used in the Mustering phase The Warlord s controlling player may identify a single Strategic 
objective and roll a Db Or> a result of 4+, that Strategic objective may not be targeted in this Conflict phase. 
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Masters of the Legions 

Of all the many generals, lords and marshals to serve in the armies of the Emperor and the Warmaster the Pnmarch* were created r be the 
most potent leaders of Mankinds hosts. If a Pnmarch is present in a player’s army, this should be the Commander-m'Chie: n which case 
instead of rolling for Strategic Warlord Traits, the following apply. Note that some Pnmarchs gain more Traits than others tor as historv 
relates, not all sons of the Emperor were created equal as leaders, if more than one Pnmarch is present or, one side the players should agree 
between them which is to serve as Commander-in-Chief. 


Pnmarch Strategic Warlord Traits 

LionEl'Jonson Master of Timing 

i Random 


Fulgrim 

Perturabo 


Jaghatai Khan 


Leman Russ 


Rogal Dorn 


2 Random 

Logistician Prime 
i Random 

Master of the Field 
x Random 

Master of Timing 
i Random 

Logistician Prime 
Spymaster 



Primarch Strategic Warlord Traits 

Roboute Ouilliman 3 Chosen 


Mortarion 


Magnus the Red 


Warmaster Horns 


2 Random 

Master of Connngencies 
Sp\'master 

Spvmaster 
2 Random 



Cora* 



Master of the Field 
Master of Timing 





Konrad Curze 


Sanguinius 


Ferrus Manus 


Angron 


Master of Timing 
Master of Cont ingencies 

Master of the Field 
x Random 

2 Random 

None* 



Alphanus 


All 


'Each may only be used mu per campaign 


*0n a roll of 4+, die enemy Commander-in-Chicf may not use flu*rrs dial 
Campaign turn. 
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The following six mission types represent 
some of the smaller scale attacks launched 
by both sides as part of the expanding 
conflict of the Horus Heresy as Horus 
loosed his Legions and their allies upon 
the unsuspecting Imperium. Whilst many 
of these attacks were massive invasions, 
involving armies numbering in the hundreds 
of thousands with massed fleet support, many 
other actions were to involve smaller forces 
- often a company or less attached to a single 
cruiser. These forces were dispatched to 
cripple dangerous targets before they could 
enter the war, or to destroy or appropriate 
resources vital for one or both sides where 
larger forces could not be spared. Often, for 
those Loyalist forces who had escaped Horus’ 
initial strike, they simply did not have the 
manpower available to mount larger scale 
offensive actions, and were forced to resort 
to pinpoint strikes in order to retain any 
momentum in the war that had erupted. 


When playing a game using the Battles in the 
Age of Darkness expansion for Warhammer 
40,000 using the Strategic Raid missions, 
roll once on each of the following tables, or 
select a result acceptable to both players, to 
determine the mission to be played and the 
deployment map to be used. 

D6 Deployment Map 

1-2 Combat Drop 

3-4 Spearhead Assault 

5-6 The Hidden Blade 

D6 Strategic Raid Missions 

1 Diversionary Srnke 

2 Scorched Earth 

3 Combat Extraction 

4 Forlorn Hope 

5 Headhunting 

6 The Hunters at Bav 


Unless otherwise specified :n thi* section j!1 
the rules and advice given in the WaHiamfiirr 
40000 rulebook and Battle* in the Age of 
Darkness expansion regarding plaving 
missions apply when plaving a Strategic Raid 
'this includes,but is not limited to, the rule* 
for sernng up terrain, placing objective* 
scoring units and deployment, the first rum 
game length and victor, conditions 

In all cases, in addition to the listed victor* 
conditions for any particular Strategic Raid 
mission, completely destroying the enemy 
force is aiwavs a complete victor 




Alternative Strategic Raid Missions Force Organisation Charts 


This section presents nvo new Force 
Organisation charts that may be used 
in conjunction with the Strategic Raid 
missions. Any force designated as the 
'Raider' or Attacker when playing a Strategic 
Raid mission may choose to use the Raider 
Detachment Force Organisation chart 
when selecting their army, and anv force 
designated as the Defender or ‘Garrison force 
may use the Garrison Detachment Force 
Organisation chart. Both Force Organisation 
charts use all of the rules presented in the 
Battles in the Age of Darkness expansion, 
and players using them gain the following 
benefits and restrictions: 

Raider Detachments 

Fast Moving, Hard Hitting: A detachment 
which is selected using the Raider Force 
Organisation chart must consist of models 
from a single Faction, and no other 
detachment included in the same army may 
take any Fortification choices. In addition 
to this, any Lords of War choices which are 
selected as part of a Raider detachment must 
fulfil at least one of the following criteria or 
they may not be selected: 


The unit has the Super-heavy (Fast) type. 
The unit is a Super-heavy Vehicle or Super 
heavy Walker with t ?or less I lull Points. 
The unit has the Superheavy Flyer type. 


In addition to this, all Elites units selected as 
pan of a Raider detachment are counted as 
scoring units, with Troops choices selected 
as pan of a Raider detachment counted as 
denial units only. 

The Element of Surprise: Before anv units 
are deployed onto the table, or rolls are made 
to determine which player will take the first 
turn, a player whose core detachment is 
chosen using the Raider Detachment Force 
Organisation chart may select one or the 
following options for this game, informing 
their opponent of their choice betore 
beginning play: 

• N ight Fighnng rules are autorr ancu, v . n 
effect for the first game turn, and continue 
in the second game rum on the Pe* roll e: 
a 4+, 

• Grant D3+: of the Raider player s units 
(of the controlling plaver s choice the 
Infiltrate and Outflank special rules 

• The Raider player mav re-roll anv dice 
rolled to decide which player takes the first 
turn, and Seires the Inmanve on the roll of 
a 4+ instead of the u>ua!!v required score 








Garrison Detachments 
Prepared Ground In gines where 

objectives are in use. a plaver whose irs\\ 
includes a Garrison detachment as :* core 
detachment mav repo*iron ail placed 
objectives bv up to in anv direction betore 
beginning the first turn, as long 3? this d. 
not place them outside of the rlav area 
within impassable terrain or wtth.n * vehicle, 
building or fcmficancr. 

Fortress -bound Each rortuficarcn cep cved 
onto the table b* a plaver using the Camsor. 
Detachment char: is their cere detachment 
must be occupied bv it east one Intanm 
unit from the same detachment during 
deployment u « his either binletne-:* : 
a Transport Capacity Fortifications * hxh 
mav be occupied a Vetuc * unit sue n a 
Skwh.eld lar.u.rg Fau mav m*:-au v.: v 
this restriction bv dep«c*virg an appropriate 
vehicle onto the romficanor instead In 
addition, all models ua a Carr.scr. 
must be from the >ame Faeroe 






































Raider Detachment Crart 
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Primary' Detachment (Required) 

• Compulsory: 1 HQ. 2 Elites 

• Optional: +2 HQ. -4 Elites. ^4 Troops, 
^4 Fast Arrack. +2 Heavy Support 

Lords of War Detachment (Optional) 

• 1 choice 

Fortifications 

• None 

.Allied Detachment (Optional) 

• Compulsory: 1 HQ, 1 Troops 

• Optional: +1 Troops, +1 Elites, 

+ 1 Fast Artack,+1 Heavy Support 


Garrison Detachment Crart 

Primary Detachment (reqitredj 



Primary Detachment (Required) 

• Compulsory: 1 HQ, 2 Troops 

• Optional: +2 HQ, +4 Troops, +2 Elites, 
+2 Fast Attack, +4 Heavy Support 

Lords of War Detachment (Optional) 

• 1 choice 

Fortifications 

• Compulsory: 1 Fortification 

• Optional: +2 Fortifications 

Allied Detachment (Optional) 

• Compulsory: 1 HQ, 1 Troops 

• Optional: +1 Troops, +1 Elites, 

+1 Fast Attack, +1 Heavy Support 


Lords of Wak 

fomoKAi) 


FORTIFICATION 

1 required) 

1 
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Allied Detachment 
(optional) 
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Strategic Raid Deployment Maps 





Combat Drop 

Whether dropped from >uh*orhital transport craft and 
descending using advanced grav-chuies, amvmg via the use of 
arcane and dangemus teleport technology or ancient and long- 
lost ivcbuav tunnels, many raiding parties prefer shock and 
aggressive action over more subtle means. 

It the Raider player deploys first using the Combat 
Drop map, they choose three points anywhere on the 
table, marking them with a counter. Each of these 
counters is then scattered and, once their final position 
is determined, the Raider player may deploy any of their 
units within 6" ot anv ot them. Units which cannot fit 
within this area must begin play in Reserve. 

The Defender may deploy their units anywhere on the 
table that is either within a fortification or building 
or at least 12 away from any of the Raider player’s 
deployment markers. It the Raider player deploys 
second then the Defending player may deploy their 
units anywhere on the table. Once the Defender has 
finished deploying, the Raider player chooses three drop 
points as noted above, but must place these counters at 
least 12" away from any enemy models if possible. If it 
is not possible lor the Raider player to select a point at 
least 12" away from any enemy models, then thev may 
choose to either not place one or more of their counters 
(if no counters are placed then all units must begin play 
in Reserve) or to place one or more counters within 6' 
of any enemy models, hut none of the Raider players 
models may be deployed within 2 of an enemy model 
under any circumstances. 

In addition, whichever player deployed first must 
choose a single table edge as their home table edge for 
the purposes of determi ning the direction of Fall Back 
moves and for units entering play from Reserve. The 
opposing player uses the opposite table edge to the one 
chosen as their own home table edge. 

Spearhead Assault 

Where some commanders prefer the subtle arts of stealth, others 
place their faith in more direct tactics. Such commanders , 
when tasked with the prosecution of an attack upon the enemy, 
will make no attempt to hide their intent and will focus all 
available units on breaking through enemy lines using sheer 
force of amis. 

When deploying using the Spearhead Assault map, both 
the Raider and Defender use the marked deployment 
zones provided. 

The Hidden Blade 

When faced with overtvhelming enemy force, main 
commanders opt to make a silent approach on then taiget 
hoping that surprise and concealment will make up for am 
disadvantage in sheer firepower. 

When deploying using the 1 ltdden Blade map. both the 
Raider and Delendet use the marked deployment /ones 


Combat Drop 


Raider s Deployment Zone* 



Defender $ Deployment Zone 


Note: The deployment zones 
shown cm this map are for 
example purposes only See 
description for details. 
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Battles in the Ace of Darkness: Strategic Raid Mission - Diversionary Strike 

"IV uoi ffmifc you JioM the advantage, that we arc brought to bay in the open <niti vulnerable. Wir stand here by our choice, and while you strive to slay these few of 
u\ mo bwf/iro strike unopposed elsewhere * 

Strike Leader Tare Rediaii, Pole Nomads Chapter of the Raven Guard 




-i 


A< fltT vast armies of the Great Crusade urn 
brought to bear an the new war that had erupted 
within the Impenum, direct assaults on a target 
often (jioofc/y escalated into masrit'e and costly 
battles. Both sides quickly adapted, employing 
strikes hr small elite forces lo Jure the defenders 
mlo romroittmg their reserves to battle early before 
attacking elsewhere. 

The Armies 

Strategic Raid missions are best suited 
tor games of i .500 - 2,000 poinrs. Before 
beginning play, one army should be 
identified as the Raider force and the 
opposing army as the Garrison force, eirher 
by the choice of the players involved or by 
rolling off, with the winner picking which 
side they will represent. 

The Battlefield 

Flavors should determine the deployment 
map to be used, as noted on page 179. and 
deploy any player-owned fortifications 
before setting up terrain. For games using 
the Strategic Raid missions, it may be 
advantageous to use a generous amount of 
terrain, placed to provide a variety of tactical 
opportunities to both sides. 

Once all terrain and fortifications have been 
placed, the Garrison player should place a 
single objective anywhere on the table that 
is at least 12” away from any table edge. The 
Raider plaver may then move the objective 
up to 2D6’ in any direction. 




Deployment 

Before deploying their forces,each player 
should first roll for their Warlord Traits and 
psychic powers where necessary. The Raider 
player deploys their entire force first. The 
Garrison player must then split their force 
into two groups, both consisting of an equal 
number of units where possible; one of 
these groups, chosen by the Garrison player, 
must begin the game in Reserve and the 
other is deployed onto the table within the 
appropriate deployment zone. 

Rules for deploying into fortifications and 
Transports or using the Infiltrate or Scout 
special rules can be found in the Wariummier 
40,000 rulebook. 

First Turn 

The Raider takes the first turn, unless the 
opposing player can Seize the Initiative (see 
the Warhammer 4 0,000 rulebook). 

Game Length 

This mission uses the Variable Game Length 
rules presented in the War hummer 40,000 
rulebook. 


Victor)' Conditions 

A diversionary strike targets a single 
defensive position in an enemy’s lines, 
attempting to draw out the defending force 
into a blunting diversionary assault, while 
other forces strike at other targets now 
stripped of their defenders. At the end of the 
game, the player who has scored the most 
Victory points has won the game. If both 
players score the same number of Victory 
points, the game is a Draw. 

Primary Objectives 

At the end of each game turn, the player who 
controls the objective scores 1 Victory point. 

Secondary Objectives 

First Blood, Slay the Warlord and Attrition. 

Attrition: The side which has destroyed the 
highest number of enemy units at the end of 
the game gains an additional Victory point. 

Mission Special Rules 

Reserves, Night Fighting and Operational 
Reserves. 


Operational Reserves 

During missions with this special rule, the Defender may only bring units into play from 
Reserve on the D6 roll of a 5+. The score required to bring units into play from Reserve is 
reduced by -1 for each Victory point the Raider player has accumulated up to this point in 
the game (i.e., if 3 Victory points have been scored, the Defender would need to score a 2+ 
to bring units into play from Reserves). If this reduces the score needed to 1 or less, then a 
roll is still required for the Defender to bring units into play from Reserves, as an attempt 
will always fail on a natural roll of a 1. 

In addition, whenever one of the Defender's units is completely destroyed by an enemy 
unit, it is immediately placed into Reserve instead of being removed from play - it may re¬ 
enter play from Reserve normally, at lull strength and with all the wargear the original unit 
possessed. Units may re-enter play multiple times if they are destroyed several times over 

the course of the game. 
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Battles in the Age of Darkness: Strategic Raid Mission - Scorched Earth 

“Simple trr is net ffiv apex of tear. Tin' enemy must be burned cut of Ins every hit hole, his stockpile destroyed and every last hope he has trampled into the 

dust of his nturs' 

^ Chicftatn Sidnfc Naftimel of the Sonsof Honi$ 


As k\**t sni«*> began to stockpile the resources 
necessary 1 or mabmg H«r and gathering to them 
rare and precious assets, they also dispatched elite 
Knees to dt&m fltose that fftm enemies had 
Ajuirrd brfcrr fhev «*aid he used them. 

The Armies 

Strategic Raid missions are best suited 
tor games of i .500 - 2.000 points. Before 
beginning pbv one armv should be 
identified as the Raider force and the 
opposing arrr.v as the Garrison force, either 
by the choice of the p la vers involved or bv 
rolling off. with the winner picking which 
side thev will represent 

The Battlefield 

Flavers should determine the deployment 
map to be used, as noted on page 1 '9. and 
depiov anv player-owned iorrificarions 
before setting up terrain For games using 
the Strategic Raid missions, it mav be 
advantageous to use a generous amount ot 
temin. placed to provide a variety of tactical 
opportunities to both sides 


After placing all terrain and fortifications 
onto the table, the players should first 
determine the nature of the objectives using 
the table on page 183 and then deploy D3^2 
objectives of the rvpe shown - rolling oft to 
see which player will place the first one and 
then alternating until all the objectives have 
been placed All of the rules regarding the 
placement of objectives in the WorJiummer 
,0^000 rulebook should be observed when 
placing objectives for this mission. 

Deployment 

Before deploying their forces, each plaver 
should first roil for their Warlord Traits and 
psychic powers where necessary Then, roll 
off to decide which plaver chooses to depiov 
first or second The plaver who deploys first 
deploys their entire armv. except any units 
that are held in Reserve, after which the 
second plaver deploys in the same manner. 

Rules tor deploying inro fortifications and 
Transpons or using the Infilrrate or Scout 
special rules can be found in the Warhammer 
,0,000 rulebook. 

First Turn 

The player who deployed first takes the first 
rum. unless the opposing plaver can Seize 
the Initiative see the Warhammer 40,000 
rulebook . 


Game Length 

This mission uses the Variable Game Length 
rules presented in the Warhammer 400)00 
rulebook. 

Victory Conditions 

W 

A Scorched Earth mission represents an 
attempt by a small force to destroy some key 
stockpile of resources maintained bv their 
foe in order to cripple their ability to conduct 
combat operations across a wider front. At 
the end of the game, the player who has 
scored the most Victory points has won the 
game, if both plavers score the same number 
of Victory points, the game is a Draw. 

Primary* Objectives 
At the end ot the game, the Raider plaver 
scores 3 Victory points for each objective 
that has been destroyed an objective counts 
as destroyed if it is reduced to an Armour 
value of 0, is Wrecked, reduced to o Wounds 
or removed from the table tor any reason), 
while the Detender scores 3 Victory points 
tor each objective that remains on the table. 

Secondary' Objectives 

First Blood, Slay the Warlord and Last Man 

Standing. 

Last Man Standing: The side with rhe 
greatest number of surviving units on the 
table that are not Falling Back at the end of 
the game gains an additional Victory point. 





Mission Special Rules 

Reserves, Night Fighting and Classified 
Objectives (see table opposite). 
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Classified Objectives Table 

W’hen playing a Scorched Earth mission, plavers should determine the exact nature of the objectives bv either rolling on :he to o ■ ro r -*rV 
before placing anv objectives, or selecting an entry that is acceptable to both players before deploying them I’nless others ;>e agreed bv the 
plavers involved, onlv a single result should be determined using the table - this result is applied to all objectives m pby. 

D6 Result 

1 Munitions Stockpiles: The enemy has used this area to assemble enough munitions to supply nearby arm:e> for rr.r time 
and their destruction could alter the course of the war across the sector Each of these objectives is treated as an immobile vehicle 
with Armour 12 on all lacings and 5 Hull Points. If one of these objectives suffers an Explodes* result on the Vehicle Danube 
table, increase the radius ol the resulting explosion to 4D6* and if one is Wrecked or otherwise reduced to 0 Hull Boms s tnout 
Exploding!), it inflicts a single Srr 3 hit on all models within 2D6". 

2 Phosphcx Reserves: Large quantities ol deadly phosphex have been stockpiled here in preparation for a rr.avr asUiidr rhe.r 
destruction would cause the attack to flounder beiore it can begin. Each ol these objectives is treated as an immobile vehicle a ,:r 
Armour 12 on all facings and 5 Hull Points. Alter one of these objectives has been removed from the table, e ther due to beir 0 
Wrecked or due to an Explodes! result on the Vehicle Damage table, replace it with a Large Blast s marker centred on the portion 
previously occupied by the objective. At the end of each following player rum, the Defending plaver mav move this Larc^ Blast 
marker D6* as long as it covers more models (friendly or enemy!) alter it has been moved. Anv models friend hr or enemv that are 
covered bv the marker at the scan of anv Shooting phase take a single hit using the following profile 

Range Str AP Type 

Phosphex inferno - 5 2 Ordnance 1, Poisoned 3+, Lingering Death see page 2" 

3 Encrypted Data: Enemy commanders in this war zone have recently intercepted important Astropathic comm r que> -eta -g 
the deployment of friendly forces. Obviously, these documents must be destroyed at all costs lest the enenv. ^e.ze a dec:s:\ e 
advantage in the war. These objectives are not represented bv separate objective markers but instead each rr. as: be assigned to ore 
of the Defender's Character sub-type models. Plavers alternate assigning objectives to characters m the ?etender s armv until all 
objectives have been assigned. These objectives are counted as destroyed when the character model the are assigned re .> remv. rd 
from play as a casualty. 

4 Officio Militaris Tacticians: A cadre ol Officio Militaris advisors loyal to the enemv has beer, help rg to . o ordinate troop 
deployments in this sector. Their sudden removal would leave enemv tormanor.s in chaos tor weeks Ea„ h of: rese ob r * r> s 
represented by a single 60 mm base with the following profile each base representing sev eral Officio V. brans ffi: a> and s 
under the control of the Defending player 

WS BS S T W I A Ld Sv 

Military Advisors 1 1 3 44218 4-** 

Type: Infantry (note that as these bases do not have the Character sub-tvpe, they mav not issue or accept challenges 
Wargear: Close combat weapon and retractor field. 

Special Rules: Independent Characterand Bulky. 

5 Hardened Bio-phage Vaults: This heavily guarded sector holds the forward reserves of ancient arse rrr>. r.bed v . j \ brought 

up to break enemy resistance. If it can be destroyed, then defend he spared a se objectives 

should be treated as a small building with an Armour v alue of 1: and a Transport Capac.rv o: 0. \\ her.ev e: one ot these objective* 
has its Armour value reduced due to a roll on the Vehicle Damage table all non-vehicle ur.;:> iendS .no enemv wuhir. 1; suiter 
Db Str 2 hits against which no Armour saves or invulnerable saves mav be taken. 

6 Petrochem Silos: The enemy's armoured columns relv on this peeuxhem dump to e’.el tv:ween r e>. 1 cm be iotrv'ved 

then friendly forces can seize the initiativ e in coming battles Each ol these obxv:ives sho.de, :v ireaitc a smai; building vvuh an 
Armour value of 1 2 and a Transport Capacity ofo \X henever one of these obvcr.w' has :> Vrmou: value reduced due to j roU on 
the Vehicle Damage table, the Defender nuv place a single L rgc Blast s’ marker an\ns here within e ot the on <\t.vv referencing 
a spill of flaming petrochem. 1 lus Large Blast marker remains in pWe until the beginning ot the nex: Shooting ptusr o; the paver 
who caused it to be placed, until that point the area it cov ers is counted a^ Km’ii dc* . . : :e::.«:n and dangerei. > :run. anc ail 

lines of sight that pass through it due to the billowing smoke clouds 



















































Battles in the Age of Darkness: Strategic Raid Mission - Combat Extraction 

all wan are decided b teats of arms. In a struggle such as that we hat/e embarked upon. subterfuge f deception and mfngw«r may well decide the fate of the 
galaxy, while the greatest wamon ever knotvn stand impotent * 

Unidentified Alpha Legion Commander 


Norm' resources are foo valuable to simply destroy. 
Unique and ancient examples of lost technology, 
enemy biff It plans and n>en defectors are all 
(ipparfwm/iei to bring the Impenum's first ctvtl 
war to a swift conclusion - opportunities neither 
side can afford to ignore. 

The Armies 

Strategic Raid missions are best suited 
for games of 1,500 * 2,000 points. Before 
beginning play one army should be identified 
as the Raider force and the opposing army 
as the Garrison force, either by the choice of 
the plavers involved or by rolling off, with 
the winner picking which side they will 
represent 


The Battlefield 

Players should determine the deployment 
map to be used, as noted on page 179, and 
deploy any player-owned fortifications 
before setting up terrain. For games using 
the Strategic Raid missions, it may be 
advantageous to use a generous amount of 
terrain, placed to provide a variety of tactical 
opportunities to both sides. 

After placing all terrain and fortifications 
onto the table, the players should determine 
what rvpe of objectives are to be used (see 
page 185) and deploy D3+2 objectives, with 
the Defender placing the first and then 
alternating until all the objectives have 
been placed All of the rules regarding the 
placement of objectives in the Warhammer 
r o,ooo rulebook should be observed when 
placing objectives for this mission. 


First Turn 

The player who deployed first takes the first 
turn, unless the opposing player can Seize 
the Initiative (see the Warhammer 40.000 
rulebook). 

Game Length 

This mission uses the Variable Game Length 
rules presented in the Warhammer 40,000 
rulebook. 

Victory Conditions 

A Combat Extraction mission represents a 
precision assault with the intent of seizing 
and escaping with an item of extreme tactical 
value. At the end of the game, the player 
who has scored the most Victory points 
has won the game. If both players score the 
same number of Victory points, the game is 
a Draw. 


Deployment 

Before deploying their forces, each player 
should first roll for their Warlord Traits and 
psychic powers w'here necessary. Then, roll 
off to decide which player chooses to deploy 
first or second. The player w'ho deploys first 
deploys their entire army, except any units 
that are held in Reserve, after which the 
second player deploys in the same manner. 


Primary Objectives 
At the end of the game, the players score 
3 Victory points for each objective that is 
both under their control and within their 
deployment zone. 

Secondary Objectives 

First Blood, Slay the Warlord and 

Linebreaker. 


Rules for deploying into fortifications and 
Transpons or using the Infiltrate or Scout 
special rules can be found in the Warhammer 
40,000 rulebook. 


Mission Special Rules 

Reserves, Night Fighting and Strategic 
Assets. 




























































Strategic Assets 

Objectives in a Combat Extraction mission represent small objects or in some cases people that are far more p ruble th in ru*t ob’ectn 
used in other Warhammer 40x100 missions. Unless otherwise stated in the objective s specific rule-, anv unit that ha- at least r,e Intarrrv 
model in contact with an objective in a Combat Extraction mission and no models in contact or in combat with an enerov model r enemv 
unit may take possession of the objective. Whilst a unit has possession of an objecnve the objective moves with them and remains r, 
the table in base contact with one of the models in the unit If a unit in possession of an objective is ie-tr wed a parr : j -r r tin* aftack 
the objective is left in place on the tabletop and is considered to be controlled bv neither plaver. If 3 unit n possess or t an btecnve > 
destroyed in close combat, then the objective is transferred to any one of the enemv units in combat with it a hen it a- as iecruved 

A unit in possession of an objective may transfer the objective to a friendly Infantry unit within 2’ and at the beginning : :re M men; 
phase before any units have been moved, as long as the target unit is not engaged in dose combat embarked r 2 fraror n r .r. .1 ru.idirg 
or fleeing (note that an objective may only be transferred in this fashion once per game rum' An sbiecrvc mav be prmnt 1 ''rirs---rr 

vehicle or building as long as it does not have the Fiver type and as long as it is present with 2 unit 0* lnfanrn mode's \n rmr.ve mav net 
leave the table under any circumstances (the raiders must await extraction in their deploy ment zone ar i :r. the pos^essic n of 1 unit that 
flees the table, it is left on the table at the point at which the unit exited In order to cbim control of ar. objective m 1 i. mba: Extrat nor 
mission, an objective must be in the possession of a friendly scoring unit that is not within 3“ of an enemv denial unit 

When playing a Combat Extraction mission, players should determine the exact nature of the objective bv e: trier rolling r the following 
table before placing any objectives on the battlefield, or selecting an entry that is acceptable to both pbvers :zv ei re? or- irz w \ng rr.em 
Unless otherwise agreed by the players involved, only a single result should be determined using the table - this result > ipphed to all 
objectives in play: 

D6 Objective Type 

1-2 STC Imprint Ark: Tins delicate device is used to hold fid! technical specifications for the rarer vehicles and weapons empfaped hy the tnme* 
the Imperium and is a valuable pnre, one that can easily be used to turn the tide of any campaign. 

In addition to all other rules regarding objectives in a Combat Extraction mission whene • er 2 uni: r ~ . - - - - v T — rr.r ’ 

Ark objective takes wounds as either part of a Shooting attack or whilst in combat w.tr. ar erer- ur : :.;-h a r - Er tr.e < ore : . 

the objective is worth one less Victory' point at the end ot the game - this can reduce the value : ar . tree: . e :c 

3-4 Encrypted Battle Plans: W lullier contained on o^finally sealed porch- t - 

telepathic sending, the details contained within these plans ivould be enough to ensure noton m hanies acress the 

In addition to all other rules regarding objectives in a Combat Extraction mission ar. ur.t i~ 1: iec.arv-. . r--:... r.-rgr ar. ar. 

enemy unit in possession of an objective gains the Furious Charge special rule tor the renuir.ier of :~at garter turn, 

5-6 Vital Defectors: Many non-combatants have been deemed vital tor the prosecution c r c u j t ; : . • ;u: 1 t*uw 

possession or due to their unique skills. Willingly or not, these individuals must be rrmcn ei *vm tre tmem> * v; : i 

In addition to all other rules regarding objectives in a Combat Extraction mivsior. ar.. unit in p>^s;cR ot ar eEecr.ve raust red 
2D6 whenever it moves, moving a distance equal ro the highest roiled dice ar.i mav rot i\ur .r acimon : m oc-ecro^e ot :hi> npe 
is present in a unit that anempts to embark on a Transport vehicle, then the objective :> :rec:ei a> 2 vercra:.* E.urrr a ren 

determining it the unit will fit inside the Transport. 



























Battles in the Age of Darkness: Strategic Raid Mission - Forlorn Hope 

"The strength and disposition of a defending force can only he determined by an expenditure of lives; this o flic blood-red arithmetic of war" 

Perturabo, Pn march of the Iron Warriors Legion 


When an enemy goes to ground, surrounding deployment zone. This Breach objective 

himself with high walls ami fell weapons, an may be placed within any distance of either 

attacker faces an imfcnou'n gawnf/cf fliaf can a board edge or another objective, otherwise 

I reduce ei>en an overwhelming assault to tatters. all of the rules regarding the placement of 

Bcfmr committing the hulk of his forces, a canny objectives in the WaWiammrr 40,000 rulebook 

general wiB first dispatch a small forte to test the should be observed when placing objectives 

1 enemy’s defences and map their strongpennts. Such for this mission, 

an attack i> often named a [forlorn hope as there is 


little chance those chosen can defeat the enemy or 
return alive. 

The Armies 

Strategic Raid missions are best suited 
for games of 1,500 * 2,000 points. Before 
beginning play, one army should be 
identified as the Raider force and the 
opposing army as the Garrison force, either 
by the choice of the players involved or by 
rolling off, with the winner picking which 
side they will represent. 

The Battlefield 

Players should determine the deployment 
map to be used, as noted on page 179, and 
deploy any player-owned fortificarions 
before setting up terrain. For games using 
the Strategic Raid missions, it may be 
advantageous ro use a generous amount of 
terrain, placed to provide a variety of tactical 
opportunities to both sides. 


Deployment 

Before deploying their forces, each player 
should first roll for their Warlord Traits and 
psychic powers where necessary. Then, roil 
off to decide which player chooses to deploy 
first or second. The player who deploys first 
deploys their entire army, except any units 
that are held in Reserve, alter which the 
second player deploys in the same manner. 

When deploying, the Defending player must 
place at least half of their units into Reserve. 

Rules for deploying into fortifications and 
Transports or using the Infiltrate or Scout 
special rules can be found in the Warhammer 
40,000 rulebook. 

First Turn 

The player who deployed first takes the first 
turn, unless the opposing player can Seize 
the initiative (see the Warhammer 40,000 
rulebook). 


scouting his positions. At the end of the 
game, the player who has scored the most 
Victory points has won the game. If both 
players score the same number of Victory 
points, the game is a Draw. 

Primary Objectives 

At the end of the game, the players score 1 
Victory point for each Strongpoint objective 
under their control. 

In addition, if the Attacker claims control of 
the Breach objective at the end of the game, 
that player scores an additional 4 Victory 
points. The Defending player scores no 
Victory points for controlling the Breach 
objective. 

Secondary Objectives 

First Blood, Slay the Warlord, Enduring 

Hope and Linebreaker. 

Enduring Hope: The Attacking player 
scores an additional Victory point if at least 
half (rounding down) of the units they began 
the game with are still in play at the end of 
the game. 

Mission Special Rules 

Reserves, Night Fighting and High Alert. 


After placing all terrain and fortifications 
onto the table, the players should deploy 
D3+2 Strongpoint objectives, with the 
Defender placing the first and then players 
alternating unriJ all the objectives have been 
placed. 

Once all Strongpoint objectives have 
been placed, the Defender should place a 
single Breach objective anywhere in their 


Game Length 

This mission uses the Variable Game Length 
rules presented in the Warhammer 40,000 
rulebook. 

Victory Conditions 

A Forlorn Hope mission represents an attack 
made by a small, expendable force with the 
intent of testing the defenders’ resolve and 


High Alert: Whenever one of the 
Defender’s units is completely destroyed 
by an enemy unit, it is immediately 
placed into Reserve instead ol being 
removed from play - it may re-enter 
play from Reserve normally, at full 
strength and with all wargear the 
original unit possessed. Units may 
re-enter play multiple rimes if they are 
destroyed several times over the course 
of the game. 

























































Battles in the Age of Darkness: Strategic Raid Mission - Headhunting 

"Win’ll you luilllr a serpent, the surest path to triumph is to tear off its head. Tins is just as true for armies as it is for the great brake* fFenm 




Amongst the enemy force are warriors whose 
fame and feats of arms inspire their comrades and 
intimidate those sent agonist them. The removal 
of these champions could easily tilt the Balance of 
fighting, demoralising the foe and in turn lending 
new zeal to allies. 

The Annies 

Strategic Raid missions are best suited 
for games of 1,500- 2,000 points. Before 
beginning play, one army should be 
identified as the Raider force and the 
opposing army as the Garrison force, either 
by the choice of the players involved or by 
rolling off, with the winner picking which 
side they will represent. 

The Battlefield 

Players should determine the deployment 
map to be used, as noted on page 179, and 
deploy any player-owned fortifications 
before setting up terrain. For games using 
the Strategic Raid missions, it may be 
advantageous to use a generous amount of 
terrain, placed to provide a variety of tactical 
opportunities to both sides. 

Deployment 

Before deploying their forces, each player 
should first roll for their Warlord Traits and 
psychic powers where necessary. Then, roll 
off to decide which player chooses to deploy 
first or second. The player who deploys first 
deploys their entire army, except any units 
that are held in Reserve, after which the 
second player deploys in the same manner. 


Once all models have been deployed, the 
Defender must roll for and select a number 
of Champions - the Attacker s targets in this 
mission - see Primary Objectives for more 
details. 

Rules for deploying into fortifications and 
Transports or using the Infiltrate or Scout 
special rules can be found in the Warfutmmer 
40,000 rulebook. 

First Turn 

The player who deployed first takes the first 
turn, unless the opposing player can Seize 
the Initiative (see the Warhammer 40,000 
rulebook). 

Game Length 

This mission uses the Variable Game Length 
rules presented in the Warfiamrmr 4 0.000 
rulebook. 

Victory Conditions 

A Headhunting mission represents a small 
force attempting to eliminate those members 
of an enemy army that have achieved some 
renown amongst their fellows. damaging 
both the enemy’s morale and ability to fight 
At the end of the game, the player who has 
scored the most Victory points has won the 
game. If both players score the same number 
of Victory points, the game is a Draw. 


Umar Half-hand, Huscarl of the Space Walm Legion 

Primary Objectives 
Before beginning play, roll D3+1. The 
Defending player must nominate a number 
of models among their force with the type 
Infantry Character or Vehicle Character 
equal to the total rolled - these are the 
Champions that the Attackers are seeking 
to slay, Each of the Champions begins play 
worth 1 Victory point each. The value of a 
specific Champion increases by -1 each time 
that Champion causes an enemv model to be 
removed as a casualrv. up to a maximum value 
of 6 Victory points Plavers mav find it useful 
to mark the current value of each Champion 
with a D 6 during plav. 

During plav. each Champion mar. re-rall 
anv one missed To Hit roll in either but not 
both the Shooting or .Assault prases ot each 
player turn. 

At the end of die game the Attacking player 
scores a number of Victory poer.r? equal to 
the total value of all Champions which have 
been removed from plav as casualties while 
the Defending p Laver scores a number of 
Victory points equal to the total value of all 
surviving Cham pons on the able who are 
not Falling Back 


Secondarv Objectives 

First Flood ari Sh*. the TTir ori 
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Battles in the Age of Darkness: Strategic Raid Mission - The Hunters at Bay 

I hose feu nnvtviv s <>f fliir g/trnaus victory a* Isshwi arr Buf gnats, Buzzing to and fro unfd nr dtvm fit to crush fhrm once anti for a//." 

Lffwfi rtapif Anvn Damasrine, Emperor's Children t 7 ,k Chapter Command Edn-/c> n 


S.w rjiti" yv heath tiwnc Joti'ine (wr> trapped 
and cut off twin thetr extraction point bv a 
prepared and urll organised enemy: The only hope 
for such a force ts to break through enemy lines 
and attempt to rendezvous until friendly forces 
outside of the kill zone. 

The Armies 

Strategic Raid missions are best suited 
tor games of i soo * 2,000 points. Before 
beginning plav, one armv should be 
idennfied as the Raider force and the 
opposing armv as the Garrison force, either 
bv the choice of the plavers involved or bv 
rolling off. with the winner picking which 
side thev will represent 

The Battlefield 

Havers should determine the deployment 
map to be used, as noted on page i “Q- and 
deploy any player-owned fortifications 
before setting up terrain. For games using 
the Strategic Raid missions, it mav be 
ad\ f antageous to use a generous amount of 
terrain, placed to provide a variety of tactical 
opportunities to both sides. 


Once all terrain is set up. but after 
deployment zones have been decided, the 
Raider plaver must place three objectives 
along any point on the table edge that is 
within the Defender’s deployment zone. 
None of these objectives may be placed 
within 12" of each other; if anv objectives 
cannot fit. then they are not placed. 

Deployment 

Before deploying their forces, each player 
should first roll for their Warlord Traits 
and psychic powers where necessary. The 
Defender deploys their entire army, except 
anv units that are held in Reserve, alter 
which the Raider player deploys in the same 
manner. 

Rules for deploying into fortifications and 
Transports or using the Infilrrate or Scout 
special rules can be found in the Warhammcr 
40.000 rulebook. 

First Turn 

The Defender takes the first rurn, unless the 
Raider plaver can Seize the Initiative (see the 
War hammer *o.ooo rulebook). 


Game Length 

This mission uses the Variable Game Length 
rules presented in the War hammer 40,000 
rulebook. 

Victory Conditions 
The Hunters at Bay mission represents the 
desperate attempts of the trapped raiding 
party to break through enemy lines and 
escape, with each objective representing one 
possible avenue of escape. At the end of the 
game, the player who has scored the most 
Victory points has won the game, if both 
players score the same number of Victory 
points, the game is a Draw. 

Primary Objectives 

At the end of the game, the Raider player 
scores 3 Victory points as long as they control 
at least one of the objectives. The Defending 
player scores 1 Victory point for each of the 
objectives they control. 

Secondary Objectives 

First Blood, Slay the Warlord and Last Man 

Standing. 

Last Man Standing: The side with the 
greatest number of surviving units on the 
table that are not Falling Back at the end of 
the game gains an additional Victory point. 



Mission Special Rules 

Reserves and Night Fighting. 


































Imperial Fisk Tactical Support Sergeant 


Sergeant Reinor 
> Squad, 135™ Demi-Company 
BA 5 noN Kvet, Manachea Lux 

Tht* 13 5 * h Demi-Company was a detached 
imperial Fists unit based at Bastion Kvet on 
Manachea Lux, a fortress designed to hold out 
against attack until relief arrived. The 135 th was 
configured around a core of Tactical and Heavy 
Support squads, supplemented by Tactical 
Support squads such as the 28 " l . The bastion came 
under heavy attack when the Warm aster’s hosts 
smashed into the Manachea Commonwealth. The 
Traitors pinned the small garrison units down 
with wave after wave of human troops, driven 
bv demagogues later identified as warrior lodge 
serpent priests, prior to attack by Sons oi Horus 
assault units. On the ninth day, Reinor assumed 
command of the dwindling bastion. Of his fate, 
little is known, other than he continued to lead 
the 135 th Company, fighting atop the sundered 
fortifications until the end, by which time the 
Imperial Fists were the last Loyalists to give their 
lives in the Manachea system. 

Sergeant Reinor is depicted here as per a pict- 
image recovered from Traitor forces. He is clad 
in Mk III Astartes power armour, with the 
crossed mace personal heraldry he was granted in 
recognition of his actions during the defence of 
the frigate Eon of Slone in 856. M 30. Note extensive 
battle damage sustained during the defence of the 
Bastion Kvet, including evidence of heavy injury. 

Panoply of War 

1. Power maul: Artificer wrought, Reiner’s 
signature weapon. 

2. Mars-Omega pattern Volkite Charger 























































Battles in the Age of 
Darkness: City Fight 


The wireof the Horus Heresy were fought Only a fool would fight for possession of a Battles in the Age of Darkness: City Fight 

, of Carrie grounds, city simply to claim it as a trophy, for the missions present a set of missions, as well as 

l ° SU terranean v aults. cost in blood and treasure of taking one is a number of alternative Force Organisation 

e **** e5, owever, were fought astronomical. Rather, such places represent charts, designed to take advantage of the 

Man in vv as most established, in strategic assets in their own right and their unique challenges and opportunities 

iities of the worlds of the lmperium, taking is guaranteed to have a wider effect presented by setting a game in the rubble- 

Some wre continent-spanning hives and upon the general war effort. If a cit v is choked environs of a city being consumed by 

f the lost Hark Age of the capital and seat of government of an total war. The missions represent the types 

1 1 i hnology where planetary populations enure world, system or even sector, taking of battles that were waged throughout the 

hid long huddled together for mutual it will send an incontrovertible message Horus Heresy as defined by the overarching 

protection qgata* the ravening horrors of to any aligned with that government and goals of the factions involved. In this sense, 

Id Night, while others were newer, brasher may precipitate the capitulation of entire they are more focused in scope and narrative 

monuments of architectural glory', the fruit* worlds. The city may be built around a in nature than the missions presented in 

the (.real Crusade and a new age of human well established ipaceport vital for moving other Warhammer 40,000 supplements, and 

Thus, warfare in 1 he dense supplies to and from that planet, in which players should, of course, feel free to use one 

environs of once m»p now swiftly ruined cav* ttldflg it reasonably intact will not only or both forms of game in their campaigns, as 

1 it jcs was common throughout the wan of deny its use to the enemy, but bolster the befits their own tastes. 

1 he Hot us 1 leresy and the Scouring which victor's own resources. Perhaps the city is 

follow cd it. bs the Vast armies of Loyalist* host to some other prized asset, which an 

and J t aitoi * ground one another to du*t lor attacker might wish to claim for themselves 
possesion of such vitally important centres. or deny to their foe. 


190 





mu 








Battles in the Age of Darkness: Playing a City Fight Mission 


These missions can be played as one-off 
games if both players wish to do so, or they 
can be played as part of an ongoing campaign 
as appropriate to the structure of that 
campaign. There are six missions to choose 
from, and like other types there are three 
possible forms of deployment, meaning no 
two games need be the same. Players can 
agree between them which combination of 
mission and deployment will be used in a 
game, or roll on the following tables: 

1)6 City Fight Mission 

i Crucial Ground 

i Judgement of Battle 

3 Purge by Fire 

4 Vital Prize 

5 Fortress of Blood 

6 The Death Throes 

D6 Deployment Map 
i-2 High Ground 
3-4 Domination 
5-6 Deadly Ground 

The rules and advice regarding playing 
missions presented in the Warlut miner 40,000 
rulebook also apply to Battles in the Age 
of Darkness: City Fight missions, unless 
specifically stated otherwise. The guidance 
lor placing terrain is diiterent however, to 
reflect the dense environs in which these 
battles are fought 


1 n all cases, in addition to the listed victory 
conditions for any particular Battles in 
the Age of Darkness: Ciry Fight mission, 
completely destroying the enemy is always a 
complete victory. 

Battles in the Age of Darkness: 

City Fight Secondary Mission Objectives 
I n addition to the Secondary Objectives 
described in the War hammer 40&00 rulebook. 
some Battles in the Age of Darkness: City 
Fight missions feature several additional 
Secondary Objectives: 

Take the City 

At the end of the game, every ruin on 
the battlefield that is occupied earns the 
occupying unit s side 1 Victory point. 

* An individual ruin is counted as occupied 
if one or more scoring units have the 
majoriry of models within the ruin, and no 
enemy scoring units can claim likewise 

Last Man Standing 

The side with the greatest number of 
surviving units at the end of the game gains 1 
extra Victory point. 

Attrition 

The army which has destroyed the highest 

number of enemv units at the end o: the 

# 

game gains 1 additional \icton point 


Attacker and Defender 

Some of the Battles in the Age el Darknc** 

City Fight missions identify one stde as 
the Attacker and the other as the Defender 
placing specific set-up or victor." condition* 
on them. Because a battle to corsm 1 . 2 or. can 
rage constantly back and forth and switch tn 
an instant these roles need not be taken too 
literally. An armv which has attacked a city 
and penetrated deep into its interior might 
find the tables rumed as enemv reserve units 
dose in upon it from all directions, toocir.g 
the lead units of its advance to dig :n and 
assume a defensive stance 

In a campaign, the role of the .Attacker or the 
Defender can be determined bv the c ngoing 
strategic situation, or players car agree 
between themselves or roll oft to determine 
which side will take w hich stance 
















































r Alternative City Fight Force Organisation Charts 

i j see non pre«.enrv two newoptional Force Organisation charts that players might like to try when playing a Battles in the Age ol Darkness: 

f | Orv 1 ight mission 7'hese charts reflect the different ways armies might organise themselves or adapt to the specific challenges of this 

environment and present the player with an additional range of options. Both types* use is subject to the general rules for using detachments 
as described in the WarhtittvritT ^ox*oo ruiebook and, in addition.gain the noted Command Benefits. Both oi these charts present the only 


detachments, both in tvpc and number. %vhi 

F J Incursion Force 

An Incursion Force is a focussed, ad hoc 
grouping of units intended to afford one 
another murual support in the dense setting 
of a ruined city On such a battlefield, 
conventional formations break down as 
squadrons of tanks, for example, are easily 
outflanked by roelta bomb-armed infantry, 
artillery batteries are unable ro effectively 
target foes they cannot observe and infantry 
units struggle to bring heavy weaponry to 
bear on fortified positions. One answer to 
this problem is ro form small battle groups 
that represent a microcosm of an army and 
operate for mutual support and protection, A 
single rank protected from enemy infiltrators 
bv experienced allied infantry squads makes 
a formidable force much more potent than its 
small size might suggest. 

The Incursion Force detachment is 
appropriate for use by attackers and 
defenders alike, representing as it does 
veteran warriors with experience or training 
in operating in the fraught and treacherous 
environment of an urban war zone. 

Restrictions 

All units chosen must be of the same Faction 
(or have no Faction), Only a single Praetor 
may be taken, and no Legiones Astartes Rites 
of War may be employed. 

C ommand Benefits 

Objective Secured: All Troops units from 
this detachment have the Objective Secured 
special rule. A unit with this special rule 
controls objectives and occupies a ruin, even 
if an enemy scoring unit is within range of 
the objec tive marker or has models in the 
ruin, unless the enemy unit also has this rule. 

Close C oordination: Infantry units from 
this detach men r gain the Interceptor rule 
when within 6 of any vehicle from the same 
sub*detachment, but only when firing at 
enemy infantry models. 


i may be employed while these optional charts are 

Entrenched Force 

This detachment type represents an army 
that has 'gone to ground in the shattered 
remains of a city, taking full advantage of the 
dense, confused environs and forcing the 
cnemv to engage them on their own terms. 
The warriors of this force know every rat run 
and bolthole in the area and have organised 
themselves to fully exploit the brutal, bloody- 
handed tactics necessary to fight and win in 
such an unforgiving battle ground. 

This detachment is most appropriate to those 
defending their own dry, representing forces 
which have taken shelter from a massive 
bombardment and emerged to make a stand 
against the enemy armies forced to weed 
them out one ruin at a time. Having said 
that, in a prolonged city fight either side 
could become entrenched as even an attacker 
initially unfamiliar with the lay of the land 
soon learns how best ro take advantage of it, 
or else perishes. 

Restrictions 

All units chosen must be of the same Faction 
(or have no Faction). The compulsory Heavy 
Support choice must be a unit with the 
Infantry type. 

Command Benefits 

Objective Secured: All Troops units from 
this detachment have the Objective Secured 
special rule. A unit with this special rule 
controls objectives and occupies a ruin, even 
if an enemy scoring unit is within range of 
the objective marker or has models in the 
ruin, unless the enemy unit also has this rule. 

Entrenched: On the first game rurn only, 
all units with the Infantry type in this 
detachment gain a +i bonus to cover saves 
granted by ruins, defence lines, craters, 
battlements and barricades, up to a maximum 
of 2*. 


in use. 

Other Force Organisation Charts in 
Battles in the Age of Darkness: 

Cm' Fight Missions 

Players are entirely free to use other Force 
Organisation charts in their City Fight 
missions, and in most cases the Age of 
Darkness Force Organisation chan presented 
in The Horns Heresy Booh One - Betrayal is 
perfectly appropriate, although players will 
find themselves needing to adjust their 
normal tactics to adapt to the setting. 

In addition to the Age of Darkness Force 
Organisation chart, there are several 
other optional charts that could be used, 
in particular those found in the Homs 
Heresy Legiones Astartes: Crusade Army Lists 
supplement. The Onslaught chan, for 
example, could be used by an army that has 
smashed through a city’s outer defences and 
is pressing relentlessly ahead into the city 
proper in an effort to sweep all before them. 
Conversely, the Castellan Force Organisation 
chart can be used by a well-fortified defence 
force, in particular one ordered to hold the 
outer wall or a vital location inside the city. 

For a very unusual and highly entertaining 
type of game, one or both sides could 
use the Leviathan Force Organisation 
chart, representing a number of super¬ 
heavy war machines such as a maniple of 
Titans bestriding a ruined city, crushing 
enrire buildings with their every step 
and unleashing weapons of apocalyptic 
destruction upon their foe. 










































Optional Incursion Force Organisation Chart 



Primary Detachment 
(required) 


1 



® 

Attala 





Optional Entrenched Force Organisation Chart 



Primary Detachment (Required! 

• Compulsory 4 . One sub* detachment .vhich 
must contain i HQ*, i Troops. 1 Heaw 
Support 

• Optional. +i Troopv -i Elites. ♦ i Fa^t Attack 
Optional Additional Sub-detachments 

• +2 sub-detachments as above. 

•Only otic HQfhoue may be a Praetor No Legumes 
Astartes Rites of War may He used m conjunctum 
U'lfh this Force Organisation chart 

Lords of War Detachment Optional » 

• i choice 





P 




.Allied Detachment (Optional) 

• Compulsory: i HQ., t Troops 

• Optional: *i Troops -1 Elites. *i Fa<r Attack 

Heavy Support 



Primary Detachment Required 

• Compulsory: : HQ 2 Troops : Heaw 
Support* 

• Optional: -4 Troops. *2 Elites, -t Fi«t \nac s 
^2 Heaw Suppon 

*This must he an In'ontr* unit 

Fortification Detachment Optional 

• 3 Fortifications none or wmch 3u\ nave the 
Mighty Bulwark speaal rule’ 

Lords of War Detachment Optional 

• i choice 

Allied Detachment Optional 

• Compulsory: Q ',-ov> 

• Optional * i Troopv * L’.:e> : ViUv* 


Fortification 

(optional) 
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Bathes in the Age of Darkness: Placing City Fight Terrain 


When setting up battlefield terrain to 
represent the dense environs of a war- 
shattered rirv the ideal is to have the tallest 
buildings clustered close to the centre of the 
table in order to break up lines of sighr and 
encourage both sides to get to grips with one 
another to achieve their objectives. 

The ma jorin' of the missions that follow 
call for the capture of one or more ruins, 
and the alternative deployment maps will 
often define one or both sides’ deployment 
zone not as an area on the tabletop, but as a 
number of ruins. 

Players are free to set up terrain in any 
manner they wish, but might like to use this 
svstem to achieve a suitable set-up. First, 
the plavers should roll off, and the winner 


should select the tallest city ruin they have 
available and place this in the centre of the 
table. The players then take it in turns to 
place any other ruins they wish between 2" 
and 12" of another (2” makes for an alleyway 
only infantry can negotiate, and 12" allows a 
super-heavy vehicle to rumble through the 
city). Once all of the ruins are placed, players 
can place other items, in particular rubble, 
craters and other debris, rules tor which can 
be found in the WarJiammrr 40,000 rulebook. 
In addition to these, the Mysterious Terrain 
described in The Hants Heresy Book One - 
Betrayal can be utilised, as can the Mysterious 
Wreckage detailed on page 206, 

if players have access to the Realm of Battle 
Cityscape tiles made by Forge World, they 
might like to adjust the set-up slightly to 


take advantage of the topography of* these 
sections, some parts of which represent open 
areas such as roads or plazas, while others are 
ideal for placing city ruins on. 


Home Tabic Edge 

Whichever deployment type is used, the 
player who deployed first must choose 
a single fable edge as their home table 
edge for the purposes of determining 
the direction of Fall Back moves and for 
units entering play from Reserve. 

The opposing player then uses rhe 
opposite table edge to the one chosen 
by the player who deployed first as their 
own home table edge. 


































































Battles in the Age of Darkness: City Fight Deployment Maps 



High Ground 

if players are using this deployment map, 
they should mutually agree or rolJ-off to 
determine which player’s force is holding the 
High Ground at the start of the game. This 
player chooses a single ruin anywhere on the 
table. The entire area within 18" of the centre 
of this ruin is that player’s deployment zone. 

The other player’s deployment zone is 
anywhere on the table not within 18" of the 
first player’s deployment zone. 





i 



i 











Domination 

When using this form of deployment, roll 
off to determine which player’s force is 
dominating the area at the start of the game. 
This player chooses up to half of the ruins 
on the table as their deployment zone. Note 
that the open ground between each ruin is 
not part of this deployment zone, only the 
interior of the ruins themselves. 

The other player then chooses any remaining 
ruins as their deployment zone. 

Players may find it convenient to mark the 
ruins they have each chosen to deploy into 
with a marker or counter of some sort, until 
deployment is complete. 



Deadly Ground 

When using the Deadly Ground deployment 
map, roll off or agree on which player’s torce 
is holding the so-called safe ground and 
which is stuck out in the deadly ground. The 
player whose forces are occupying the sate 
ground chooses a long table edge and has 
as their deployment zone all ruins entirely 
within i2 M of this edge. The same player may 
now re-position up to D3 ruins anywhere on 
the table not in their own deployment zone, 
so long as there remains at least one ruin in 
that area. The other player’s deployment /one 
is the area up to 24" on from the opposite long 
table edge. 
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Battles in the Age of Darkness: City Fight Mission - Crucial Ground 

U wttfvi't fhi Uiptf <m Mav*u 9 «<*a. M it* piwnrthium tromit nedfs made it the key to the entire Dllan Plafcau. I In v «*> fhat flu* K ™ t,,m s P nv J<’H. it 
h * q * into a funzwl pw ami Hu* fiw of it' doitli fOiiltl tv <«vti fioin orbit. 

Minin* Sergeant G regime, 9H" 1 Solar Auxilta Cohort (The’ Kmg~Makm) 


I hh «if> i\ Innt to mimm'K' rifiit imfiillaiiotn, 
fnwt detente arvnah to mditf trial vtoragr depot* 
InenfiiMy. 'in h iites *ttt»*i« f the attentions of those 
letio would (hum them for fliermelue*, TVttitorx 
ami l ouihsts ahG fighting to the la*t drop of Mood 
to la tar ami lOnfrol surh fractal jLjnu/mi 

The \rmie> 

Armies are chosen according to the 
guidelines described m I lie Horns Heresy Book* 
One Bcfnmil. Games can be plaved within 
am agreed points limit, but the dense terrain 
ansi wide availability ot cover makes it most 
suttevl to armies ot between i,soo 4,000 
points, 


The Battlefield 

Terrain is placed according to the guidance 
given on page 104, and the deployment map 
chosen (see page ius). 

The players then take if in turns (rolling 
off to determine which player does so first) 
identifying a total of l>u 1 ruins or buildings 
(which may not be player-controlled 
fortifications) anywhere on the table, I hose 
are the key buildings which both sides are 
attempting to control in the battle, and as 
each is identified, the player that sloes so 
chooses one of the building types on the 
table on the opposite page and applies any 
special rules it possesses. 

Deployment 

Before deploying any forces, each player 
should roll tor their Warlord Trails and 
psychic powers where necessary. Then, roll 
off to decide which plaver chooses to deploy 
first or second. The player who deploys first 
deploys their entire army, except any units 
that are held in Reserve, alter which the 
second plaver deploys in the same manner. 


First Turn 

The player who deployed first may choose to 
take the fust or second turn. U they decide 
to take the first turn, their opponent may 
attempt to Seize the Initiative (as explained 
in the Wurliammn 40,000 rulebook). 

Game Length 

This mission uses the Variable Game Length 
rules, as described in the Wurhu mmer 40.000 
rulebook. 

Victory Conditions 
At the end of the game, the player who has 
earned the most Victory points wins the 
game, if both players earn the same number 
of Victory points, the result is a Draw. 

Primary Objectives 

At the end of the game, each occupied target 
building earns the controlling side 2 Victory 
points. 

Secondary Objectives 

Slay the Warlord, Attrition and Last Man 

Standing. 

Mission Special Rules 

Reserves 










































Tlu- player dele ruling a key budding chooses any one of the following special rules to apply to it. Each type of building is numbered on the 
chart, allowing for the result to be randomised should both players wish. 

1 City Defence Armoury: What remains of this structure is littered with ammunition casts, power packs and feed lines aibwmg mops tenth m 
to maintain a prodigious rate of fire without consideration of expending their own supplies. 

A unit occupying a City Defence Armoury re-rolls To Hit rolls of l in the Shooting phase. 

2 Promethium Storage Depot: The shattered rockcrete of this ruin is threaded with exposed promeihium conduits fed from bulk storage tanks 
sunk in the ground below. By bleeding off controlled amounts of fuel, troops can overcharge the pressure on certain weapons, i? :hr. ire willing to 
risk the perils of doing so. 

Any flamer weapon fired by a non-vehicle model occupying the Promethium Storage Depot in ihe Shooting phase can change its 
weapon type from Assault to Heavy, or from Pistol to Heavy. If it does so, the weapon gams the Torrent special rule .r*.': the end 
that phase. 

Each time a unit successfully makes a cover save on a roll of 6 while inside the depot roll a further D6 On a roll of i. the she r has 
breached a fuel conduit and the unit which made the cover save immediately suffers an additional Dfc Sir y AP 5 hirs with the 
Ignores Cover special rule. These additional hits use Random Allocation, and vehicles are hit on their Rear Armour facing 

3 Vault of Strife: Willtm flu* nun arc scattered numerous artefacts of the Ag xked away with ihe coming of Imperial Truth, but now 

released by the unleashing of war : They include the writings of madmen and despots, accounts of their Hem he deeds and relies at their awful crimes 
To look upon evidence of such times is to he reminded of the horrors of Old Night and to risk the loss of sanity itself 

All units occupying the Vault of Strife cause Fear. 

4 Medicae Facility: Though devastated like so much of the city, this medicae facility still contains sufficient automated chirugmsc machines and 
apothecarion supplies to tend the wounds of the most grievously injured who can reach sanctuary there. 

All units occupying the Medicae Facility gain the Feel No Pain special rule. If thev already have this special ru.c :hev gam a - : 
bonus to it, up to a maximum ot 3+. 

5 Generatorum: The ruin i' host to what remains or a power generator facility and some of its sub-systems r emain fa irhownl S i —tang pow e r 
front these feeds 1 it to the intake of an energy weapon is hazardous, but when the situation dictates, some u uncrt u:.. ta<e tea: rtsk. 

Las weapons, melt a weapons and plasma weapons as listed in the Warhamme - rule hook ar.i T :, .e Hey* ?;;i: ?*re - 

Betrayal) may add +1 to their Strength when fired by a unit occupying the Generatorum However l: this h-~.u> :> used me*, gi.r. 
the Gets Hot rule (or in the case of weapons that already have it. the model suiters damage or. a To Hit roll or 1 or ; 

6 Vox Relay Node: The smashed pict-slates and hissing vox-grilles adorning the mtenoret: srrucruw ’‘-.ex * rne . * 1 

communications hub. Those wamors with the training to do so can patch into u hat irnuins e* ncru w:u-e ::: .yv^am.atc :nc 
depioy^ment of allied units. 

A player with a unit occupying a Vox Relay Node may re-roll Reserves. Outflank arc Peer Stride Scaner ;::e r me .arter case .: .s 
only the Scatter dice itselt that is re-rolled, not the distance). 


























































Battles in the Age of Darkness; City Fight Mission - Judgemen r of Battle 

I (Art not Id Infer this plm. I rare roily In daughter its defenders And to tlcanse its worthless streets with then weakling Wood.” 
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Tin- ordtr Ini' been gum - the city is to be 
destroyed one building at a tune, no stone is to 
be left standing upon another Wlirther it is the 
vengeful servants of the Wamasfer setting all to 
the torch, or Loyalists determined to deny the nh 
to the Traitors, the attackers swarm through the 
city one sector at a fiwtf, a waw of devastation left 
m their ivafec. 

The .Armies 

Armies are chosen according to the 
guidelines described in The Horus Heresy Boole 
One - Betrayal. Games can be played within 
anv agreed poinrs limit, blit the dense terrain 
and wide availability of cover makes it most 
suited to armies of between 1,750 - 3,000 
points. 

In this mission, one side should take the role 
of the Attacker and one the Defender. Which 
side takes which role can be agreed between 
the players or rolled for randomly. If the 
mission is being played as pan of an ongoing 
campaign, this may be determined by the 
campaign s own rules, 

The Battlefield 

Terrain is placed according to the guidance 
given on page 194. and the deployment map 
chosen (see page 195). 

Deployment 

Before deploying any forces, each player 
should roll for their Warlord Traits and 
psychic powers where necessary. Then, roll 
off to decide which player chooses to deploy 
first or second. The player who deploys first 
deploys their entire army, except any units 
that are held in Reserve, after which the 
second player deploys in the same manner. 


Avstiidf Captain [yran Mur, 45"' Company, Legioties Astartes Sons of Horns 


First Turn 

The player who deployed first may choose to 
take the first or second turn If they decide 
to take the first turn, their opponent may 
attempt to Seize the Initiative (as explained 
in the Warhammer 40,000 rulebook). 

Game Length 

This mission uses the Variable Game Length 
rules, as described in the Warhammer 40,000 
rulebook. 

Victory Conditions 

At the end of the game, the player who has 
earned the most Victory points wins the 
game. If both players earn the same number 
of Victory 1 points, the result is a Draw. 


Primary Objective: By Flame and Shell 

Every building that is aflame (see Mission 
Special Rules below) at the end of the 
game earns the Attacker 1 Victory point. 
Every building that is demolished earns 
the Attacker 2 Victory points (which is not 
cumulative with being set aflame). 

Every building that has neither been set 
aflame nor demolished at the end of the 
game earns the Defender 1 Victory point. 

Secondary Objectives 

Slay the Warlord and Attrition. 

Mission Special Rules 

Reserves, Setting Ruins & Buildings Aflame, 

and Demolishing Ruins & Buildings. 


Setting Ruins & Buildings Aflame 

In order to set a ruin or building aflame, an Attacking infantry unit must end its 
Movement phase with at least one model within or in base contact with the terrain piece. 
When this occurs, roll a D6. On a 1, the flames have failed to catch this turn. On 2+, the 
target is set alight and should be marked as such with a token or other suitable marker. The 
terrain piece immediately becomes dangerous terrain if it was not already. In addition, the 
terrain piece now blocks line of sight entirely for any model shooting through it (targets 
within may still be targeted normally but gain the Stealth special rule if they do not have it 
already while within the terrain piece). 

Demolishing Ruins & Buildings 

In order to entirely destroy a ruin, an Infantry unit must spend an entire turn within or in 
base contact with it without performing any other actions at all, representing them placing 
a demolition charge. At rhe start of each of the Attacker’s subsequent player turns, roll a D6 
for each charge placed. On a result of 4+, the charge explodes and the ruin is demolished. 

A demolished ruin should be replaced with a suitable area of rubble if one is available, 
but if not (or if the terrain piece cannot be physically removed from the table) its cover 
save is reduced to 6+ and it is ignored lor the purposes of drawing line of sight. Models 
may still occupy its levels, but it is assumed these are so ramshackle as to afford very little 
cover. Buildings are destroyed as per the rules given in the Warhammer 40,000 rulebook, 
or alternatively by the rules found in the Stronghold Assault expansion - decide which by 
mutual agreement before the game begins. 
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Battles in the Ace of Darkness: City Fight Mission - Purge by Fire 

“ I In* defenders of Iff I live Borca were afforded a rare luxury, rhey were given the chance to surrender. They spumed my generosity and so the afv* r ivithdraur 
They shall not have a second chance." 

Warsmith Karovon, Legumes Astartes Iron Warriors 


t he city niust he taken m as mtacl a state as 
is possible, every fast defender cleared from its 
buildings with flame, bullet, blast and shell. The 
Warm aster demands cohorts of workers to tend his 
w eapons-forges, while those still loyal ioTerra seek 
to cling on to what they can. 

The Armies 

Armies are chosen according to the 
guidelines described in The Honts Heresy Book 
One - Betrayal. Games can be played within 
any agreed points limit,but the dense terrain 
and wide availability of cover makes it most 
suited to armies of between 1,750 - 3,000 
points. 

The Battlefield 

Terrain is placed according to the guidance 
given on page 194, and the deployment map 
chosen (see page 195). 


Deployment 

Before deploying any forces, each player 
should roll for their Warlord Traits and 
psychic powers where necessary. Then, roll 
off to decide which player chooses to deploy 
first or second. The player who deploys first 
deploys their entire army, except any units 
that are held in Reserve, after which the 
second player deploys in the same manner. 

First Turn 

The player who deployed first may choose to 
take the first or second turn. If they decide 
to take the first turn, their opponent may 
attempt to Seize the Initiative (as explained 
in the Warhammer 40,000 rulebook 

Game Length 

This mission uses the Variable Game Length 
rules, as described in the Warhammer +04100 
rulebook. 


Victory Conditions 

At the end of the game, the player who has 
earned the most Victory points wins the 
game. If both players earn the same number 
of Victory points, the result is a Draw 

Primary Objectives 
At the end of the game, each side gains 1 
Victory points for each enemv unit with 
the Infantry type other than Independent 
Characters) that thev have completely 
destroyed. For any other unit thev have 
destroyed by the end of the game-, thev earn 
Victory point. 

Secondary Objectives 

Take the Ory. Slay the Warlord and 
Linebreaker 

Mission Special Rules 

Reserves. 












































1 ' Battles in the Age of Darkness: Citc Fight Mission - Vital Prize 
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"Vi'hat hy toimd in the mins of Sector 99-Z changed the course of the whole campaign. A single data-crystal , sealed with the highest cipher, which I myself held m 
mi vm hand, opened up the route to the outer systems and brought about the defeat of semi entire Traitor anti y groups." 


Amongst the anarchy of battle, one side discovers 
an item of indescribable value to the ongoing war 
effort and determines to deliver it to safety at any 
cost The enemy leanu of the item s existence at the 
kit moment and commits all available resources 
to intercepting it Prrftap* the item will prove vital 
to the Warmaster’s lakjrmthme plans, unlock the 
next phase of a murderous campaign of conquest 
or perhaps am prove her to the ultimate defence 
o f the crucible of Humanity. 

The .Armies 

Annies are chosen according to the 
guidelines described in The Horus Heresy Booh 
One - Betrayal Games can be played within 
anv agreed points limit, bur the dense terrain 
and wide availability of cover makes it most 
suited to armies of between 1.750 - 3,000 
points. 

In this mission, one side should take the role 
of the Attacker and one the Delender. Which 
side takes which role can be agreed between 
the players or rolled for randomly. II the 
mission is being played as pan of an ongoing 
campaign, this may be determined by the 
campaign s own rules. 


Lasrifleman Eurtsit, 178 th Solar Auxiha Cohort (The Gate-Keepers) 


The Battlefield 

Terrain is placed according to the guidance 
given on page 104. and the deployment map 
chosen (see page 195). 


Game Length 

This mission uses the Variable Game Length 
rules, as described in the War hummer 40,000 
rulebook. 


The Defender then places an objective 
marker representing the object of the hunt in 
a single min or building anywhere they wish 
on the table, and declares its exact nature (see 
The Prize’ mission special rule opposite). 

Deployment 

Before deploying any forces, each player 
should roll tor their Warlord Traits and 
psychic powers where necessary. Then, roll 
off to decide which player chooses to deploy 
first or second. The player who deploys first 
deploys their entire army, except any units 
rhat are held tn Reseme, after which the 
second player deploys in the same manner. 
Neither side may deploy within the ruin/ 
building that contains the mission’s single 
objective marker. 

First Turn 

The player who deployed first may choose to 
take the first or second turn. If they decide 
to take the first turn, their opponent may 
attempt to Seize the Initiative ( as explained 
in the Warhammer 40,000 rulebook). 


Victory Conditions 

At the end of the game, the player who has 
earned the most Victory points wins the 
game, if both players earn the same number 
of Victory points, the result is a Draw. 

Primary Objectives 

At the end ot the game, the objective marker 
representing the Prize is worth 2+D3 Victory 
points to the player who controls it. 

Secondary Objectives 

Slay the Warlord, First Blood and Last Man 
Standing, 

Mission Special Rules 

Reserves and The Prize. 


Campaign Rule: Grand Strategy 

If this mission is being played as part 
of an ongoing campaign played using 
the system presented in this or other 
Forge World supplements, the side that 
has possession of the prize at the end of 
the game earns an extra D3 Campaign 
points on top of any other points they 
would have earned. 
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The Prize 

The object of the mission is a relic, treated exactly as per the rules given in the Eternal War The Relic mission tr the Warhammer 40,00c 
rulebook. 

The player who places the objective marker representing the object of the battle may choose any one of the following special '"ales x appiv f 
it Each option is numbered, allowing for the result to be randomised should both players wish. 

1 Carta Bellicosa: The bearer has access to recent and highly accurate reports and cartographical projections of the state m the bartiehekL and :an 
use these to negotiate their route and stay ahead of the advancing foe, as well as provide vital intelligence to thetr High Command. 

The unit carrying the Carta Bellicosa gains the Move Through Cover and Fleet special rules if thev did not have them already. 

2 Espionage Datacore: I laving learned of the enemy’s assault plan and thetr latest tactical code s, the bearer can avoid then foe's pattern jf attack 
and issue false orders to the lead units m their advance. 

Enemy units may not enter play via Deep Strike or Outflank within 12 of the unit carrying the Espionage Dance re ir. i Deer 
Striking enemy units which scatter to within this distance suffer a Deep Strike Mishap on any double rolled ic r their Scatter 
distance. 

3 Strategic Intelligence: The hearers compatriots have teamed the enemy’s plan tor moving thetr few a ho;,: :m and can use these details 
to anticipate and counter the advance of individual enemy units. 

While in a player's possession, once per game turn they may force a single enemy Reserves roll to automatical’*, fail r * themselves 
rolling a D6 and scoring a 4+. 

4 Viral Lode: The prize is a biochem warhead , sub-Extemunatus grade hut still incredibly potent. The hi. T :h . aiuarie ; sjmrte must he 
delivered to High Command, hut its hearers know that a small amount syphoned from the testing rort ;* the cha^rer :in rm • lethal even the 
Legiones Astortes, and is unlikely to be missed... 

The close combat attacks of the unit carrying the Viral Lode gain the Fleshbane special rule. 

5 Crucial Missive: The prize is a vital message which must he earned to thetr high commander* e matter the :izv zrx marrm :ne -nee r. 
lives and war machines. The hearer is so determined to fulfil their duty that, tor a time a: least nievax able re ipicre r er grr. rr^vev a: can 
while their task remains unfinished. 

The bearer of the Crucial Missive and their unit have the Feel No Pain 5- special rale or add -1 to a Feel No Fax. ability the*, 
already possess up to a maximum of 3+). 

6 Cursed Artefact: So steeped in the unknown touch of the forbidden powers is the prize that a** aura r cm ss and n itomar surrounds 

if, an aura so potnif that it even makes it arduous for battle-trained psvkers to employ then* m uern ;ga nst Mose who bear ± 

The unit carrying the Cursed Artefact gains the Fear and Adamantium Will special rules. 

— - ---— | 
























* Battles in the Age of Darkness; City Fight Mission Fortress of Blood 

1 'a dtnm Upantnaftil to take that tower, and twice that numhfr iverr grievously wounded. Put take it we did, ‘">‘ 1 ■<>’"'« or > a ctt Y >« 

Unknown Legionary, Legionrs Asfartes Imperial Firts 


Af fin heart of the oh once stood a splendid 

fortified defence headquarter* ot some oflifr 
mt#M \cat ot power, mutinies guarded or 
attended h a dflUapat smwd, Vt'fini the war 
reaches ffcts loration. one «d* fftks to tear if down, 
whilst the other wears to protect if iif all cosH. 

The Armies 

Armies are chosen .according to the 
guidelines described in The Horus Hcrcsv 
Beni On< - Bi'tWiiL One side should take the 
role ot the Attacker and one the Defender, 
with the exception that the Attacking player 
should have a force 25% larger than that of 
the Defender This deliberate imbalance 
takes into account the unusual victory 
conditions ot this mission. Games can be 
played within am agreed points limit, but the 
dense terrain and wide availability of cover 
makes it most suited to armies of between 
WT50 * jooo points for the Defender. 

As stated, in this mission one side should 
take the role ot the Attacker and one the 
Defender Vi'hich side takes which role can 
be agreed between the players or rolled for 
randomly. It the mission is being played as 
pan o! an ongoing campaign, this may be 
determined by the campaigns own rules. 



The Battlefield 

Terrain is placed according to the guidance 
given on page 104. and the deployment map 
chosen (see page 195 ). 

The Defender then nominates a single 
min or building (which mac not be a 
plaver-controlled fortification) within (or 
forming their deployment zone and not 
closer than b’ from any table edge. This is 
their Headquarters and the target of the 
attack. The Defender may choose one of the 
Headquarters tvpes shown in the missions 
special rules and apply them to the ruin or 
building they have chosen. 

Deployment 

Before deploying any forces, each player 
should roll for their Warlord Traits and 
psychic powers where necessary The 
defending player deploys first. The player 
who deploys first deploys their entire army, 
except am units that are held in Reserve, 
after which the second player deploys in the 
same manner. 




First Turn 

The Attacking player may decide to take the 
first turn or to go second; their opponent, the 
Defending player, may attempt to Seize the 
Initiative (as explained in the Warhamwcr 
40,000 rule book). 

Game Length 

This mission uses the Variable Game Length 
rules, as described in the Wtirli ammer 40,000 
rulebook. 

Victory Conditions 

At the end of the game, the player who has 
earned the most Victory points wins the 
game. In this case this is likely to be the 
player in control of the Headquarters at 
the end of the game. Other outcomes are 
possible only if Victory points are generated 
by unusual means (such as the Price of 
Victory special rule). In the unlikely event 
that both sides have the same total of Victory 
points, or none at all at the end of the game, 
the game’s outcome is a Draw, 

Primary Objectives 

At the end of the game, the side occupying 
the Headquarters earns 5 Vicrory points. 

Secondary Objectives 

None. 

Mission Special Rules 

Reserves and Headquarters. 
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Headquarters 

The side defending tin- Headquarters may, if they wish. < hoose any one of the follow racial rules to define tf< exact rvpe Each 
is numbered, allowing for the result to be randomised should both players wish If possib!e. the terrain m -del in quesru n should wtuattv 
represent the type of Headquarters selected or, if this is not possible a token or objrc tive marker should he p!ac ed within :is boundaries to 
clearly mark its importance. 

i Governor's Palace: The rum is flint of a portion of the mansion once occupy d r\ re- planet high ruler m erstwhile lurury and wulmee imf 
scattered across the fire-blasted ground. The ruler, or perhaps an heir or consort has token refuse amongst !he rums or stands m their mid<t detent 
of the dcslrurlion of their world. 

♦ The ruins are fortified, increasing the cover save they grant to 3+. 

• Should a suitable model to represent the Governor or other worthy be available the Drier Jer m a*. : rh - r The ru:r w nrn 

they deploy their army (use the Legate Commander profile on page 256 with no add:!: nal ezuipmer.t Th0 model na< the 
Fearless special rule, and while in the ruins of the palace confers this to all »f the Defender $ that have it leas: r.e model 
inside the ruin. 


Defence Force Headquarters: The plamrf’s headquarters are all but destroyed : general ■ ; ; : • ■ c ,a >: . .T.r ~u: .mtv#d 

systems remain functional among the ruins , and a lone, badly wounded strategy officer re*uses to abandon their rv«? wteiiu thn remain active 
* The ruins are fortified, increasing the cover save they grant to 3+. 

■ Should a suitable model to represent the last Strategos officer be available seepage 25? :::h:srr: file 2nd basic r:u:rrr,ert k,the 
Defender may place this in the ruin when they deploy their army The Strategy rr.jv r.ot .r.-.r :hr ra.r. and :nr*. are 

forced to Fall Back away from it, they are counted as being killed and removed a- a casualr. 


Astropathic Relay: The ruins once housed a relay station or broadcast chamber ’ :ne pave: - A-**;ra*vCk:-:r \JJ ** :>u a^er:- 
since fled or been slain, and the arcane gear which once allowed them to transmit message* a. ’ ■ • :he stars nou hked u jrr-'Mru ic 
with weird phenomena, and unnatural corjiosant balefire clings to and glimmers from even surface The t hu echoes h7m thr terror :he dam 
Astroprtths’desperate warnings 0/the oncoming slaughter linger vet. stammg the run * with ralrvir.c .:.*ra whu-h Yu can -A’^k<an± 

• The ruins are fortified, increasing the cover save they grant to 3^. and anv unit which makes ar. mo :he ru:n s :creed to 

make a disordered charge while doing so. 

• All psychic powers manifested within 24" of the Astropathic Relay are onh success fu!i\ mar.bc-t r. r ' - rather than 4.* 

when taking a Psychic test as normal (see the Warhammer 40^x0 rulebook 


Hidden Sub-crypts: The ruin appears nondescript from afar, but in fact hides :*;• • ‘ : nr u ’ mr rH 

the planet ’s highest rulers and reserved for their own use. 

• The ruins are fortified, increasing the cover save they grant to 3+. 

• Once per controlling player’s turn, a single unit with the Infantry type that ha> been he a r he^e~ r rr.av ^se the -- r 

their point of entry on to the battlefield rather than normally via Reserve^ exiting :rs er.\ rjrs a? : :nev were i:semrarK rgrn 
a Transport vehicle. There must be sufficient space for the unit to be placed if this ab.l:r > to be ho* e> er 

Atomantic Power Node: The nun is our of the pnman junctions vr :hc. : . ^ ;»-c. . , ' :~c - ' . ■ 

unsfablt* by bombardment, I he node is nevertheless a potent asset to the defenders resistance against rue m. 

• The ruins arc fortified, increasing the cover save they grant to 3+. 

• The ruin grants any unit inside it the Night Vision and Interceptor special rules 

• Once per game, the ruin's controlling player can create a mass power surge picking one c. rter 0: the :.h.e to abtect with the 
surge. For the duration ot the game turn, all open ground in that quarter of the tab e .> v issed > dar.gc-t ' terra * 


Doomsday Vault: Hidden Ivnrafh fhr cracked stone fleer of the nun :van*:.';ov.i. ; r;—:v' 1 : • -to •*. * v. 

of unimaginable potency, whose lethal power i% a hazard n on to the* who uvuld .tcYnd it I he v: > arte .ua in 2 >mt 
savant , by whose e/forls the terrors within are imprisoned and u ho, with but a u oi . is Vw :vao :o a* r . arc :c\ * * 1 
mercilessly slay iehoever teould breach the vault ’s defences. 

• The ruins are fortified, increasing the cover save thev grant to p. .-rui granting anv unu ^::nin . s nvIreruKe vav e igaiti't 
shooting attacks originating outside the ruin, regardless of line ot sight 

• At the start ot each game turn, roll a Dt>. On a roll ot 1, all models \\ ih rt the nun mu>: take c: vJtet mx nu 

• Once per game, so long as the ruin is in the possession of the Defending pi a\or and n least one the IVtender - nu> is nwde 

the ruin and neither are Falling Back or engaged in an assault, a >ptH ul an. k In ma\ K* nvfde ' • v , . . ; : , ^ ^ sHmg 

phase. Every model outside of the ruin and within 12 of 11 sustains a 5tt ^ At' 3 hit wuh t h, r c . sad n .. - A 

rules (see page 24 s for details of Rad-phage) 
































































Battles in the Age of Darkness: City Fight Mission - The Death Throes 

|7 ii moment the dy fell 1 knew I was dead. That somehow I continue to draw breath has no relevance. 1 fvtmmt still dead, a silent shade amongst the living. I 
will pii<s through the gates of eternity only with the Traitors ahead of me' 

Lfnrdenfi/ied Legionary, Legiones Asturtes Raven Guard {unconfirmed) 
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Uncaring of the cost even to their own warriors 
lighting tn the ruined city, one sides High 
Command has signed the city 's execution warrant 
and death rams from the skies. Desperate, frenzied 
or stoically resigned to their fate, the combatants 
clou’ w on one another in a mutual final embrace 
of death, amid a sea of destruction and a hellish 
and unrelenting fog of war These are the death 
throes; fins is bon- a city perishes at last. 

The Annies 

Armies are chosen according to the 
guidelines described in The Horns Heresy Boole 
One- Betrayal. Games can be played within 
anv agreed points limit, but the dense terrain 
and wide availability of cover makes it most 
suited to armies of between 1,750 - 5.000 
points A* a particularly cataclysmic battle, 
this mission is also suitable to be played as 
a larger battle and for team games, where if 
space and available terrain allows, multiple 
rabies can be placed next to each other to 
simulate one vast bartleffont in the death 
throes of a great city. 


The Battlefield 

Terrain is placed according to the guidance 
given on page 104, and the deployment map 
chosen (see page 195). 

Deployment 

Before deploying anv forces, each player 
should roll for their Warlord Traits and 
psvchic powers where necessary. Then, roll 
off to decide which player chooses to deplov 
first or second. The player who deploys first 
deplovs their entire army, except any units 
that are held in Reserve, after which the 
second plaver deploys in the same manner. 

First Turn 

The plaver who deployed first may choose to 
take the first or second turn. If they decide 
to take the first turn, their opponent may 
attempt to Seize the Initiative (as explained 
in the Warharamer 40,000 rulebook). 

Game length 

This mission uses the Variable Game Length 
rules, as described in the Warharnmer 40,000 
rulebook. 


Victor Conditions 

At the end of the game, the player who has 
earned the most Victory points wins the 
game. It both players earn the same number 
of Victory points, rhe result is a Draw. 

Primary Objectives 

Utter Destruction: At the end of the game, 
each player receives 1 Victory point for 
each enemy unit that has been completely 
destroyed. Units that are falling back at the 
end of the game, and units that are not on the 
table at the end of the game, count as having 
been destroyed. The rules presented in the 
Battles in the Age of Darkness expansion 
for gaining additional Victory points for 
destroying Lords of War models are in effect 
(see the Age of Darkness Battles section of 
The Hums Heresy Boole One - Betrayal). 

Secondary Objectives 

Take the City, Slay the Warlord and 
Li nebreaker. 

Mission Special Rules 

Reserves, Night Fighring (this lasts the entire 
battle) and Fire from the Skies. 


Fire from the Skies 

1 The battle is being fought even as the city's death is upon if, bombs raining down indiscriminately 

upon friend and foe alike. 

At the beginning of every’ Shooting phase, the player whose turn it is places a Large 
Blast! 5 ) marker anywhere on the table, and scatters it 4D6", resolving damage with the 
following profile: 

It 

Range Str AP Type 

Fire from the Skies * 6 5 Large Blast (5"), Pinning, Rending* 

1/ a 6 is rolled To Wound, the attach gams the Ignores Cover special rule in addition to the normal 
I effects of Rending. 














































Death Guard Legion bonded Thallax: This Vhallaxwas ptovuted to the IV .it.*! O- -e RcOuc'vDt 

Magos of the Dark Mechanicura, the application ot Legion and post -Nstv.i man ’ “j:;o: j at mg me 

attachment was a permanent one and likely assigned to the Legion :ohv<e. > MTenc'-' r'ce * ' " - rtofscn out, 
I His pict capture is taken troni the wreck ot the lovalist desuover m tndu atoog the -sc ot me 1 Ha..lax !*v 

the IVath Ouard as hoarding assault shoe s troops 




































The Wreckage of War (Optional Rule) 


The following section details specific 
rules for the blasted debris left behind in 
the calamitous ongoing battles between 
Loyalist and Traitor as the planets of the 
Imperium become war zones littered with 
the carnage of slaughtered men and shattered 
machines. This is represented by a specific 
set of Mysterious Terrain rules which can be 
applied ro any Age of Darkness battle which 
you choose to play. 

Mysterious W reckage 

The blasted war zones of the Homs Heresy 
are strewn with twisted, blackened debris, 
trom the burned-out hulks oi destroyed 
Titans to the wreckage of warships fallen 
from orbit. Neither Loyalist nor Traitor 
can afford to ignore such wreckage, for it 
represents a range of features, some deadly 
and others beneficial. 


Mysterious Wreckage 
on the Battlefield 

Mysterious W reckage may be included 
in any game. You may simply decide that 
a suitable piece of terrain is Mysterious 
Wreckage while setting up the battlefield. 
Alternatively.you might leave it to chance, in 
which case when setting up your battlefield 
roll a 1)6 and consult the following table to 
determine how many pieces of Mysterious 
Wreckage there will be. Then nominate the 
indicated number of pieces of battlefield 
terrain as Mysterious Wreckage. 

Mysterious Wreckage Table 
D6 Result 

r-2 No Mysterious Wreckage 
V4 One piece of Mysterious Wi eckage 

5 Two pieces of Mysterious Wreckage 

6 Three pieces of Mysterious Wreckage 


Mysterious Wreckage can take many forms, 
but generally it is besi to nominate large 
items of debris, craters, vehicle wrecks and 
the like. It will prove easier to remember in 
the heat ol battle which terrain is counted 
as Mysterious Wreckage if the classification 
starts out with the largest item and works 
its way down or, alternatively, players can 
use tokens to remind themselves which are 
counted as such. 

Exploring Mysterious Wreckage 

Mysterious Wreckage is impassable and 
Mysterious Terrain, and unless stated 
otherwise in the description, affords models 
taking cover behind ii a 5 * cover save. The 
wreckage is counted as explored when a 
model ends its move within 2 1 ' of it, at which 
point roll on the Mysterious Wreckage table 
opposite to determine what is found. 





















































Mysterious Wreckage Table 
il)6 Mysterious Wreckage Type 
2 Fuel Spill: I hr ivrrcktigr is huff vuimifrged irt highly volatile furl, which hat wluratcd into (he ground ill arum i it 

I’he wreckage and the area within z" of u is dangerous terrain In addition, if the Hamer template is ever placed so as to covertny pan 
of this area, every model within 2" of the wreckage takes an immediate Srr s AP \ hit straight after the original damage is resolved 
1 Wurp Drive Fragment: I fie tern huge is tfnil of a sect ton of u/urp drive, sham from a warship at the mament ! it* oitastmphK death. Having 

plmttmrfi'd (Itrough (hr atmosphere and crashed into the surface in a fitly conflagration, the uro kagr radiates the unreal lamt nf the Warp j\ thr 
explorers approach. 

Massive fluctuations in the ebb and (low of the l mpyrean are unleashed ,u ross the entire l in let - i f mm this pomr. r. am Pxvker 
killed by a Perils ol the Warp attack explodes with raw, sorcerou-s energy Place a Large Blast •; markrr ver the Psvker The Strength 
of the attack suffered by affected models is equal to the dead Psyker's Leadet hip value, whn h instead ut being compared to the 
target's Toughness is compared to their own Leadership value No saves of any kind are allowed Vehu les .trr unaffet ted 
4 Declaration of I leresy: the wreckage lias been piled high with polished while skulk, rat (1 ' them lun «• ted *>< m 1 dam 1 valot l he vena 

induces anger in all Loyalists who witness it, hut worse, fires unreasoning bloodlust m the hearts of all who approach .W 
{I nits with at least one model within 2" of the terrain feature have the 1 laired special rule 
$ Unexplodcd Ordnance: Upon im/rstigatron, the' lorcckagt* is revealed as a huge, half buried nIij JI rtr* J b\ a su;vr hejn lank a Iilan .tr.rn a 
ivarsliip in orhil. lor whatever reason, the shell has failed to explode, hut 1 tv fW remains a* live, makmg U jm exlrcmeh danger lushararJ >eL 
The area within ’"of the Mysterious Wreckage becomes dangerous nn.un. For every model that suffers a wound as a result of a failed 
Dangerous terrain test caused by this feature, roll a 1 ) 6 . On a result of t on am ot the du c the disturbance causes the ordnance to 
explode. Every model within D642" of the terrain feature suffers a Str 6 AP 4 hit Alter tlm damage is resolved remove the terrain 
piece and, if suitable terrain is to hand, replace it with a crater 

6 Smouldering Debris; The dcbm is (lie unidentifiable detritus of war A tall, alum a ! dens,- Ha. I »v • ;n •. ;«trui adteinmd 

reil hot cinders are east to ihe winds all about. 

No model may trace a line of sight over the feature. Open ground within : becomes dangerous reriasn and all models within thts 
range have the Shrouded special rule. 

7 Traitorous Atrocity: Atop the wreckage i> mounted the broken |nmi of a Lmulot spa.r Marm,, ;h» : o.r - -* . , , - - nirmed »• 2 

(hauMiiid cruel and mispcalcable wounds. 

Roll a 1 ) 6 . On a result of 41, the tortured Space Marine is still alive While he low all L un tv with at Irast v^ne mode! wathtn 

2" roll an additional 1)6 for Morale checks, discarding the lowest Ihe unfortunate . ictim nu\ he granted merev bv j ar.-t spending 1 
Shooting phase in contact with the terrain, at the end of which the effect ends 

8 Supply Cache: Amongst (he wreckage are to he found usable supplies, making it a t>< .0 ^ , n. . * ' •* . .d, 4 k : *■. »?g mg hattuv 
Units with at least one model in base contact with the Supply Cache mav re-roll io Hu tolls ot 1 However !ak:r.g vhehe: trom 
incoming fire behind a large pile of ammunition is, bv us very nature, perilous Anv model that. Urm a cover ^ave from the terrain 
and rolls a 1 in doing so is subject to the Instant Death special rule should thev sust.un a w<. und 

9 Reactor Fragment: I In* wrirhage is a segment of plaona rear far muduit. iF heat Uil! *:«■?.c .0 :t r.u:aii. « and gawv agotV 

tortured alntosphrir. 

flu* ravening intcrierem e pulsing ln»m the Rear tor 1 ragment causes all ranged weapons (utd wifhm 2* to be subject to the Gets Hot 
special rule while within that range. 

Survivor: The sight of a limb draws (he explorer* attention to a Spaa* Mai me ti arp*.: . • :■ ^ • • : 4 t 

catatonic dormancy (hanks (<> his sus-an membrane impJaiU. 

(Re-roll if no suitable spare l egioncs Astartes model iv available Etch rolls oil The winner places a single Legion Centurion* 
armed and equipped as per the default entry given for this character m the Space M m-1 ■ ,v \— ,vt r base w'ntJKt *«fi the 
Mysterious Wreckage and not touching any other models At the beginning e! ihe next c ime is comes tiJN 

control of tin* player who won the roll oil. doing nothing until that point and ar.\ other Lcgione^ vrx-. .4. rule* in 

to them. If the Centurion survives the game, the controlling pl.net earns an additional N’utorx point m J the snsidb si 
opposing player gains this bonus 

Dormant Automata: I hr invikagr is mvalrd tc* K the mighh m c . I«j < 11\ t .a Ra::!» -aut *maia \iai 
mmlrrs, thr beast of mm foflouvd ingrained maHtim* cngrar»n fvVn 1 s iv.o:.... 1 is * . * \ \ v:„ n .M tkt 

if stirs once marc, rcrntradidorycammatuk firing through in ^hattrn'it , tl . 

(Re roll if no suitable spare model is available 1 he plavet controlling tlu u: * 1.1 evp . V*. 

('astellax Battle automata,armed and equipped a** \\ \ the detault enitv given :e: tins unit,within oftbe t 

in contact with any other models t his model doe* not have .un upgi ui< v \: j u* Kgmmngot the r v . Jo.. :\ 
turn, both sides roll oft The side that tolls highest control^ the automata tor the whole ot that game tutu, 

Fsy-taintcd Debris: I Im ivtiilred veitien of4Mvfu.i ivioa- 1 ! v, \ r\i!h.n 

fhnniitmmiciJ Minduaiy pfummelcJ ilmmglt tin bum mg dci*v : -u. :. *1: •> a m 4^4. im tu*u% # ofl * 4 «# 

approach the ivrct kagc. 

Every unit with .11 least one model within Dm : w hen the wn\ s ( gv tv m w 1 \pKui *'um an inmeduic 
avlilition,any unit that begins its tut n within of it m»oi m.ik« • hnmng u-m n ton- lading tm . 
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Conquest Campaign - 
Optional Special Rules Appendix 


This appendix presents a wealth of additional 
options and alternative rules for the Battles 
in the Age of Darkness: Conquest campaign 
system found on page 166 - including the 
following optional special rules: 


• System C onquest 

• Hostile War Zones 

• Lines of Attack 

• Priority Targets 

• Blood and Steel 



Each of these special rules is intended to be 
self contained and players can choose to use 
some, all or none of these in their campaigns 
as best suits their group, preferences and 
available time. These optional special rules 
can substantially increase the complexity 
of your campaigns, and so have been 
deliberately included here as options rather 
than as part of the core Conquest campaign 






rules, and should always be agreed on by 
all players before they are used. When 
combining multiple optional rules in a sing ‘ 
campaign, players may need to make sonWH 
judgement calls on how they interact. In 
these cases, all such rulings should be mai e 
before play begins and all players involved1 in 
the campaign made aware ol them - * n s uc 
campaigns an impartial Campaign Re eret 
can be invaluable! 
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Campaign Option: System Conquest 

The System Conquest special rules allow 
players to expand the scope of their games 
from the conquest of a single world to 
warfare across multiple war zones. System 
Conquest presents a single simplified 
method of doing so, each war zone is tackled 
in sequence, with the outcome deciding the 
disposition of forces in the next war zone. 

Ambitious players may wish to undertake 
campaigns with multiple war zones in place 
simultaneously - such a campaign is beyond 
the scope of this book, although the various 
optional special rules presented in these 
appendices may prove useful in the creation 
of such a campaign. 

In a System Conquest campaign, most of the 
details of actual play remain the same as tor 
a standard campaign - however, before the 
game begins, the players will need to do the 
following steps: 

1. Decide upon the total number of war zones 
in the campaign. 

2. Generate and name each war zone, as per 
the core Conquest campaign rules and any 
optional rules in use (including setting 
a Reserves Points Pool for each war zone 
representing available assets for each side 
at that war zone). 

3. Determine the Disposition of each war 
zone. Each war zone must begin the 
campaign with a Disposition ot Neutral, 

Loyalist or Traitor (those designated 
as either Loyalist or Traitor are worth 
additional Control points if captured by 
the opposing side). 

4. Randomly determine which side selects 
the first war zone to be fought for. 






Fighting for the First War Zone 
Once the first war zone is selected, play 
continues as described in the core Conquest 
Campaign rules (and any optional rules the 
players have chosen to use), with the two 
sides gaining a number of Reserves points 
equal to the set Reserves Points Pool for that 
war zone (see page 167), except that instead 
of playing until all Reserves points are 
exhausted, either side can choose, at the end 
of any Consolidation phase, to retreat from 
the war zone. 

Once all fighting in a war zone has ended, 
either due to one side retreating or both sides 
fighting to the exhaustion of all available 
Reserves points, the victorious side gams 1 
Campaign Victory point, and an additional 
Campaign Victory point if the war zone had 
previously been the opposing side s territory. 

Voluntary Retreat 

If a side chooses to reneat from the war 
zone then the opposing side is automatically 
victorious, but the retreating side can cam- 
half of its remaining Reserves points over 
to the next war zone - evacuating surviving 
troops and war materiel to fight another day. 
The victorious side does not cam* across 
any remaining Reserves points, its surviving 
forces being tied down in garrison dunes in 
the conquered war zone. 


Continuing Play 

The side that was victorious in the previous 
war zone picks which war zone r© fi.ghr 
for next unless the defeated side can steal 
the strategic initiative by rolling a Dfc and 
gaming a result of a 6 in which case rhev 
may instead choose the next war zone to be 
foughr over. 

If one side is able to achieve a string of 
victories in successive war zones. :r nr. 
place the opposing side in a situation where 
they can no longer gam enough Campot ga 
Victory points to win. Ir. such a omabon. the 
players involved can choose to either call a 
halt to the campaign granting victor.* to the 
side that has built up ar. overwh elming lead 
or it can choose to implement the following 
Against the Odds special rule. 

Against the Odds 

This allows one final war zone, chosen fcr- 
the side currently winning in the carnraign- 
ro be plaved. In thi s final war zone, the side 
currentlv winning the campaign gain ■* a 
number of bonus Reserves points equal to 
the number of Campaign Victory points :t 
has acquired thus fan The side that emerges 
victorious !rom the tmal van zone :s :r.e 
overall victor of the campaign 

This process is repeated as described until 
all the war zones is the camnaign tun e been 
resolved and the side that has accuMuiareu 
the highest total of Campegn . ctor- rvnr> 
is declared the V.ctor. with *ne opposing sice 
being slam or driven mom the region. 
















































Campaign Option: Hostile War Zones 


The Hostile War Zone*' special rule changes 
the balance of resources allocated to the 
two sides at the start of a campaign to allow 
plavers to replicate battles berween dug-in 
and fortified defenders or overwhelming 
invasion forces Three versions of Hostile 
War Zones are provided here Fortress 
Worlds, Desperate Sieges and Ignorant 
Armies, and it is recommended that only one 
is used at anv one time. 

Fortress Worlds 

In rlimc systems u'lterc thr defenders are 
forewarned of the impending assault, and hare 
Mh sufficient time and resources to fortify all 
likely target* of an invading force, the attackers 
face a daunting challenge. 

When using thus variant set-up. the 
Defending side begins the campaign with 
a number of Control points (see page 1691 
equal to half the Attacking side’s total 
number oi Reserves points determine the 
Reserves points totals normally '). These 
Control points may be distributed berween 
the various Strategic objectives as the 
Defending side chooses, with the proviso 
that no single Strategic objective may have 
more than half of the total available Control 
points allocated to it. 

Once play begins both sides gain Control 
points normally, however players on the 
Defending side may only choose to attack 
Strategic objectives that the Attacking side 
has gained Control points at. 





Desperate Sieges 

In wmcca*') the a Hack mg forces are so 
cnmehriming that the defenders stand 
little chance of victory - only through truly 
legendary feats of arms can they hold out until 
rrinfimernents can reach them 

When using this variant campaign set-up. the 
Defending side does not begin play with any 
Reserves points (determine the Attackers 
total normally), but does gain a number of 
Control points equal to one third (rounding 
down of the Attacking sides total Reserves 
points, which must be distributed as evenly 
as possible across the Strategic objectives 
present in the war zone. 

From the second Campaign turn onwards, 
during the Consolidation phase, the 
Defending side must check to see if their 
relief force arrives. Roll a D6, adding +1 for 
each Strategic objective where the Attacking 
side has more Control points than the 
Defending side. On a 6 or higher, the relief 
force arrives and the Defending side gains 
a number of Reserves points equal to one 
third > rounding down) of the amount the 
Attacking side began the campaign with. 

Note that it the Attacking side expends all 
of its Reserves points before the relief force 
arrives, the campaign will end! 

Ignorant Armies 

Thu l ananf of the rules is intended to provide 
more tactical interplay with war zone set-up, and 
uses a bidding mechanic to represent the fog of u»ar, 
where the activities, strengths and goals of their 
enemy are unclear, as are the dangers of the war 


zones being fought, and each general must take 
care to apportion their fortes to the war as much by 
in*(met as through intelligence. 

Using this option, the two sides bid against 
each other for which Strategic objectives 
will begin play under their control, and it 
is most useful when used in conjunction 
with the Strategic Objective Traits optional 
special rule (see page 172). It is highly 
recommended that either a Campaign 
Referee is involved or ‘sealed bidding’ 
involving the players writing down bids in 
advance and revealing them simultaneously 
is used to facilitate this process. 

The Bidding Process; Once the number 
and type of Strategic objectives present in 
the war zone has been decided, each side may 
then choose to bid for control of one or more 
Strategic objectives by secretly recording 
a number of Reserves points that they 
bid for control of the objective from their 
Reserves Points Pool. Once both sides have 
had an opportunity to record the bids for all 
available Strategic objectives, then the bids 
are revealed with the following results: 

• if only one side has bid for a particular 
Strategic objective, then the bidding side 
gains 1 Control point at that Strategic 
objective at the start of the campaign. 

• If both sides have bid for the objective, 
then the side that has made the highest 
bid gains 1 Control point at that Strategic 
objective at the campaign’s start. 

• If neither side has bid or the total is 
deadlocked, neither side has control. 

All Reserves points bid for Strategic 
objectives are used up, whether or not the bid 
was successful. Some groups may therefore 
find it beneficial to increase the size of 
the Reserves Points Pool when using this 
optional special rule. 






















































Campaign Option: Lines of Attack 


The Lines of Attack special rule changes how and when players 
may target specific Strategic objectives, providing a simple method 
of representing their distribution across the surface of the target 
world by using a map. Unlike in the core Conquest campaign rules, 
where players can choose to attack any objective, this limits which 
ones can be targeted geographically and requires some additional 
changes to the acquisition of Control points, as well as requiring 
more record keeping during the Mustering phase in order to keep 
track of the location of each player. 

War Zone Map Creation 

When using this optional special rule, a war zone map will need 
to be prepared prior to beginning play, this map will be used 
during the Mustering phase to track the position of each player 
and which objectives they can attack. During war zone creation, 
all of the Strategic objectives and their connections to the other 
objectives will need to be plotted on this map, and one or more 
objectives assigned to each side as starting points for their players. 
The simplest way to do this is to allow the Campaign Referee ' if 
one exists) to arrange the Strategic objectives as they desire, linking 
each Strategic objective to at least one other and assigning start 
points. If a Campaign Referee is not in use, or the players prefer the 
use of a more impartial system, the pre-determined layouts shown 
opposite can be used for war zones composed of five, seven or nine 
Strategic objectives. 

Campaign Gameplay Changes 

Once a map of the Strategic objectives has been created, the 
campaign can begin. The following changes to the Conquest 
campaign core rules should be used: 

Before Play Begins 

• All players should be marked as present at one of the Starting 
objectives (shown as the darker circles in the opposite example 
maps) assigned to their side. 

The Mustering Phase 

• During the Mustering phase, a player may only target either the 
Strategic objecrive which they are currently at. or one adjacent to 
it, as long as that Strategic objective is also occupied by an enem v 
player roo. 

• Any enemy player either at or adjacent to a targeted Strategic 
objective may opt to play a game to defend that objective If no 
player chooses to defend it, the Attacker immediately gams z 
Control points for that objective. 


five Strategic Objectives 



Seven Strategic Objectives 



Nine Strategic Objectives 


The Consolidation Phase 

• When using this optional special rule, any games won score z 
Control points at the target Strategic objective. 

• Players who elected to attack a Strategic objective, regardless of 
the result of the game, must be moved to the Strategic objective 
they targeted. 

• If a player did not participate in a game during the Conlhct 
phase, that player may choose to move to any Strategic objective 
adjacent to the one they currently occupy, as long as no enemv 
players are present at the Strategic objective thcv move to 

• If any Strategic objective is occupied by only players from one 
side after all movement has been completed in the Consolidation 
phase, that side scores an additional Control point for each 
player at that objective. 






































































Campaign Option: Priority Targets 


! V Fnonri Targets special rule alters the 
value ol the various Strategic objectives, 
making some of them more valuable than 
others and adding a little more tactical 
interplay to the Mustering phase as plavers 
must decide whether to concentrate their 
eflomon the most valuable objectives* or 
to strike ax the hkelv more vulnerable lesser 
priority objectives. 

The easiest wav to implement this option is 
to assign each objective a value at the start 
ot plav when creating the war zone Once 
all Reserves points are exhausted, the side 
which controls the highest total value of 
Strategic objectives is deemed the winner. 
The Recommended Objective Value table 
otters some recommendations on potential 
values for each objective depending on the 
number in use. 


The Blood and Steel special rule changes 
the wav Reserves points work. Rather 
than having them indicate the number 
of games that can be played, thev instead 
equate to a value of troops that the side can 
put into battle. This adds a small amount 
of complexity, but brings with it a sense of 
realism and tension to the Mustering phase. 

To implement this optional special rule, 
Reserves points will need to be assigned 
a value in points which can then be used 
to selecT models tor use in games. It is 
recommended that each Reserves point be 


Another option is not to assign objectives 
a value at the beginning oi the campaign, 
but instead to randomly generate a value for 
each objective alter the campaign has ended, 
adding more suspense and doubt to the 
end of any campaign. In this case, once all 
Reserves points have been exhausted by both 
sides, each side scores D3 Campaign points 
tor each Strategic objective thev control. 


Vhe greater the range in value for each 
Strategic objective, the more uncertainty you 
add to the result of the campaign as lucky 
rolls at the end ot the campaign can negate all 
of an opponent 's hard won victories. For this 
reason it is recommended that players keep 
the potential value of each Strategic objective 
low enough to affect close run wins,but not 
high enough to overturn landslide victories. 


Recommended Objective Value Table 

Number of Strategic Objectives in use 

5 

5 

7 


Individual Strategic Objective Values 

i, i and l 
i, i, i, 2 and 3 
i, i, i, 2, 2, 3 and 4 
i, i, 1, 2,2,2, 3,3 and 4 


Campaign Option: Blood and Steel 


valued at 250 points worth ot models and 
the base number of Reserves points in use 
multiplied by five for both sides, but this can 
be increased or decreased depending on the 
preference of those involved. 

In each Mustering phase when players 
are organising games, instead of paying 1 
Reserves point for each game a side wishes to 
play, they may instead commit any number 
of Reserves points to each game, the number 
of Reserves points committed determining 
the points value of the army they can deploy 
in the upcoming game. Once committed to 
a game, these Reserves points are gone and 


cannot be used again. The opposing side can 
choose to commit any number of Reserves 
points of their own to the game, erasing 
any points spent to deploy troops in the 
upcoming game. 

Another variant of this rule, which requires 
a little extra book-keeping and some trust 
between the various players, is to keep the 
number of Reserves points committed to 
each game secret until the Conflict phase. 
This option is best used alongside an 
impartial Campaign Referee, but can lead to 
exciting games and fraught decisions in the 
Mustering phase. 
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Battles in the Age of Darkness: 

Conquest Campaign Character Advancement - optional rule 









“Before this Age, it was said 
of heroes that they were not 
born, but created, forged in 
rhe fires of adversity and war. 


In campaigns, the story is often focused around 
the actions of individual leaders, champions or 
figureheads. These are often the characters players 
normally field,generally their HQchoicc and/or 
Warlord, and perhaps even a special character such 
as a mighty Primarch of the Legiones Astartes. 


In these days in which we 
now live, however, heroes 
are indeed bom, in the 
gem-forges of the Emperor’s 
genius. To he a hero amongst 
such warriors as these is true 
achievement, and one even 
the most elevated of our 
forebears could never have 
dreamed of." 


Orsan Lakk, late oi the 
Order of Remembrancers 


The sections which follow take this idea further, 
introducing a type called a Campaign Character. 
Many of the rules presented apply specifically to 
this type of character, as explained in each entry. 










A Campaign Character is a character who is eligible 
to take advancements and benefits from other 
effects by way of the rules presented throughout 
this section, making it possible to improve their 
profile, wargear, etc. The downside is that should 
the character be killed, they are lost for good. 


Note that special characters (i.e., models with the 
‘Unique’ typ e ) may not be Campaign Characters, 
as their profiles and wargear are very much set in 
stone. Some of the rules presented in this section 
also apply to Unique characters however, and so 
where this is the case, it will be made clear. 
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When playing a campaign featuring 
multiple war zones, Campaign Characters 
and Unique Characters should be assigned 
to an individual war zone, representing the 
main generals and war leaders fighting in 
that region. Such chosen generals may then 
only be used within the particular war zone 
to which they are assigned in advance and 
not in other ones, and each side only has a 
finite number of these pivotal characters to 
employ. This means that while these named 
c haracters have benefits, normal ‘run of the 
mill' independent characters do not and once 
slain or otherwise put out of action, they may 
suffer debilitating injuries between games. 

In addition, these characters become a finite 
resource in the campaign and their use can 
potentially turn the tide of battle. 

War Zone-assigned Characters make 
for excellent modelling and converting 
opportunities, and are a fantastic way 
of creating exciting narratives and 
personalising your armies in order to make 
your games unique, if players are playing 
a Conquest campaign with a single war 
zone, but wish to make more use of the War 
Zone-assigned Character rules, they can 
assign them at the Strategic objective level 
instead. This represents powerful warriors 
limiting themselves to fighting in a tightly 
defined area, but allows lor more character 
development should that be the sort of 
campaign the players prefer to pursue. 


War Zone-assigned Characters 

II you choose to use this optional rule, the following effects apply: 

• bach side gets one Assigned Character per player, and one additional Assigned Character per 
war zone to make up their pool ot Assigned Characters eg, in a campaign with five war zones 
and three players a side, each side can construct a pool of 8 (5+3) Assigned Character-. When 
using the Core Conquest campaign system, most campaigns will feature onlv a single war 
zone, and will therefore include two Campaign Characters per side If the optional System 
Conquest rules on page 209 are in use, then there is likely to be more. 

• Assigned Characters may be either Unique Characters eligible for an army’s HQ such 
as Draykavac or MaSade) or standard Independent Characters eligible to be taken as 
HQ choices from an army list (such as Praetors or Consuls). In the case of non-Unique 
Characters, these become Campaign Characters and are given a free advance, rolled tor 
according to the instructions in the Character Progression rules on page 218. 

• Assigned Character pools are created after sides have been determined, but before any games 
are played. In the interests ot fair play, a list ot each side s Assigned Characters should be 
given to the opposing side before the campaign begins. 

Other than as Assigned Characters, Unique Characters and Campaign Characters mav not be 
used in games in the campaign (whereas generic HQchoices may be . 

• How Assigned Characters are used in games, and by who, is entirely up to the plavers over 
the course of a war zone’s battles, but a particular Assigned Character should not be used 
more than once in any two games being phyed simultaneously bv a group they can only be 
in one place at a time!). In the aftermath of a battle where an Assigned Character has been 
killed', use the Casualty Survival rules on page 220 to determine their fate The results ot the 
roll should be immediately made known to the opposing side. 

• Keep a tally ol the battles involving Assigned Characters across all war zones and whether or 
not they have been victorious for a side. At the end ot the campaign, the side whose Assigned 
Characters have presided over the largest number of victories gains ^D3 Strategic points. 

• Keep a tally of how many Assigned Characters have met with the Fatalitv result on the 
Casualty Survival table. For each such Fatalitv result a side has suffered, it loses 1 Strategic 
point from its total at the end of the campaign. 
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Creating a Campaign Character 

To create a Campaign Character, select a 
non-Unique Independent Character eligible 
as a HQ choice from one of the armies that 
will be used in the campaign and apply the 
following modifications:-. jj 
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• Roll once on one ot the Character Advancement tables presented on page 21S ind 
permanently apply the listed effect to the character. 

• Select wargear and options for the character. This combination must be taken for them 
throughout the campaign and forms part of their points cost whenever a player rakes the 
character in their games. The only exceptions to this are eligible Dedicated Transports and 
special command units, which may he bought on a game-bv-game basis. 

• Select one of the character's eligible W arlord Traits tables and roll three LV re-roiling anv 
duplicate results. Then select one of these W arlord Traits to be that character s permanently 
(ie, they will use this Trait rather than rolling randomly at the start of each game tor the 
entire campaign). 

• The character’s points cost is permanently increased bv -20 points Subsequent advances 
gained through the Character Advancement svstem do not increase the character s points 
cost lurther. 

• The character must be given an appropriate name bv which both you and votir roes *iu*. 
know them! 
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Unknown ‘Black Shield’ Legionary 
(Designation ‘Redemption 




Battlbcjuw 'RmsAsf, Aiwjtv Lmusr 
Company, nuoft affiliation unknown 
Limaim of Numlvai 

Tins unknown Legionary, referred to in 
some records bv fbe post-event designation 
‘Redemption, his armour scorched and 
blackened, was present wifh one of the small 
ad hoc formations of Loyalist Legiones 
Aviaries ihai fought ar the counter-invasion 
of Nominal. He is credited with the killing 
of over fifty Tech adepts, ThalJaxii and other 
lesser combat-automata during a solitary 
assault Targeting one of the immense flesh- 
processing crawlers. The self-applied Loyalist 
icons that adorn the Legionary's armour 
conform to no known pre-civil war pattern 
or scheme, but served to mark him as present 
at numerous other engagements, both major 
and minor, across what became known as the 
Age of Darkness, his ultimate fate unknown. 

Panoply of War 

i, Autotellurian pattern graviton gun 
i. Tigrus pattern bolt pistol 















































In war, bevond the obvious clash ofsurvival 
and conquest, each side will have (heir own 
vital objectives which, for reasons both 
practical and arcane, they will fight and strive 
for. often without their foe ever knowing 
their psychological or material importance 
until alter the bst drop of blood is spilt. 

It players opt to use a hidden campaign 
objective, each side selects a Fortune of War 
in secret at the start of the campaign before 
any games are played. In the interests ol fair 
play (and drama), this should be either noted 
down and sealed in an envelope and given 
to the Campaign Referee (if one person is 
fulfilling this role), a neutral third party or 
kept inviolate by some other mutually agreed 
means until the end of the campaign at the 
point when Strategic points are tallied up. At 
this point, the Fortunes of War are unveiled 
and applied! 

Several Fortunes of War are supplied as 
follows, and players fortunate enough to have 
a neutral organiser running their campaign 
might like to propose or negotiate more with 
them A single Fortune of War is chosen by 
each side, if the criteria of the Fortune of 
War is met then its Strategic points effect is 
applied if not, then it has no effect on the 
outcome of the campaign. 


Hidden Campaign Objectives 

By the Last Drop of Blood, it shall be Ours! 

• Select a single named war zone when this fortune is decided on. If vou are victorious there, 
you may double the Strategic points the war zone gains you. 

Book of the Dead 

• Select a single named war zone. Every enemy War Zone-assigned Character slam there le, 
one that suffers a Fatality result on the Casualry Recovery table) earns you an additional D3 
Strategic points for that war zone. 

Figurehead 

• Select a single war zone and one of your own War Zone-assigned Characters fighting there If 
this character survives all ol that war zones battles without becoming a campaign fatality, the 
Strategic points you earn in that war zone are doubled. 

Decapitation 

• If the enemy Commander-in-Chief (as explained on page 174) is removed from the campaign 
as a campaign fatality, you earn an additional 2D6 Strategic points, added to vour total after all 
war zone results have been tallied. 

The Ashes of Martyrdom 

• Select a single named war zone when this fortune is decided on. If you are defeated there 
your enemy must halve the Strategic points the war zone gains them. 


Control Points and Strategic Points 

These rules make occasional reference to Control points, which are explained in the 
context of the Core Conquest campaign rules on page 169. If players wish to use these 
optional rules in other systems presented across the various Forge World Warbammer 
40,000 supplements, they can be read as and count as Strategic points too. 






















































Character Progression 


One of ihr best rhinos about playing in a 
campaign is watching thr story of favourite 
characters unfold from one battle to the next. 
In normal games of Warhammrr 40,000, 
characters remain the same across battles, 
never learning from their mistakes but 
never suffering thr consequences of defeat 
either Campaigns introduce the possibility 
of 1 hatacter* improving their skills as the 
story progresses, becoming tougher, faster or 
braver depending on the unique trials and 
travails they face. Campaigns also introduce 
an element of jeopardy, because a hero who 
has<limbed the heights of glory can still he 
laid low by the vagaries of war wounded 
by a still mightier foe or even slain outright 
Players tracking the fate of their War Zone- 
assigned Characters can grow very attached 
to them as they watch them gain new skills 
and abilities, and they feel the loss all the 
more keenly should their heroes lall in 
battle. Thus are legends made, making a 
< ampaign an unfolding story that players are 
likely to reminisce about long after the last 
dii e are rolled. 

Improving a Campaign Character 
Characters can improve in many different 
ways,gaining hard-won experience in battle 
and translating it into skills and abilities that 
allow them to fight all the more effectively 
in the future Gaining such advantages 
is simple every battle which earns the 
1 haracter's side a Control point earns a 
C ampaign Character that fought in the battle 
three Character Advances Every game they 
take part in that results in a draw earns them 
two progressions. As lessons can still be 
learned even in defeat, a character that takes 
part in a battle their side loses, earns a single 
character progression. 


if these rules are being used in a campaign 
presented in another of Forge Worlds 
Warhammer 40,000 supplements, an 
alternative method of assigning progressions 
can be used. For every Campaign point a 
player earns from playing a game, one or 
more War Zone assigned Characters that 
fought in that game may receive one or more 
progressions. These are distributed between 
them in any way the owning player wishes. 
For example, if Stuart fielded two War 
Zone assigned Characters (the maximum 
in most cases) in a game in which he earned 
two Campaign points, he could award two 
advances 10 a single character, or give one to 
each of them. 

Character advancement should be carried 
out immediately after a game if possible, with 
both players witnessing the rolls. To generate 
an advance, the owning player chooses one 
of the following tables and rolls to determine 
exactly which skill or improvement the 
character earns I his allows the player to 
choose from a broad range of advances, but 
acknowledges that the fates are fickle when it 


comes to the fortunes of war. The categories 
from which the player can choose are: 

• Characteristics Increases 

• Command Advances 

• Morale Advances 

• Melee Advances 

• Movement Advances 

In the case of the Characteristics Increase 
table, players must accept the result of the 
roll unless it takes them above the limit to 
which that characteristic can be increased, as 
explained in the box below, in which case roll 
again until an allowed result is arrived at. 

In the case of the other tables, if the player 
rolls an advance the character already has, 
the result should be re-rolled until they gain 
one the character has not yet earned. 

Characteristics Increase Table 

1)6 Advance 

1-3 Roll again: 1-1 +1 WS, 3-4 +1 BN, 5-6 +1 A 
4-5 Roll again. 1-2+1 Ld, 3-4+1 1,5-6+j W 
6 Roll again: 1-3+1X4-6+1 $ 


Maximum Characteristics Advances 

This system makes it possible for Campaign Characters to become the most skilled of 
fighters, mighty in strength and indomitable in will. Even the legiones Astartes have 
limits, however, and so the table below provides the maximum by which any Campaign 
Character may be improved using t his system. Remember, models of the 'Unique* type 
may not take any advances at all see page 215 for eligible Campaign Character types. 

I A Ld 

6 4 10 

4 3 10 

5 3 *0 

4 3 10 




WS 


Legiones Astartes 7 

Mechanicum 5 

Solar Auxilia 5 

Other 4 


BS S T W 

5 5 5 3 

5563 

5 4 4 3 

5 4 3 3 
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Command Advances Table 

1)6 Result 

1 Flank March: So long as the character is on the table at the 
start of the controlling player’s player turn, all units in the same 
detachment mav re roll the dice roll to determine which table 
edge they enter from when using the Outflank special rule 

2 Rapid Assault: The controlling player may re-roll Seize the 
Initiative rolls in games in which this ts relevant, 

3 Coordinated Reserves: All units in the characters 
detachment entering play from Reserves add ♦ 1 to their 
Reserves rolls. 

4 Night-stalker: 11 the Night 1 ighting rule is in effect in game 
turn one, roll a D6 at the beginning of game turn two. On a 5+, 
Night Fighting continues in game turn two. U it is in effect in 
game turn two, roll again at the beginning of game turn three. 
On a t>+, it continues lor one more game turn. 

<; Ever Onwards!: 1 laving made a Difficult t errain test or a Run 
toll lot the character, should the controlling player wish then 
ill subsequent Difficult Terrain tests or Run rolls made by units 
in the eharactei s detachment in that player turn may use the 
same result If used, all eligible units must use the result and it 
may not be modified in any way. 

6 Coordinated Strike: So long as the character is on the table at 
the start of the controlling player’s player turn, Deep Striking 
units which are in the character's detachment may re-roll the 
Scatter dice. 


Melee Advances Table 

D6 Result 

1 Ferocious Escalade: The character and their unit cause Fear 
when charging enemies that are occupying battlements and 
defence lines. It they already cause Fear, the enemy must take 
their Leadership test on 2D6, discarding the lowest dice. 

2 Master oi Blades: The character and their unit add f 1 to their 
Weapon Skill characteristic in the phase they charge. 

3 Unseen Strike: The character and their unit add +1 to their 
Initiative characteristic in the phase they charge. 

4 1 leadsman: Once per game, declared at the start of the Fight 
sub-phase, all of the characters melee attacks cause Instant 
Death tor that phase only. 

5 Heroic Sacrifice: When fighting in a challenge that the 
character themselves issued, excess wounds inflicted by the 
enemy character are not carried over to the character s unit and 
are not counted towards combat results. 

6 Preternatural Reactions: When firing using the Overwatch 
rule, the character may make an Initiative tesr. If the test is 
passed, the character’s Overwatch fire, as well as that of their 
unit, is resolved at their normal Ballistic Skill. If the test 

is failed, the Overwatch fire is conducted as Snap Shots as 
normal If playing a Zone Mortalis game, if an Initiative test to 
make Reaction Fire is passed, the unit’s weapons gain the Twin- 
linked special rule. 
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Morale Advances Table 

1)6 Result 

1 Rallying Cry: Once per game, at the start of any turn in 
which the character is on the table, all units in the character’s 
detachment that are falling back automatically regroup. Instead 
of making the normal 3” Regroup move, they may move, shoot, 
charge, etc, normally. 

2 Overrun: The character and their unit add +1 to their 
Initiative characteristic when rolling off in a Sweeping 
Advance having won a close combat. 

3 Leap Back: The character and their unit add +1 to their 
Initiative characteristic when rolling off in a Sweeping 
Advance having lost a close combat. 

4 Hungry for Victory: The character and their unit roll 2D6" to 
determine how far ihey move when Consolidating. 

5 Here I Stand: The character and their unit add +1 to the result 
of any Leadership test taken in their own deployment zone. 
Fnemy Ground: The character and their unit add +1 to the 
result of any Leadership test taken in the opposing player’s 
deployment zone. 


Movement Advances Table 

1)6 Result 

1 Ruin-strider: The character and their unit do not have to take 
Difficult Terrain tests when moving through ruins of anv type. 

2 Ruin-shield: The character and their unit add +1 to their 
cover save when inside ruins of any type. 

3 Glade-strider: The character and their unit do not have to 
take Difficult Terrain tests when moving through woods, 
jungles or any similar terrain typ e * 

4 Glade-shield: The character and their unit add +1 to their 
cover save when they are inside woods, jungles or any similar 
terrain type* 

5 War-shield: The character and their unit add +1 to any cover 
save derived from Battlefield Debris* 

6 Field-sense: The character and all models in their unit re-roll 
failed Dangerous Terrain tests* 

*Cumufatii'e unth Stealth and Shrouded, Gone to Grouriii etc, up to a 
maximum of 2+. 
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Casualty Survival 

Watching a Campaign Character develop 
from one game to the next can be incredibly 
entertaining and rewarding, but can be made 
all the more so by introducing an element 
of risk Ordinarily, a character who falls 
in battle is assumed to have been lightly 
wounded, stunned or knocked unconscious 
and returned to full health in time for the 
next confrontation If there is a risk that a 
War Zone-assigned Character removed as 
a casualty in this way might suffer some 
longer term injury, or perhaps even be 
captured by the enemy (necessitating a 
perilous rescue mission!), then vicrory will 
taste all the sweeter and defeat take on new 
meaning altogether. Ideally, the rules that 
follow should he used alongside those for 
character advancement, but there is no strict 
requirement to do so and so the final decision 
is left up to players to decide at the outset of 
their campaign. 

Immediately after a game in which a War 
Zone-assigned Character has been removed 
as a casualty or Fallen Back off of the table, 
roll on the Casualty Survival table opposite. 







This roll is modified according to the circumstances of the character’s demise. These modifiers 
are cumulative where more than one applies: 

*i If the character Fell Back off of the table. 

-i If the character was caught in a Sweeping Advance. 

-i If the character was killed during a Tank Shock. 

+ 1 If the character was slain in a Challenge. 

4i If the character was killed by an attack that caused Instant Death. 

+i If the character was killed by a Destroyer type weapon. 


Casualty Survival Table 

D 6 Result 

1 Survived: The character escapes lasting injury and may be used again in its next 
battle without penalty. 

2 Shaken: The character is pained by their injuries, but not physically injured. In 
the next game in which the character is fielded, they suffer a -i penalty to their 
Leadership characteristic. 

5 Wounded: The character suffers a grievous wound, from which they have yet 
to fully recover before battle is joined once more. In the next game in which the 
character is fielded, they suffer a -i penalty to their Wounds characteristic. 

4 Captured: The character is injured beyond the capacity to resist capture by the 
enemy and is carried off deep behind enemy lines to be interrogated, tortured or 
perhaps even executed. The character's owning player may declare that the next 
game played is to be a Liberation mission (see page 221), to decide the characters 
fate If the player passes up this option, or if that player loses the Liberation 
mission, the character is lost as per the Fatality result below. If the owning player 
wins the Liberation mission, the character may be used again as per the Survived 
result above. 

5+ Fatality: The character suffers such terrible injuries that they are either slain or 
so badly wounded they are withdrawn from the war zone to undertake a long and 
arduous recuperation. The character may not be used again in the campaign and 
is treated as a campaign fatality. 





























































Liberation Mission 

In my darkest hour, 1 placed my fate entirely m the hands of my brothers. I found that in the total abandonment of my oum fate I was truly free, so that when 
deliverance came, it was a revelation beyond revelations.’’ 

Stnfee-Captam Ulhan Mytha, Legiones Astartes R avert Guard 




The Armies 

The side whose Campaign Character is to be 
rescued is the Attacker. The side holding the 
captive is the Defender. 

t he armies are chosen according to the Age 
of Darkness guidelines given in The Homs 
1 leresy Book One - Betrayal, or those in use for 
the campaign being played. The Campaign 
Character to be rescued does not cost any 
points or use up any Force Organisation slots. 
However, the Attacker may not take any 
Fortifications or immobile units. 

The Battlefield 

Deploy as per the map presented below 
and then set up terrain for the battlefield. 

It this mission is being used in one of the 
campaigns presented in a Horus Heresy 
expansion, further rules affecting the type 
and placement of terrain may be in effect. 

In addition to any other terrain being used, 
the Defender should place a single building 
of any size and type they wish and have 
available in their deployment zone. This 
building may not have the Mighty Bulwark 
special rule, unless the captive is a Lords of 
War choice (ie, a Primarch). This building is 
being used to hold the captive. 

Deployment 

Before deploying their forces, each player 
should first roll for their Warlord Traits and 
psychic powers where necessary. 


The Defender deploys their army in their 
deployment zone. They may deploy units 
inside the same building as the captive 
should they wish. 

The Attacker then deploys their army in the 
areas indicated on the map. 

First Turn 

The Attacker has the first turn, unless the 
Defender can Seize the Initiative (see the 
Warhammer 40,000 rulebook). 

Game Length 

This mission uses the rules for Variable Game 
Length (see the Warhammer 40,000 rulebook). 

Victory Conditions 

The Liberation mission is a win or lose 
situation - there can be no draw when the 
stakes are this high! If the captive is freed 
as described as follows, the Attacker is the 
winner. Any other result is counted as a 
victory to the Defender. Note that even 
should the captive be freed and subsequently 
slain, this is counted as a victory (albeit a 
pyrrhic one) for the Attacker. This may 
trigger subsequent rescue attempts if the 
Captured result is rolled on the Casualty 
Survival table. 

Mission Special Rules 

Reserves, plus any special rules relevant to 
the Campaign phase being played. 


The Captive 

The character whose rescue is the object 
of this mission begins the game inside 
the building as indicated previously. The 
character counts towards the building's 
Transport Capacity as appropriate and can be 
injured should the building suffer damage 
(randomise hits between the character and 
an occupying enemy unit), bui is in all other 
respects ignored until freed. Until they are 
freed, the character does not impose anv 
special rules on any other units, friend or 
foe, and any special rules rhat affect armv 
selection are ignored. 

The captive is immediately freed should the 
building ever be claimed as described in rhe 
Warhammer 40^00 rulebook by the Attacker 
The character immediately joins the unit 
that claimed the building and is rreated as 
they normally would be from that point on. 

It is assumed that the characters weapons 
and equipment were being stored inside rhe 
building and these are reclaimed as soon as 
the captive is freed 

Should the building suffer a Total Collapse 
or Detonation 1 before the character has 
been freed, thev are slain. Their fate rnusr be 
determined bv a roll on rhe Casualty Survival 
table - they might crawl from the ruins anti 
rejoin their side, or vanish under the rubble, 
never to be seen again. 













































































Relics of the Dark Ace of Technology 


The Great Crusade came in the wake of the Age of Strife, a long and 
terrible era during which Mankind unleashed and was laid low by 
weapons of star-razing destructive power and genocidal scope, many 
bom of the preceding Dark Age of'Technology. When the Emperor’s 
Crusading forces pushed back the darkness rhat had befallen the 
worlds of Mankind, evidence of these ancient and terrible artefacts 
were found and studied by the tech-savants of the Mechanicum, who 
coveted them greatly. Occasionally, one of these examples of ancient 
archaeotech would be recovered and taken up by the heroes of the 
Great Crusade itself, becoming a potent relic, its name and legend as 
widespread and celebrated as the Crusaders who bore it. 

As the Great Crusade continued ever onwards, multiple examples of 
some types of relic were encountered and great effort was committed 
to cataloguing their class, understanding their nature and replicating 
their function. Often, however, the Mechanicum could farhom the 
technologv underpinning a relic, but could not create a functioning 
copv. Nonetheless, the effort to decode the ancient technological 
foundation of such artefacts continued, with other discoveries made in 
the process expanding the canon ol the machine exponentially. 

Many of these relics of the Dark Age of Technology have passed 
through numerous hands throughout the decades of the Great 
Crusade, becoming associated with one particular body or institution. 
In some cases, individual bodies have come to favour specific classes 
of relic, finding they complement their own battle doctrines or 
demeanour. This is particularly true of the Legiones Asiartes who, 
having found utility in a particular class ol relic, devote great efforts to 
obtaining other examples of that type, even taking advantage of their 
elevated status within the Emperor’s armies to coerce other bodies to 
surrender relics they have come into possession of. 






Using Relics of the Dark Age of Technology 

Relics of the Dark Age of Technology may be purchased by 
Independent Characters at the points cost provided and within the 
limitations stated in each. They may not be taken by special characters 
(i.e., models with rhe Unique type). Only one of each relic may be 
chosen per army. 

If playing a campaign, only one character per player may take a Relic 
of the Dark Age of Technology and this must be purchased for the 
character at the start of the campaign. 

Death of a Relic Bearer 

Should a character equipped with a Relic of the Dark Age of 
Technology become a campaign fatality, the relic itself is not 
necessarily lost with them. In this case, the side that slew the character 
may choose to play the Relic Hum mission, provided on page 228. The 
winner of this mission recovers the lost relic and it is permanently 
assigned to a character of their choice. Note that this may result in a 
character gaining a relic normally reserved for another army. If the 
mission is a Draw, neither side claims the relic and it is lost to history 
once more, perhaps to be uncovered by future generations. 

Uncovering New Relics 

Once per Campaign phase, at the beginning of that phase, each 
side may decide to commit resources to scouring the region for 
archaeotech. In order to do this, one War Zone-assigned Character 
is reassigned to lead an expedition to find such artefacts, drawing on 
ancient wisdom and employing the services of the most skilled Rogue 
Traders Militant, itinerant void- trackers or even xenos guides, the 
enemy on their trail throughout the entire endeavour. In this case, the 
Relic Hunt mission is played. The War Zone-assigned Character must 
be fielded in this mission and may not be used in any other missions 
played that phase. 

The winner of this mission rolls on the following table to determine 
which relic is uncovered. Note that this can result in the same relic 
being carried by multiple characters in an army - this is acceptable 
and a rare example of more than one of the given type being 
uncovered. Relics obtained in this fashion do not cost the bearer any 
points. 

The Relic Uncovered Table 
D6 Relic Uncovered 

1 Nanyte Blaster 

2 Warp Shunt Field 

3 Phase-walker 

4 Combat Augment Array 

5 Cloaking Array 

6 Void Shield Harness 
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N wm Blaster (40 points) 

Thi> is a hillrf-shflpfd weapon of gleaming metal that hosts a lure eon tain mg 
m am millions of nanoseopie machines. Upon release, they are capable of 
stripping any target to its constituent atoms in an instant. The Meehaninmi 
umirrsfawis the principles on which the nanytes operate, but not how they 
replicate within the hive, for all who have attemptni to study the process have 
been attacked themselves, the machines seemingly unwilling to surrender the 
mV rets of their creation. 



Range Str AP 

Type 

Nanyte blaster 

12" 5 2 

Assault 1, Fleshbane, 



LI neon trolled 



Replication 


Uncontrolled Replication: Should a model be slain by the nanyte 
blaster, roll a D6. On a 4+, centre a Large Blast (5") marker on the 
model's position and resolve a Blast marker attack at Sir 5 AP 2. 

Further casualties may themselves trigger further Uncontrolled 
Replication results. 

Warp Shuntt Field (35 points) 

A fearful hybrid of displacer field and void shield technology, the warp shunt 
is a relic of the Dark Age of Technology that the Mechanician have failed 
to replicate despite understanding the principles of its junction (although 
caimtless test subjects have been incinerated, rendered to biological sludge or 
turned inside out rn the attempt). The device projects a localised warp interface 
field, which is activated when it detects an incoming high energy attack. 

Enemy shots arc absorbed through extremely short-lived, microscopic warp 
opeiimgs, saving the bearer from harm. Furthermore, when the micro-portals 
open to absorb the enemy attack, they project a brie/but intense lance of pure 
immaterial warp-stuff along the trajectory of the enemy's shot, withering their 
body under the baleful gaze of the abyss. 

The warp shunt Held provides the bearer with a 3+ invulnerable 
save against Shooting attacks only. I n addition, for every 6 rolled 
when saving against an enemy attack that draws a direct line of sight 
between shooter and target, the enemy unit that fired the shot takes 
D6Str 5 AP- hits. 



Phase-talker (45 points) 

Very few examples of this technology haw been recovered and those that 
have are highly coveted by the limited number of Imperial servants to have 
somehow gained possession o/one. The relic utilises a phase dilation generator 
that allows the bearer to 'phase-walk' from one location to the next m an 
instant and without passing through the intervening space, making it highly 
prized by assassins, saboteurs and others with need and cause to mow unseen 
through an enemy's defences. 

Instead of moving normally in the Movement phase, the bearer mav 
be removed and replaced anywhere else on the table, so long as they 
are not engaged in an assault or inside a transport vehicle or building. 

It the model is to be repositioned in a location that is within their 
line ot sight, they are simply positioned where the player desires If 
the target location is outside of the character's line of sight, make a 
Dangerous Terrain test for every solid object along the path including 
all models, vehicles, terrain pieces, buildings, etc) and so long as the 
character survives, place them in the desired position. Having been 
moved, the character counts as having deployed via Deep Strike, and 
so counts as having moved, but may shoot, run, etc, as normal. 

Combat Augment Array (35 points) 

II is posited that (Ins device was once used to transform entire planetary' 
populations into killing machines at a single command, enabling simple 
colonists to become unstoppable super-soldiers during the incessant wars 
/ought long before the rise of the lmpenum. Though dangerous to use due to 
the array's invasive manipulation of nerve pathways, adrenal glands and 
musculature, extant examples command a high price indeed, though many 
regard their use as dishonourable or foolhardy. 

Once per game, declared at the beginning ot the controlling plaver > 
player turn, the character may count any dice roil as automatically 
rolling a 6. At the end of that player turn, the model should make a 
Toughness test for every wound they have remaining. Each failed test 
results in the character sustaining a wound, with no saves of any kind 
or Feel No Pain rolls possible. 

Cloaking Array (40 points) 

This relic generates a highly localised refraction field that distorts light and 
many other forms 0/electromagnetic radiation in such a way .i> to render the 
bearer invisible to the naked eve and most forms 0/machine sensor. 

Once per game, at the beginning of anv game rum. the cloaking 
array may be activated. For that entire game mm, the bearer mav 
not be targeted by shooting or declared as the subject ot a charge 
Enemy models with the Psyker or Daemon rule are not aiiected by 
the cloaking array, as they have other means of perceiving their toe. 
Should such a model shoot or assault the bearer the cloaking arras 
ceases to function immediately. The bearer mav not use the arrav li 
joined to another unit, or engaged in an assault, and mav not move, 
shoot, charge or declare any other actions while it is in etiect 
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VomS hield Harness (40 points) 

Though bordering on /lit' ciofenc, ivid fhieU technology n bnuullr umlerstood 
h) flu* Met fiann ian and med to protect static installations and large war 
m.u/iinis such ns Titan*. This purficn/drexample, hornem, recovered by 
Sin Inin i.ii m Quesfors at the leading edge of the Great Crusade, represents 
,t miniaturisation of the technology that to date has mil been successfully 
replh aled l he harness mounted generator protects u m>jli im|vnffraH»* force 
ditch! that protects the bearer and those nearby, hut which can be dangerous to 
all if catastrophically overloaded by enemy fire 

The void shield harness ha> an area of effect equal to a Large Blast (5") 
marker,centred on the bearer Any shooting attack that originates 
from outside of the protected area and hits a target inside it instead 
hits the void shield which has an Armour value of 1A glancing 
or penetrating hit (or any hit from a Destroyer weapon) causes it ro 
collapse Once the shield is collapsed, further hits strike the original 
target instead If the shield is collapsed, at the end of each of the 
controlling player s plavcr turns roll a Dtv On a roll of <;+. the shield is 
instantly restored. 

W hen rolling to penetrate the void shield, a result of Explodes' 
indicates a catastrophic overload. In this instance, resolve a Large Rlasr 
(5") attack centred on the bearer at Str t. AP 4 Pinning, alter which the 
shield mav not be used again for the remainder of the game 

CONTAGJUM Mr HANK*A - MeCHANICUM ONLY (JO POINTS) 

this relic is the subject of much doctrinal uhtsm within the many cults and 
sects of the Mcchanicum. Many tech adeph regard ft* very extreme as heresy , 
while others look upon it as a wonder pass ed daunt from a long lost age, t he 
Ontagtiim Meehan ua is a 'machine virus' transmitted In motile nanytes and 
aHe to overwhelm the mechanisms o/almoM any artificial system it comes info 
contact untit. 

The virus is directed at a vehicle using the profile below if the damage 
results in the vehicle losing a Hull Point but not being destroyed, 
there is a chance the virus will spread to another vehicle So long as 
the vehicle i> still in play in the bearer s next Shooting phase, every 
vehicle (friend or foe] within 1z" of the original target sustains a 
single 1 lavwire attack The process is continued in each of the bearer's 
Shooting phases, with even vehicle that loses a Hull Point but which 
is not destroyed intecting the next, until no more vehicle* are eligible 
to be infected. 

Range Str AP Type 

Conragium 

Mechanica iz m * - Assault t, Haywire 


Cortjca Primps - Mrhamcum only (30 points) 

The Cortica Primus is a bionic implant that replaces most of a Tech-Priest’s 
largely unutilised temporal lobe and sends invasive neuro-probes throughout 
their brain and certfral nervous system. Af the expense of some degree of 
subjectimty, the devur facilitates a high level of integral urn u-ith cyfemdu 
systems such as the mighty automata fielded by the armies of the Mechantcum 

The Cortica Primus counts as a Cortex Controller. In addition, if the 
bearer uses a Cybertheurgy power to target a friendly unit, the effect of 
the power used applies not ro one model in that unit, but to all eligible 
models in the unit If the power is failed however, the subxequmt 
roll on the Cybertheurgy Mishap table is modified by the number ot 
models over the first it was attempted on. For example, it the target 
unit consisted of three Battle-automata, the roll on the Mishap table 
would be modified by +2. 

Mltaphamc Reader - Solar Apxilia only (45 points) 

Tfir mef a phasic reader utilises an input device able to detect almmf every 
form of energy known to the Mrchanicum, as well as several the Magvs vf th« 
Omnisuah have no knowledge af at all 

The unit, as well a> any Solar Auxilia unit from the same detachment 
within iz", gains the Interceptor special rule. 

Apex Digital Weapon - Sour Auxilia only ( 35 points) 

Amongst the lrnjvnurn's burgeoning anstocraiy, digital iveapms are highh 
sought after as a sign 0/ prestige and wealth , and of these* the apex class 
weapons are the most coveted of all. T hough each appears to be a harmless 
decorative ring of the rarest metal surmounted with the most precious at gemv. 
they are in fact miniaturised weapons of the most fearsome potency, able Us 
unleash the power of suns and incinerate any foe with but a gesture 

The apex digital weapon counts as a normal digital weapon In 
addition, once per game it mav be tired as either a la scan non. muln 
melia, plasma cannon or volktte caliver 

Pyrix Ernsts - Dark Angels only (40 points) 

A small but imghfy casket manufactured at the very close of the Dar k Age of 
Technology, it is held by some that the Tvm Extasis was meant as a super 
weapon for holding af buy the oncoming honors of the Age of Strife. The Pvnx 
contains a psn ho-disruptive resonator that acts upon the most pnwa! regions 
of a victim s brain to induce feelings of utter dread and in theirmind transform 
the bearer into a figure from nightmare. 

Once per game, at the start of the Fight sub phase, the bearer mav 
open the Pvrix lixtasis and subject their foe to its effects. Every* enemy 
unit engaged in an assault with a unit from the bearer’s side must 
make a Fear test 
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I t iv liAM - Eun tors Children only (40 points) 

Pui j I;anjfnl tyi these supremely balanced and masterfully unnoughf weapons 
; *,* utj to t \ 'i a> J ts date all have been acquired, by fair means or foul, bv 

, ’Hi of tf!i l eglOrk* Astartes EmpCIW * ChlUlYH. Hit* 1 Hi hi blfldfS 

r\"4'v. J of j ; uiiiunt mathme-spinf which some sav veers tlangt*rou\!y 
. . ' • t?an^M*mng flu* anorit proscription against self-awarr machines. By 
• tu»jl!n v ' a fir tlh kanrr s power armour via ri> auto h um’s the movements 
'f Mh weapon and brarrr are coordinated .if a hwl none but the most 
j,.emphdwd mwtlimdn tun Hope to rmuKitr. 

Range Str AT Type 

Lucid blade * fi 3 Melee, Master Parry, 

Specialist Weapon 

Matter Parry: When fighting in a x hjllenge, the hearer may 
r\i lunge attai ks they have vet to make that phase tor bonuses to 
iny invulnerable nave they have (or to gain an invulnerable save ot 
mi thev have none For example, a model with four attacks and an 
invulnerable save ot might sacrifice one attack to improve their 
invulnerable save to 4 • two 10 improve it to and so forth. No 
invulnerable save may be improved to more than 2+. 

1 B st Hum of Tin Blm k Judges - Iron Waarioas only (40 points) 

I kj Blind Mm was torn by tin* xortv of Pfriumbo from flic corpse* 0/ the 
HUE Iad gey and i>,t btonualfvassimilated anmumd helmet that integrates 
ti itli Yitarti'i power armour thank* to shared Standard Template Construct 
heritage l hr helm contains a rampart resonator that generates a dielectric 
.eumal Jiuhargr which t» uu lea died at any foe that attempt* to strike the 
nearer. 


Range Str AP Type 

Blind helm 12" 5 3 Assault 2D6* 


Burning Claws-Space Wolves only (40 points) 

The wickedly curved, super-conducting tines of these ref ic lightning claws 
burn loilh a heat *0 interne, they can cut through rock unth contemptuous 
ease. The armoured cowling of each flaw conceals a compact fusion reactor 
and a powerful magnetic containment field, and the secrets of its construction 
hare not yet been revealed to the Mechaniamt, for the Legtoties Astartes Space 
Wolves have no intention of depriving themselves of this truly mighty weapon 
of war 


Range Str AP Type 

Burning claws - +1 3 Melee, Shred, 

Specialist Weapon. 
Master-crafted, 

Armo urbane 

Inpomitan Mantle - Imperial Fists only (50 point*) 

\ long cloak of hviivv i hainmatl, the few Indomitan mantles Icmnvn to exist 
wen* all recovered from the sub-strata sinks of the hives of Intvfi Each and 
every link h inset with micm-stgils capable of bleeding off and dissipating 
many different forms of energy, including thermal, kinetic and radiant attacks. 

The Indomitan mantle grants the bearer the Eternal Warrior special 
rule, as well as a invulnerable save against anv weapon with the 
Melta type. 

Ni'siraman Mancatcher - Night Lords only (40 points) 

t he origins of the mancatcher remain a mystery, though some claim that it 
was wrought not by human hands, but was created deep withm the Ghoul 
Stars, a region of space known to be haunted by countless alien liorrors entirely 
anathema to sanity. Several examples of the device have been recovered and the 
Night Lords have found particular use for them when they would sooner take 
tfieir foe alive, but for what fell purpose only they know. 
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I It. Blind helm it used to make OverwaIrh attacks only, and these are 
resolved at the bearer'»full Ballistic Skill. 

Tut Parthinian Serpent - Wurre Scars only (50 points) 

Hi urred from the 4uanfum^-sealed tribute-vaults deep beneath the Khurn 
Kart, 1 mountain* of Chogons, the Parthinian Serpent is a bow that is the 
r4u.1l of many highly advanced ballistic systems. The iveajton fires bolls of 
highly energised matter gnu-rated and unleashed by the bearer, releasing a 
profMiIr through a highly totalised micro-gravitational lens array. 


Range 


Parthinian Serpent 24" 


Str AP Type 

6 2 Heavy 1, Skyfire, 

Precision Shots, 
Interceptor, Pinning. 
Pretemarural Targeting 


Nostraman 

mancatcher 


Range Str AP 

3 


+ i 


Type 

Melee, Two-handeJ. 
Ensnare 


Preternatural Targeting: The Parthinian Serpent is always used at 
the user s full Ballistic Skill, even when making Snap Shots. 


Ensnare: A character bearing the Nostraman mancatcher nominates 
a single enemy infantry model in base contact before any attacks 
(including Hammer of W'rath and the like) are resolved at the start of 
each Fight sub-phase. The target must make a Strength test for every 
attack it is eligible to make that phase. For each test failed, the target 
loses an attack that phase. 

Photonic Blade - Blood Angels only (50 points) 

I hi* sword 1* a double-ha ruled weapon so heavy that only the mightiest of 
warriors can heft it. but its potency lies not in its mass but in the >earing 
white photonic reaction that ivreathes its metal and which feu victims can 
withstand. The weapon is thought to hare been created b\ one of the two sides 
fighting in the civil war that consumed the Baal system as Old Night fell, and 
the few examples recovered from the irradiated wastes of that world are greafb 
prized by the noble warriors of the Legumes .Astartes Blood Angels. 


! 

H 

if 



































































ssrr 




=■ * *m^yf* * 




" . * • " ,rrr 


Gray Gauntlet - Iron Hands only (40 points) 

A heavy, ivrisf-inawnted iteration of the graviton gun, flir /irrf known 
example of'thegravgauntlet were recovered fry Mechanieum Explorator force* 
probing the eastern marches of the galactic core. Witnessing the weapon s’ 
potent effect upon xenos bastions, they tivrr Liter ceded to the Pnmarclt of the 
Iron Hands in recognition of the aid his legion granted to the forces of the 
Mechantnm in that arduous campaign. 


Glaoius Invictus - Ultramarines only (40 points) 

This broad-bladed, artificer-wrought short sword has been earned by the 
champions of Ultramar for many generations, having been recovered from 
ancient human nuns on one of the outer worlds of the Prandtum system The 
weapon integrates a cunning gyroscopic miiurtor that makes i! fiendishly 
difficult to master, but which makes thmsts nigh impossible for the enemy to 
predict or counter. 






Range Str AP Type 

Grav gauntlet Template * 3 Assault 3, Concussive, 

Graviton Pulse®, 
Haywire, Ruination 

*Thr template is left m place after the attack as desenbed in the Graviton Pulse 
special rule, see page 245. 

Ruination: Unlike normal Haywire attacks, this weapon may be used 
against buildings as well as vehicles. The weapon adds +D3 to any 
result rolled on rhe Building Damage chart. If the attack damages a 
bulkhead or wall section of" terrain and destroys it, remove that section 
from play if possible. 

The Earth Breaker Trident - World Eaters only (50 points) 

Tins weapon's overlong haft is inset with a potent seismic accumulator and 
when ii v cast In the ground and Us mighty lines plunged into the earth, the 
planet 's mist 1 be 1/heaves and cries out in agpny as ever more powerful seismic 
waves radiate outwards in all directions. The World Paters made devastating 
use of this weapon in the extermination of the hon or-shrouded exo-strains of 
the Larfear Rift. 


Range 

Earth Breaker trident 

Str 

AP 

Type 

(Melee) 

* 

+2 

2 

Melee, Unwieldy, 
Specialist Weapon 

(Thrown) 

18" 

to 

1 

Assault i, 

Instant Death, 
Seismic Destructor, 

One Use 


AP Type 

3 Melee, Rending. 

Shield-mocker, 
Duellists Edge 

Shield-mocker: Enemy models may not claim saves of any kind that 
are derived from carried shields, including combat shields, boarding 
shields, etc. 


The Barbaras Thurible - Death Guard only (40 points) 

This tabes the form of a heavy iron haft, from the top of which hangs on a 
chain a large perforated metal sphere. This contains a complex atnutiphenc 
filtration and extraction mechanism that draws even microscopically small 
quantities of toxic elements from the atmosphere. These concentrated elements 
are then projected in a wide area about the bearer, slaying any one not suitabh 
protected m a hideous, painful and lingering manner. 

All units without the Legiones Astartes (Death Guard) special rule 
within 6 of the bearer sutler a t penalty to their Toughness this 
does not alfect a model's Instant Death thresholds In addition,any 
enemy unit that sustains even a single casualty trom shooting whilst 
their Toughness is modified in this wav must make a Morale check at 
the end of that phase, regardless of how many casualties are caused 


Range Str 

Gladius Invictus - +i 


Duellist 's Edge: When fighting in a challenge, the user gains a • 1 
bonus to their Initiative value. 


Seismic Destructor: Once per game, the Earth Breaker trident may 
be used as a missile weapon, after which it may not be used (in melee 
or as a thrown weapon) again in that game. Should this attack slay a 
foe or destroy a vehicle or building, place a marker to represent the 
trident s final position. All ground within 12" of this point is counted 
as dangerous terrain and any buildings in this area automatically lose a 
Hull Point at the start of each and every subsequent game turn. 



























































1 v *\ Resonator-Thousand Sons oniy (35 points) 

Thu lambra! crystal device is worn about the neck or «i into thr palm or 
bnmy and used to focu* thr bearer* native pstomr capability or to substantially 
amph** that of a practitioner of thr psychic arts, allowing them to blast their 
toe* u itH raw mrntal font. Several examples haw born recovered across thr 
v attetrd worlds of humanity and thr warnor-savants of thr Thousand Sons 
t ogtor? o’ to ijreat lengths to recover thrm in the furthcramr of their ceaseless 
*|ur*t (or knowledge. 


Luminiferous 

Range Str 

AP 

Type 

resonator 

12" 10* 

% 

Salvo < t. 


The tflu % strength value is compared to the target's Leadership instead 
of Toughness l hr weapon has no effect on vehicles or any model without a 
Leadership c haracteristic. 

Ihl ( MAftiiAcni Pumps- Sons ot Hottus only (50 joints) 

rhe (.itaphructii Pnmus represents the very earliest example of Cataphractu 

I armour, modified from suits which wen* designed to survive inside operational 
plasma reactors. While one of these suits is retained bv the Martian 
Metlianicum and another in the Legion s own Forge, the third is traditionally 
uom bv a Sons of I lorn* assault taplom who has nsen through the ranks of 
the Justaenn terminator elite, its superior power generation and transmission 
systems granting the wearer protection far above that of other patterns of 
Terminator armour. 

Ihe Cataphrictii Pnmus is a suit of Cataphractii armour. In addition 
to the standard rules for this armour type, the wearer gams the Eternal 
Warrior special rule and adds ♦ 1 to their Toughness characteristic 
against shooting attacks. 

Convulsion Dissonator - Word Bearers only (40 points) 

I his entirely novel, some tech-savants would say esolenc, device interferes 
with a wide spectrum of field effects, including those generated by the little- 
unJershtod alien creatures said to dwell within the dimension of raw energy 
that u the Warp. 

Use of the conversion dissonator is declared at the start of any game 
turn, and is used for that one game turn only. While in effect, all 
invulnerable saves, applicable to friend and foe alike, within 12" of the 
bearer suffer a modifier of-2 (a save of s or 6+ is negated entirely). 



Zeroth Conductor Shield - Salamanders only (50 point? 

This huge shield houses a thermic conductor discovered by Mages Kleel of 
the Corpuscam Cult, and while he never successfully replicated its function, 
other examples were uncovered throughout the course of the Great Crusade 
including several by the Legumes .\startes Salamanders. When the Zeroth’* 
reactor is activated, the shield's outer face is transformed into a seanng white 
plane so intense that any weapon that strike* it is rendered to slag in an 
instant, assuming the attacker is not blinded attempting to land the blow 

The Zeroth conductor shield is counted as a combat shield. Any 
enemy unit that charges the bearer of the Zeroth conductor shield 
sustains l>6 Str 8 AP 2 Blind hits at Initiative step 10. 

Fractal Harrow-blade - Haven Guard only (35 points i 

The ultimate iteration of the mono-molecular edged weaponry used 
throughout the tmperiums militant fortes, several examples of this weapon 
type wen* discovered as the Great Crusade pressed outwards into thegaiax*. 

The veiy first, however, was recovered long before the Unification Wan, for 
they were highly valued by the Xeru tribesmen from whose ranks the earliest 
recruits into the XIX * Legion (latterly the Raven Guard; were draum 

Range Str AP Type 

Fractal harrow-blade - +1 3 Melee, Rending, 

Bloody Ruin 

Bloody Ruin: Every wound caused by the bearer of the fractal 
harrow-blade is counted as two wounds for the purposes of 
determining assault results. 

The Drakaina - Alpha Legion only (45 points) fi 

t he Orakama is a singular pistol weapon, its pattern entirely unknown to 
STC canon and possibly even of xenon provenance. Not unlike a needle pistol 
in operation, the Drakaina fires a hybrid virus-faxm so virulent it can -lav m 
seconds and leap to the next victim before what remains of the body ha< even 
strut k the ground. I low the Alpha Legion obtains or synthesises this toxm is 
but one of countless mysteries surrounding this most shrouded of Legions. 

Range Str AP Type 

I he Drakaina 12' 4 4 Pistol Poisoned. 

Rending, Flesh-phage 

Flesh phage: A unit which suffers one or more casualties from this 
weapon must take D6 Toughness tests at the start ot every subsequent 
Alpha Legion Shooting phase. Each tailed test results in a wound 
being sustained, with no saves of any kind. This effect ceases should a 
Shooting phase pass without anv such wounds being sustained. 






















































Relic Hunt mission 

'The bone-dust of that ancient field of war was stirred by a gust of hot, irradiated wind and the object of our hunt was finally revealed to us They said the device 
wv ten thousand years old. though they never named it, nor explained its function , rn>f to the likes of us at least. Even before the troop master had vexed the High 
Commander, the wind stirred again. On if we heard the unmistakable sound of a Knight's footfall, and in minutes the T ration were upon us.' 


In this mission, one side has learned of the 
general location of a priceless relic of the 
Dark Age of Technology, their advance unit' 
already scouring the ground for its exact 
hiding place. Their enemies have not been 
idle, however, and have remained close on 
the hunters' trail Throughout their search. 
Even as the hunters sense that victory is near, 
their foe strikes, determined to claim the 
prize for themselves. 

The Armies 

When this mission is played as pan of an 
ongoing campaign, the side that instigated 
the search for the relic is the Hunters side. 

If the mission is being played as a one-off 
encounter, either agree beforehand or roll oft 
to determine which side is the Hunters. The 
other side is referred to as the Pursuers 

The armies are chosen according to the Age 
of Darkness guidelines given in I lie Homs 
Heresy Rook One - Betrayal, or those in use for 
the campaign being played. 

The Battlefield 

This mission is played on a 6’ x 4' board. 

If the mission is being played to recover 
a relic lost in a previous game, the players 
might consider setting the battlefield up to 
represent the same general area in which 
it was lost. If the mission is being played to 
search fora previously undiscovered relic, 
then piavers may set the terrain up in any 
mutually agreed fashion. 


Place Primary Objectives 

After terrain is placed, but before any forces 
are deployed, the players take rums placing 
six objective markers, starring with the 
Hunters side. No objective may be placed 
within 12" of a table edge or within 6" of 
another marker. 

Deployment 

The Hunters side then chooses a long table 
edge as their own table edge and deploys 
their army, less any forces held in Reserves, 
up to 1 2" on from that edge. 

The Pursuers side s table edge is that opposite 
the Hunters', and they now deploy their 
army, less any units held in Reserves, up to h" 
onto the table from that edge. 

First Turn 

In this mission, the Pursuers side gets the 
first lurn, unless the Hunters can Seize the 
Initiative. 

Came Length 

This mission uses the rules tor Variable Game 
Length (see the Wurftammer 40,000 rulebook). 


Lamfleman Sihidfal . Auxiliary, 234 * FszfJ Amt> 

Victory Conditions 
Location Unknown: Each of the objective 
markers represents a potential location of 
the relic both sides are seeking, but neither 
side knows the true location where the relic 
is hidden. Each objective must be identified 
as per the rules in the Warlwmmcr ,0,00.* 
rulebook for Mysterious Objectives. Instead 
of rolling on the Mysterious Objectives table 
however, roll a D6. On a result of *6, the relic 
has been discovered and no more objective* 
are identified. If only a single objective 
remains to be investigated and the relic ha> 
yet to be found, the last one is automatically 
the relic s location. 

The winner of this mission is the side chat 
controls the objective marker that represents 
the relic at the end of the game If neither 
side controls the objective at the end of the 
game, the result is a Draw. 

Mission Special Rules 
Reserves and Mission Accomplished 

Mission Accomplished: A unit that 
controls the relic once it has been identified 
gains the Fearless and Counter attack special 
rules while controlling it. 
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Hunters' Deployment Zone 


12" 













































































Example Campaigns using the 

Battles in the Age of Darkness: Conquest Campaign System 


Ihe additional campaign rules we have 
presented m tin> book can be used m 
j number o! different wavs and farm 
something ot a tool box approach to 
junative games l ! Mng some or all ot 
ou-mt rules s n vour own games mav seem 
intimidating at first, or a little difficult to 
unde- stand in terms ot how they interlock 
and how to selev t what vou want and ignore 
the rest With this in mind, this section 
present* a number ot example campaign 
vet ups drawing on the Core (’onquest 
* ampargn system presented earlier as well as 
mam of the optional rules provided, all with 
narratives based upon the history ot the war 
tot the Corontd Peeps detailed in this book 
as their background. 

Io varying degues eac h section dismisses 
whit h rules the example gaming group 
involved intends to use and why, how the 
players organise themselves into sides and 
how the war /ones over whit h the games 
u ill he (ought are treated. You can use these 
examples simply tor reference orol course 
as templates you yourselves can play. As 
these examples make detailed references 
to the rules found previously in the 
Conquest < ampaign section of this book, its 
recommended that you have some familiarity 
with these rules before you read through the 
following examples. 


t he first example is the most basic; a simple 
set-up based on the story ot the attack 
at Numinal It uses the basic Conquest 
campaign rules and War Zone t raits, with 
two players fighting across three Strategic 
objectives I t is ideal for use as a template 
by plavers who haven't played a campaign 
before \ campaign set up to run in this 
wav would suit people who want to add a 
simple element ot strategic play to their 
games, hut who lack the time or resources 
to run a more involves! campaign, or whose 
available time to play might be limited With 
a little preparation, for example, this kind 
ot campaign could be easily played start to 
finish over the course of a weekend 

t he second example is more detailed and 
based on a campaign tor a larger gaming 
group. It involves eight players divided 
into two teams of four, playing across 
four separate war zones: Keopsis, Slioar, 

Grail and Lascal, to represent the Traitors 
invasion of the Grail Abyss It makes use ot 
a variety ot special rules, including System 
Conquest, War Zone Traits, 11 os tile War 
Zones and Priority Targets, as well as some 
house rules. While on the lace oi it such a 
campaign might appeal complicated, so long 
as everyone is committed and the number 


of optional rules are kept to a manageable 
level, a campaign structured like this should 
progress towards a satisfactory conclusion 
within a sensible time frame. 

1 he third example is much more involved 
and shown as an illustration of perhaps 
the most comprehensive use of the rules 
presented here l his very detailed approach 
can be used bv a handful of friends or bv a 
large gaming group such as a club, but it i> 
recommended that the majority ot those 
involved have played in campaigns before 
and are willing to invest time and effort into 
the campaign to see it reach a successful 
conclusion. I his example also demonstrates 
how one plaver assuming the role of 
impartial campaign organiser tor Campaign 
Re tercel can add an enormous amount to a 
senes of games. 

It also explores the decision making process 
behind which optional rules might be 
i hosen and how these can be inspired bv the 
story presented earlier in this book Lastly, 
this example provides a summary of how one 
such campaign actually played out and how 
some of the optional rules chosen affected 
the ebb and flow ot events. 
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Example Conquest Campaign I: The Assault on Numinal 




Th*v example campaign is intended to depict 
.< short and relatively simple use of the 
( onquesf Campaign sysrrm, demonstrating 
how the basic campaign structure works and 
how it can he adapted to fit various different 
gaming groups, 


i 


Having just read the I he Darkness 
1 >esi ending narrative section of this book, 
two Inends decide to use the Conquest 
Campaign system to relight the assault oi 
Ma.Sade and the Agathean troops oi the 
<>o“ Expeditionary Fleet on Numinal Keen 
to put the various rules and new units to 
use, the two players decide to stage their 
campaign over the course of a weekend. The 
loyalist player, having recently completed 
a force oi Solar Auxilia and several Cerastus 
kntghts, will use these to represent MaSadrs 
fort es while Ins opponent will use a iorce 
construe ted using the Space Marine 
( rusade Army list, with the Sons of I lorus 
Legion Traits, with an allied contingent of 
Mechanic urn forces as the Traitor army. 


Campaign Set-up 

Constructing a war zone ro represent 
Numinal is rhe players’ first task As there 
are only two players, the Conquest rules 
recommend a fairly small war zone. The 
players decide that thts means the campaign 
itself represents a single part of the larger 
battle on Numinal, a flanking thrust by a 
Sons of 1 lorus detachment on an isolated 
detachment of Agathean troops defending 
the Loyalist landing zones. The players also 
assign the recommended number of Reserves 
points for a quick two player campaign, 
t points each, and use the recommended 
number of three Strategic objectives. 


Loyalist forces and receives no special Trait 
The final Strategic objective is agreed to be 
the Landing Zones themselves, a vast field 
holding the various bulk landers and fighter 
squadrons that accompanied MaSade’s forces, 
and is assigned the Planetary Spaceport War 
Zone Trait to represent the various aerial 
assets available. The players decide not to 
assign any War Zone-wide Traits and so 
begin play. 


The players agree that the first Strategic 
objective represents the Sons oi Horus 
staging area aboard a gigantic Conversion 
Crawler approaching the Loyalist forces. 
They give this Strategic objective the 
Concealed Bunker Complex War Zone 
Trait, and determine that all games played 
at this objective should he Zone Mortalis 
games The second Strategic objective will 
represent the Rock Strewn Beaches of the 
northern archipelago defended by the 


The Campaign in Action 
As previously decided, both players begin 
the first Mustering phase with 3 Reserves 
points each, which is the total allotment for 
each player over the course of the entire 
campaign. Both players roll off to decide 
which of them will have the Initiative 
for the first Mustering phase, with the 
Loyalist player winning. As the player with 
the Initiative, the Loyalist player issues a 
Challenge; selecting the Landing Zone as 
his target and expending 1 Reserves point. 
As this campaign has only two players, 
there is no need to decide which player on 
the opposing side will meet this challenge, 
but in a larger campaign, the opposing 
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side could assign any of its players to this 
game. Initiative now passes to the Traitor 
player who selects the Rocky Beaches as 
his target and who also expends i Reserves 
point, passing the Initiative back to the 
Loyalist player. Not wanting to expend too 
many Reserves points early on, the Loyalist 
player chooses to pass and issues no more 
Challenges. Initiative now returns to the 
traitor player, who chooses to issue one final 
Challenge, targeting the Conversion Crawler 
and expending another Reserves point 
before ending the Mustering phase. At the 
end of the first Mustering phase, the Loyalist 
player has made a single Challenge and now 
has a total Reserves Pool of 2 and the Traitor 
player has issued two Challenges and has a 
total Reserves Pool o! 1. 

During the following Conflict phase, all 
Challenges made during the Mustering 
phase are resolved. As only two players are 
participating in this campaign, they will both 
be involved in all games. The two players 
agree to use the Eternal War missions from 
the Wurhammer 40,000 rulebook and armies 
of 2,000 points each to resolve all of the 
games. The first Challenge pits the Loyalist 
force against the Traitors at the Imperial 







Landing Zone Strategic objective, and is 
resolved with a Crusade mission using the 
Vanguard Strike deployment map. As neither 
side currently has any Control points at this 
Strategic objective, no special rules apply 
from the Planetary Spaceport Trait, and the 
game proceeds as normal with the Loyalist 
player, who issued the Challenge there, 
emerging victorious. The second Challenge 
was issued by the Traitor player and targeted 
the Rocky Beaches Strategic objective which 
has no special Trait - it is resolved with a 
Scouring mission and uses the Hammer and 
Anvil deployment map, but ends in another 
victory for the Loyalist player. The final 
Challenge, also issued by the Traitor player, 
targets the Conversion Crawler Strategic 
objective; again as neither player has any 
Control points at this objective, no special 
Trait rules are used. The game is resolved as 
a Zone Mortalis game due to the Strategic 
Objectives Trait. The game ends in victory 
for the Traitor player, who had issued the 
Challenge there in the Mustering phase. 

With all Challenges resolved, the 
Consolidation phase begins. As he was 
victorious in his Challenge at the Landing 
Zones, the Imperial player gains 1 Control 
point at that Strategic objective, and as he 
now has the highest total of Control points 
at that objective, he may now make use 
of its special rules. Likewise, the Traitor 
player succeeded in his Challenge at the 
Conversion Crawler and gains a Control 
point and access to its special rules. However, 
as the Traitor player was unsuccessful in his 
Challenge at the Rocky Beaches Strategic 
objective, he gains no Control points there, 
though as the Loyalist player did not issue 
this Challenge, he gains no Control points 
eiiher as his successful defence merely 
thwarts the ambitions ot his rival. Having 
noted the changes in Control points, the 
Consolidation phase ends. 

The players decide to begin the next 
Mustering phase on the following dav, 
having played for several hours to resolve the 
first Campaign turn. At the beginning ot the 
second Mustering phase, before determining 
who has the Initiative, the Traitor plaver roils 
a D6, scoring a 5 and gaining an additional 
Reserves point due to the Concealed Bunker 
special rule, increasing his Reserves Pool to 2. 
Next, the players roll-ott again to determine 
which ot them will begin with the Initiative, 
resulting in the Traitor plaver gaining the 
Initiative. The Traitor plaver begins by 
issuing a Challenge targeting the Rocky 
Beaches. The Loyalist player does the same 
when the Initiative passes to him. and both 


players then reduce their Reserves Pools 
by 1. The Traitor player then uses his last 
Reserves point to issue a Challenge against 
the Landing Zones Strategic objective and 
passes the Initiative to the Loyalist player. 

With only 1 Reserves point left, and knowing 
that his opponent has spent all of his own 
Reserves points and that this will be the final 
Campaign turn, the Loyalist player chooses 
to issue a Challenge targeting the Landing 
Zones Strategic objective, reasoning that if 
he tries to attack the Conversion Crawler, 
the game will be played as a Zone Mortalis 
mission, denying him access to the special 
rules which are provided by the Planetary 
Spaceport Trait. 

The Conflict phase begins with the two 
Challenges targeting the Rocky Beaches 
Strategic objective. The Traitor player rolls 
a Relic mission with the Dawn of War 
deployment map for his Challenge and is 
defeated by the Loyalist plaver s canny use ot 
the additional Flyer granted by the Planetarv 
Spaceport Trait. The Loyalist player s 
Challenge is resolved as a Crusade mission 
using the Hammer and Anvil deployment 
map and is another victory for the Loyalist 
player. 

Next, the Traitor player resolves his 
Challenge against the Landing Zones 
Strategic objective with a Scouring mission 
using the Vanguard Strike deployment map. 
this time with a Talon ot Comemptor-Mortis 
Dreadnoughts to counter the Loyalist plaver s 
reliance on Fivers, and emerges victorious. 
Noting his opponent has adapted to his 
earlier tactics, the Loyalist plaver chooses to 
instead take fewer Fivers and instead field a 
Questons Knight Crusade arms* and resolves 
his final Challenge which targeted the 
Landing Zones Strategic objective as a Big 
Guns Never Tire mission using the Dawn c* 
War deployment map. emerging victorious 
after a hard fought battle 

In the Consolidation pha>e, the final :ot_fi> ot 
Control points are noted. At the Conversion 
Crawler Strategic objective, the Traitor plaver 
has 1 Control point and the Loyalist plaver 
at the Rocky Beaches Strategic objective the 
Traitor player has o Control points and the 
Loyalist plaver i. and at the Landing Zones 
Strategic objective the Tran. ev has 1 
Control point and the Loyalist pi-nty ha> 

As the Loyalist plaver controls : Strategy 
objectives and the Traitor plaver onlv 1 the 
Loyalist plaver is declared the campaign 
victor, dnsing the Sons ot Horus , orve> ttvrn 
the w ar zone and securing MaSaJc * ;Links 
from attack. 
























































Example Conquest Campaign II: Assault on the Grail Abyss 


This example campaign is in fended as a 
demonstration of a more complicated use of 
the Conquest Campaign system, involving 
a varietv of special rules and modifications 
ro rhe standard system. While many of the 
modifications used are based around the 
example campaign being played, they will 
hopefully serve as a source of inspiration for 
those players looking ro utilise the Conquest 
campaign system to craft unique campaigns 
of their own. 

Eight f riends gather to play a series of 
Battles in the Age of Darkness games 
using the Conquest campaign system. The 
plavers agree on playing a fairly ambitious 
campaign representing the attack of Horus 
armies through the Grail Abyss towards 
the Imperial stronghold of Lascal. All of 
the participants are well versed in both 
the rules for Warhammer 40,000 and the 
Battles in the Age of Darkness expansion, 
but decide to appoint one player from each 
side to act as Campaign Warlord in order to 
speed up book-keeping during Campaign 
turns - especially as the group is interested 
in running a more involved campaign with 
several optional rules. 

Che group organises into two sides, with four 
players each on both the Loyalist and Traitor 
sides, and after some discussion decide to 
use the following optional rules as part of the 
campaign: 

• Conquest War Zone Traits 

• Hostile War Zones 

• Priority Targets 

• System Conquest 

As they meet irregularly, they decide that 
they will gather as a group once every other 
week to perform each Mustering phase and 
decide on games, which will then be fought 
at the various players’ houses and local clubs, 
and the results reported back at the next 
bi-weekly gathering. The two Campaign 
Warlords will be responsible for making 
sure the players remember to play games as 
needed and for tallying results and tracking 
remaining Reserves points. They will also 
make any dice rolls for their side as well as 
arbitrate any group decisions in order to 
speed up play. 

Having decided on which rules are to be 
included, the group begins setting up their 
campaign. As the group is using the System 
Conquest special rules, multiple war zones 
must be created; the group decides on lour 
war zones, representing the Traitors* attack 


corridor through the Grail Abyss towards 
their ultimate target of Lascal: Shoar, Grail, 
Keopsis and Lascal. 

Campaign Set-up 

Each war zone will need to be fully created 
before play begins. The core Conquest rules 
require that each war zone has a Reserves 
Pool for each side and a set number of 
Strategic objectives; however the various 
optional rules in play also require that 
each war zone be set a Disposition (System 
Conquest), a number of Traits (Conquest 
War Zone Traits) and possibly an alternative 
set-up (Hostile War Zones). In addition, the 
Priority Targets rule allows rhe group to set 
different Campaign point (CP) values to the 
Strategic objectives in each war zone. 

The group begins with Keopsis, assigning 
it five Strategic objectives and 8 Reserves 
points for both sides - standard values for 
the size of group. Based on the description 
given in The Principal Worlds of the Coronid 
Deeps section of this book, the group assigns 
the War Zone Trait Blackened Lava Plains to 
the entire war zone, so that ail games played 
at Keopsis will he affected by it, and the 
Concealed Bunker Trait to one of the five 
Strategic objectives (only games played at 
that objective will be affected by this Trait). 
Using the Priority Targets rule, the group 
decides to set the value of the Concealed 
Bunker Strategic objective to 3 CP, leaving 
the others at 1 CP each. Finally, the group 
decides not to use any oi the alternative set¬ 
ups from the Hostile War Zones rule with 
the Keopsis war zone and sets its starting 
Disposition as Neutral - not yet controlled 
by the Traitors, but also without a heavy 
garrison of Loyalist troops. 

Moving on to Shoar, the group decides this 
is likely to be similar to Keopsis, an early 
target for the Traitor forces with a minimal 
Imperial garrison, and assigns it five Strategic 
objectives and 8 Reserves points for each 
side. Its description is quite different to 
Keopsis, with harsh arctic weather and 
tribes of rugged feral inhabitants, and the 
group assigns it the War Zone Trait Frozen 
Wasteland, which will affect all games 
played at Shoar. Searching through the list 
of Traits provided in this book, the group 
finds nothing appropriate for representing 
Shoar’s savage population, previously used 
as recruiting stock for the Imperial Auxiiia, 
and decides to invent something appropriate 
to the occasion. After getting the approval of 
the entire group, the Trait Mustering Fields 


is assigned to one of the objectives in the 
Shoar war zone. This allows the side which 
controls this Strategic objective to include a 
single Troops choice from the Solar Auxiiia 
army list in any detachment they field for the 
usual points cost if they wish. This objective 
is assigned a CP value of 3, the others are 
left valued at 1 CP. As with Keopsis, Shoar 
is set to a Neutral Disposition and uses no 
alternative set-up from the Hostile War 
Zones optional rule. 

The group decides that Grail is less a 
potential conquest for either side and more 
a possible treasure trove of resources to fuel 
the rest of the conflict - a rich but dangerous 
prize. As such, Grail is assigned three 
Strategic objectives and only 6 Reserves 
points for each side; the fighting here will be 
short but vicious. To emphasise the danger 
of the richest areas of rhe planet, the group 
assigns the Broken Ruinscape and Frozen 
Wasteland Traits to the entire war zone and 
the Rad Wastes Trait to a single Strategic 
objective. The Rad Wastes Strategic objective 
is assigned a CP value of 3, while the others 
are left at 1 CP and no alternative set-up is 
used at Grail. Its Disposition is set as Neutral 
- likely untouched by either side at the start 
of the conflict. As the players all feel that 
Grail should be special, the group decides 
that whichever side conquers this war zone 
will receive an additional 2 Reserves points 
in the next war zone they attack naming 
this house rule Treasures of Grail’. 

The final war zone is Lascal, the stronghold 
of Imperial resistance on the edge of the 
Grail Abyss. As the main target of the Traitor 
forces, the group assigns Lascal seven 
Strategic objectives and 14 Reserves points. 
The War Zone Trait Hive Cities is assigned to 
one Strategic objective to represent Lascal’s 
burgeoning colony and the Trait Planetary 
Spaceport to another - both of these are set 
to a value of 3 CP, while the other five are left 
at t CP. As the Imperial stronghold, Lascals 
Disposition is set to Loyal and the group 
decides to use the Fortress World alternative 
set-up in this war zone, with the Loyalist side 
as the Defender. 

With war zone creation completed, the group 
can begin play. The two Campaign Warlords 
roll off, with the Loyalist Campaign Warlord 
winning and thus gaining the right to select 
the first war zone to be fought over. -Alter 
some discussion, the Loyalists choose Shoar 
as the first war zone and the players all gather 
ro begin the first Campaign turn. 




























































Camfaka Waa Zones Overview 

Keopsis 

Disposition: Neutral 
Reserves Points Pool: 8 
Strategic Objectives: 5 
Iraits: Blackened Lava Plains (War 
/.one \ Concealed Bunker Complex 
attached to Strategic Objective No.i). 
Priority Targets: Strategic Objective 
No. 1 >et to 3 CP value for control, all 
other objectives wonh 1 CP. 

Hostile War Zones: No alternative 
set up used. 

Shoar 

Disposition: Neutral 

Reserves Points Pool: 8 

Strategic Objectives: <i 

Traits: Frozen Wasteland (War Zone), 

Mustering Fields (attached to Strategic 

Objective No.i). 

Priority Targets: Strategic Objective 
No t set to 3 CP value for control, all 
other objectives worth 1 CP. 

Hostile War Zones: No alternative 
set-up used, 

Grail 

Disposition: Neutral 

Reserves Points Pool: 6 

Strategic Objectives: 3 

Traits: Broken Ruin scape (War Zone), 

I cozen Wasteland (War Zone), Rad 
Wastes (attached to Strategic Objective 
No.i). 

Priority Targets: Strategic Objective 
No.i set to 3 CP value lor control, all 
other objectives worth i CP. 

Hostile War Zones: No alternative 
set-up used. 

Note that the Treasures of Grail house rule 
applies to this war zone. 

Lascal 

Disposition: Loyalist 
Reserves Points Pool: 14 
Strategic Objectives: 7 
Traits: Hive Cities (attached to Strategic 
Objective No.i), Planetary Spaceport 
attached to Strategic Objective N0.2). 
Priority Targets: Strategic Objective 
No.i & No.2 set to 3 CP value for 
control, ail other objectives worth 1 CP. 
Hostile War Zones: Fortress World 
(Loyalist side as Defender), 


The Campaign in Action 

t he players decide that this war zone 
represents Traitor fleets bypassing the 
Imperial forces at Keopsis to strike at Shear, 
hoping to establish a forward position within 
the Grail Abyss. As previously decided, both 
sides gain 8 Reserves points for the fighting 
in the Shoar war zone, representing forces 
in and around the planet at the time of the 
Traitor attack, anil they will use these to 
contest five Strategic objectives. 

Seizing the Initiative in the first few 
Mustering phases, the Traitors focus on 
building Control points at the Mustering 
Fields objective. They spend 5 of their 
Reserves points over several Campaign turns 
to gain 4 Control points there and claim 
the use of Imperial Army units recruiting 
from among the savage inhabitants of Shoar 
in later games, and thus hold the most 
valuable Strategic objective. Meanwhile, 
the Loyalist players instead spend those 
turns establishing Control points at the 
other four Strategic objectives, staging no 
attacks on the Mustering Fields. With only 
3 Reserves points remaining and the more 
aggressive tactics favoured by its players 
being hampered by the Frozen Wastelands 
War Zone Trait, the Traitor Campaign 
Warlord decides to cut his losses and retreat 
during the Consolidation phase of the third 
Campaign turn. By choosing to retreat, he 
grants automatic victory to the Loyalist side, 
which as Shoar’s Disposition is Neutral, 
grants the Loyalist side 1 Campaign Victory 
point. However, as the Traitors evacuate their 
remaining forces in an ordered retreat, they 
carry half their remaining Reserves points 
on to the next war zone, in this case a single 
Reserves point. 

As the Traitors side was defeated at the Shoar 
war zone, the Loyalist side would normally 
choose the next war zone. However, the 
Traitor Campaign Warlord manages to roll 
a 6 on a D6, allowing him to do so instead. 
The Traitors choose to fight at Keopsis next, 
which the group decides is the Traitor fleet 
falling back to regroup while being pursued 
by the vengeful Loyalist forces. 

As with Shoar, both sides receive 8 Reserves 
points, although the Traitors increase this 
pool to 9 Reserves points due to their retreat 
from Shoar, and will contest five Strategic 
objectives. In the Keopsis war zone, the 
Loyalists gain an early lead, establishing 
Control points at several minor objectives, 
however, the Traitors quickly gain a minor 
foothold on the Hidden Bunker objective, 
excelling in the Zone Mortalis games this 


objective calls for, before moving to contest 
those objectives where the Loyalist sides 
have gained control. By avoiding focusing 
too heavily on a single objective and some 
excellent luck with the Concealed Bunker 
Complex special rule allowing them to gain 
extra Reserves points, in addition to the 
bonus received for retreating, the Traitors are 
quickly able to overturn the initial Loyalist 
advantage. Both sides expend every Reserves 
point they have, but the Traitor side has more 
to spend due to their retreat and control 
of the Hidden Bunker. Once all Reserves 
points are spent, the Loyalists control three 
Strategic objectives, each worth 1 Victory 
point, while the Traitors control a total ot 
4 Victory points (the Concealed Bunker is 
worth 3 Victory points due to the Priority 
Targets special rule) and claim a narrow 
victory. As Keopsis has a Disposition of 
Neutral, the Traitor side gains 1 Campaign 
Victory point and as neither side retreated, 
no Reserves points are carried over to the 
next war zone. 

As the victorious side, the Traitor Campaign 
Warlord may now select the next war zone 
The Loyalist Campaign Warlord attempts 
to override this with a D6 roll, but does not 
score a 6. The Traitor Campaign Warlord 
selects Grail as the next war zone to be 
fought over. 

Unlike the first two war zones. Grail otters 
both sides only 6 Reserves points each to 
contest three Strategic objectives. one of 
which is worth 3 Victory points. The group 
decides that the conflict reflects the actions 
of raider fleets dispatched by both sides to 
seize the various ancient relics to be round on 
Grail for their own use while fighting grinds 
on at Keopsis. Both sides focus their efforts 
on the control of Strategic Objective 1. due to 
its increased value under the Pnorirv Targets 
special rule. However, the combination ot 
the Frozen W astelands. Broken Rumscape 
and Rad Wastes Traits at this objective 
complicates battles fought there and leaves 
neither side able to claim an overwhelming 
advantage. Once all Reserves points are 
expended, both sides have an equal number 
of Victory points Rather than declare the 
fighting a Draw, the group decides to pia\ 
a last battle involving all four plavers from 
each side to decide control ot Strategic 
Objective 1 and thus the war zone. Flaved 
using all three of Grails assigned Traits, the 
battle is bloodv and hard fought but etuis 
in a Loyalist victory As Grad is also Neutiai. 
this grants the Loyalist side 1 Campaign 
Victory point. 



























































With the running total of Campaign Victory 
points now at 2 for the Loyalists and 1 for the 
Traitors, only the La sea I war zone remains 
to be fought over. Unlike all of the previous 
war zones, Lascal has been set a Disposition 
of Loyal, meaning that victory here will be 
worth 2 Campaign Victory points to the 
Traitors side. Lascal also requires the group 
to use the Fortress World set-up from the 
Hostile War Zones oprional rule; this rule 
allows the Defending side, which the group 
agrees is the Loyalists, to begin the war 
zone with Conrrol poinrs equal to half the 
total Reserves points allotted for the war 
zone, but limits that side to only attacking 
those objectives targeted by the opposing 
side. In this case, the Loyalist side will 
gain 7 Conrrol points (14, Lascal’s allotted 
Reserves Pool, divided in half), which they 
must allocate before beginning play in the 
war zone, with no single Strategic objective 
having more than half the available Control 
points allocated to it. The Loyalist Campaign 
Warlord chooses to allocate 3 Control points 
to both Strategic Objectives 1 and 2 (both of 
which have attached special Traits and are 
worth 3 Victory points) and a single Control 
point to one other Strategic objective (worth 
1 Victory point). 


Play now begins at Lascal with the Traitor 
side gaining 14 Reserves points, and the 
Loyalist side gaining 7 Reserves points (14 
minus the total Victory points value of all 
objectives to wh i c h Con rrol poi n t s vve re 
assigned). During the first Campaign turn, 
the Traitor side launches attacks against 
nil of the Strategic objectives the Loyalists 
chose not to assign Control points to, gaining 
Control points at each of them, and as this is 
the first turn and the Traitor side has made 
no previous attacks, the Loyalist side, as 
the Defender,cannot make any attacks. In 
the following Campaign turn, the Traitor 
side switches us tactics and focuses all of its 
attacks on the Planetary Spaceport objective, 
managing to gain 4 Control points there 
and seizing control ol its special ability. 

The Loyalists are limited to attacking those 
objectives the Traitors targeted in the 
previous turn, committing a single Reserves 
point to each, but only managing to win one 
of those games. In the final Campaign turn, 
the Traitor side commits its last 4 Reserves 
points to attacks of opportunity on the 
Strategic objectives of lesser value, trying to 
consolidate control on as many as possible, 
while the Loyalist player can only target 
the objective the Traitors attacked on the 


previous Campaign turn, and spends all 3 of 
their remaining Reserves points in battles 
to regain control of the spaceport, but is 
only successful in gaining a single Control 
point. With both sides having expended all 
of their Reserves points, fighting at Lascal 
is over, the Traitors have control of four 
Strategic objectives, each worth a single 
Victory point, and the Loyalists holding 
only the Hive Spire, worth 3 Victory points 
with the Planetary Spaceport and one other 
objective contested by both sides. Lascal 
ends as a Traitor victory and they score 1 
Campaign Victory points for victory due to 
its designation as a Loyal war zone 

At this point, all war zones have been fought 
for and the group gathers to compare the 
current Campaign Victory point totals I he 
Loyalists have scored 2 Campaign Victory 
points, one each for control of Shoar and 
Grail; however the Traitors have accrued 3, 
x for conrrol of Keopsis and 2 for control 
of Lascal. The Traitors claim victory in the 
campaign, driving the Loyalist defenders 
from their stronghold at Lascal and claiming 
dominion over the scattered worlds of the 
Grail Abyss. 
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Example Conquest Campaign III: The Battle for Manachea Lux 


- 
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This last example campaign is inspired bv the 
story of the fall of Manachea Vysidae Having 
read the account of this part of the fall of the 
Coronid Peeps a gaming group decides to 
pbv through the fall of another world in the 
same system Manachea Lux, mentioned in 
I he Principal Worlds of the Coronid Deeps 
m*. non of this book, but whose exact late 
i> not detailed in the story I laving been 
mtngued bv this background for this world 
jml the battles fought around it, they’ve 
decided to determine us fate through some 
exciting games of their own! 

fhe Campaign Referee 

L d, one of the players in the group, wants 
from the beginning to serve as the Campaign 
Referee, but he hopes to take part in at least 
one game along the way if the opportunity 
presents itself I laving recently purchased 
a Reaver I nan, Ed reads the background on 
the Legio Tempest us and decides to paint 
the model in the blue and silver of that Titan 
Order. Because Tempest us was split in its 
allegiance, I d decides that which side it will 
fight on would only be determined later in 
the campaign. 

Player i (Loyalists): Imperial l ists 

Kevin has an Imperial Lists army of around 
2,000 points, which he began after reading 
about them in The Ilorus \ieresy Book Three 
Extermination, In addition to this,he has 
a sizable collection of Warhammer 40,000 
Bastions, Defence Lines and other such 
fortifications Given the Imperial Fists 
presence on Manachea Lux as a garrison 
force in the background, these are highly 
appropriate and their use boosts bis army 
substantially beyond its starting 2,000 points. 

Player 2 (Loyalists): Solar Auxilia 
Gareth has enthusiastically thrown himself 
into collecting a Solar Auxilia army. His force 
includes a substantial infantry element as 
well as tanks, artillery and a Stormhammer 
Super-heavy tank. This army comes in at 
around 3 ,000 points. 

Player 3 (Traitors): Sons of Horus 
Mark has been collecting his Sons of Horus 
army since the publication of The Horus 
Horsy Book One - Betrayal, and is able to field 
in excess of 4,000 points worth of units. He 
even has his Legions Primarch - Warmaster 
Horus himself- and he decides that he 
will hold off fielding this most potent of 
warriors until the climax of the campaign, 
representing Horus intervening at the 
crucial moment in the war. 


Player 4 (Traitors): Solar Auxilia 
Neil has only recently started collecting 
his Solar Auxilia army, making him an ideal 
match up with Mark and his Sons of Horus. 

In agreement with Gareth, Neil decides that 
his force will represent a turncoat element 
of the same Solar Auxilia regiment, painting 
his models in a colour scheme derived from 
those Gareth has used on his. In addition 
to his small Solar Auxilia force, Neil has a 
Cerastus Knight Lancer and a Questoris 
Knight Errant, both of which he has painted 
in House Orhlacc livery. I le will use these 
as an allied contingent using the Questoris 
Knight Crusade Army list. 

Player 5 (Unassigned): World Eaters 
Mike has a large collection of World Eaters 
Space Marines, but because he is unable to 
commit to a regular schedule oi games, he 
will take on the role of an occasional player 
as and when he is able. I le played his army 
on the side of the Loyalists 111 the Isstvan 
III campaign presented in The Homs Heresy 
Book Our Betrayal and decides that his 
force could have broken out and attempted 
to link up with others still loyal to Terra in 
the Coronid Deeps. The Campaign Referee 
thinks this is a great idea, and so asks Mike 
not to reveal his force’s loyalties to the other 
players until the time is right. 

Player 6 (Unassigned): Mcchanicum 
Paul is new to Horus 1 leresy gaming but 
has already collected and painted some 
Mechanicum units, including a number of 
Casteilax Battle-automata and a Thanatar 
Siege-automata. As with Mike, Paul will take 
part in the occasional game as his schedule 
and the flow of games allows, affording him 
the chance to field his nascent force and 
get an idea of how it plays and what units to 
expand it with in the future. 


War Zone Creation 

With four main players, it is agreed that 
five Reserves points per side is appropriate, 
equat ing to three Strategic objectives over 
which the sides will fight for control. In 
all, this classes the battle for control of 
Manachea Lux as an Isolated Skirmish This 
seems appropriate, as the Traitors' intent will 
be to tie down the Imperial Fists garrison 
so that they are unable to intervene in the 
battle at Manachea Vysidae, the main target 
of the Warmaster s invasion of the system. 
Reading the background for Manachea Lux, 
the Campaign Referee decides the war zone 
as a whole would be subject to the Burning 
Desert War Zone Trait. 

Strategic Objective 1 - The Silica Dune 

Seas: The bulk of the planet consists of 
shifting dune seas that bum the entire 
landscape with blinding reflected light. 
Though of little strategic value in themselves, 
the seas will have to be traversed by forces 
travelling between other, more vital 
locations. Therefore, the Silica Dune Seas 
will count as a single Strategic objective 
- battles fought in them represenring the 
ongoing struggle to keep supplv routes open 
and drop zones clear 

Strategic Objective 2 - The Bastion Kvet: 

The Imperial Fists garrison fortress and the 
area around it will form the second Strategic 
objective. The Campaign Referee thinks that 
this location should form a vital Ivnchpin 
tn the war, and so decides to use the Priority 
Targets rule from page 212. This makes 
Strategic Objective 2 worth two Control 
points (and the others 1 each ). This decision 
alters how the overall victor of the campaign 
is determined from total Strategic objectives 
controlled to the total value of controlled 
Strategic objectives. 


Implementing the Burning Desert War Zone Trait 

This War Zone Trait makes battle in the depths of the silica dune seas oi Manachea Lux 
a hazardous and arduous affair. It can be imagined that the area is bathed in seating light 
reflected from the gleaming dunes and from clusters of solid cry stal, heating the air to high 
temperatures. However, the group feels that the rule would lose some impact it used in 
every' single game, and rationalises this by suggesting that some areas might be protected 
by energy domes that absorb or compensate for the light and heat. 

Therefore, the Campaign Referee decides that the Burning Desen War Zone Trait will 
always be in effect in Strategic Objective 1, but m games fought at Strategic Objectives 
2 and 3 only on a D6 roll of 5+, rolled before the game. This represents fluctuating 
environmental conditions as well as the energv domes becoming unreliable as war rages 
across the surface. 
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The Campaign Referee also determine* 
that this location will use the f ortified 
Bastion Complex Strategic Objei live Trait, 
representing the extensive fortifications the 
Imperial Fists had constructed there 

Strategic Objective \ Quartz Ciry: 

I his Strategic objective represents a vital, 
sprawling metropolis of macro habs housing 
the multitudes of workers that roil in the 
industrial installations and silicate processing 
plants spread throughout the deserts Battles 
fought in this location will use the Hatties in 
the Age of Darkness City 1 ight rules 

DmiOfWC TB£ Campaign 

As« ampaign Referee, I d drew up a rough 
plan to add some additional flavour to the 
campaign, inspired by the stories presented 
in this book and that of the I torus I leresy as 
a whole. Many of these additional elements 
would draw on the involvement of other 
players, and make use of their collections 

One element the Campaign Referee wants 
to explore relies on Mike with lus World 
haters army When the time is right, the 
World haters will make an appearance in 
the campaign on the side ol the Loyalists, 
possibly in a large team game alongside the 
Imperial l ists 

Haul and his Mechanic uni present a similar 
possibility, and one the (Campaign Referee 
decides to have some fun with Paul and I d 
decide that Paul s force s loyalties will remain 
undetermined at the start of the campaign. 

1 he player likes the idea that his force hails 
from the forge World of M’Panclex. and 
its Magus is a disreputable scoundrel who 
inspires a deep sense of distrust in all who 
meet him. Paul would not have to decide 
which side he would play on until the time 
comes to do so 

Having committed to painting his Reaver 
Titan in the colours of the Legio Tempcstus. 

Ld determined that he will play it in the 
final game. on the side that has the most total 
Control points by that stage, and he informs 
the players of this bef ore play begins. I his 
adds an element of tension to proceedings, as 
it can be imagined that both sides know that 
a Legio Tempestus Titan transport vessel is 
inbound to the Manachea svstem.but none 
will know its loyalties until the moment the 
Titan strides forth from its mighty drop barge 
at the climax of the campaign 

These are just examples of the sorts of 
additional elements that can be introduced 
to a campaign when one player is willing to 


ful/tl the role of Campaign Referee Many 
people find this role every bit as enjoyable 
as acrually playing tn the campaign, and as 
demonstrated, there s no reason they can't 
join in rhe action for special game* 

Optional Rum 

Reading through the various rules presented 
in this book, the players agree which of the 
optional rules to use Firstly, everyone feels 
that it is highly appropriate to make u*e of 
the Character Advancement rules With the 
campaign being fought over a single war 
zone between two teams of two players eat h 
this makes for three C ampaign Characters 
per side They also decide at this stage that 
they will make use of the Relics of the Dark 
Age of Technology special rule* 

Tor his Imperial I iats Campaign Character, 
Kevin chooses a Praetor, who he names 
(.astellan Alharik, and chooses to take a 
Morale Advance, rolling Hungry tor Victory. 
For a Relic, he chooses the lndomitan 
Mantle,an iconic artefai t of the Legiones 
Asiatics Imperial 1 ists lor a Warlord Trait, 
which would apply throughout the entire 
campaign. Kevin rolls Tactician 

Kevin’s fellow Loyalist player, Gareth, is 
fielding a Solar Auxtlu force, whit h he dubs 
the H4 Auxilia ( ohort, the’Proconsul s 
Own*. For Ins campaign character, Gareth 
chooses a Lord Marshal who he names Lord 
High l olonel Surena, and then rolls the 
Rapid Assault character advance and the 
Shattering Bombardment Warlord Trait 
Lastly, looking over the list of Relics of the 
Dark Age of Technology available to Solar 
Auxilia characters in this book, he decides 
that the apex digital weapon will make for 
a highly entertaining and powerf ul extra 
weapon for Lord High Colonel Surena to 
keep up his sleeve 

The Loyalist players decide it will be fun 
to take an Expeditionary Navigator as their 
third Campaign Character, who they name 
Adept Mahesha. They also decide that they 
will count Castellan Albank as the Loyalists 
Commander in Chief Kevin rolls tor his 
character’s Strategic Warlord Trait, resulting 
in Castellan Albank gaining Spy master 

Mark chooses a Praetor as his Sons ot Horus 
Campaign Character, who he names Assault 
Captain Marduk. Mark then rolls the Void 
Walker Warlord Trait and chooses the 
Combat Augment Array Relic, hoping to use 
us special abilities in concert with a paragon 
blade in the campaign. 


Mark s fellow Traitor, Ned. is pLaymg * 
turncoat Solar Auxilia force which he 
the Magister* Oldbloods after :t* leader 
Lord Magtster Karanus Ned roll> the Siege 
Master Warlord Trait and decides that tor 
a Relic of the Dark Age of Technologs hi* 
Lord Mar*hal will take a void shield hxmrn, 
affording unprecedented protection n hr 
leads the Traitors assault on their objectives 

The Traitors choose the special char* in 
Maloghurst the Twisted as their third 
Campaign Character A* a Unique model 
Maloghurst can r improve hi* profile but it 
seems appropriate that he would be put in 
overall command of the attack on Manachea 
Lux by the Warmaster, and so hr will aJ*» 
be the Traiton Commander imChiei Ilr 
strategic Warlord Trait rolled for Maloghurst 
is Matter of Timing 

1 he Campaign Referee also determines 
that it is appropriate to use the Mysterious 
Wreckage rule*, in particular once the 
campaign has progressed a few turns this 
represents the hazardous detritus ol u at 
building up in areas over whu h *everal 
devastating bailies have been fought It 
presents an opportunity to pool everyone % 
modelling talent in order to make individual 
pieces of specially themed terrain which 
all of the players could benefit from, and so 
these will be introduced tn later games 4' and 
when they become available 

Tm Cahdugn \h Aoioh 

With the campaign s structure broadly 
planned out and the players and armies 
assembled, all that remains is to get piavtng 
The first Strategic objectives to come under 
attack are Bastion Kvrt bv the Son* ot Honis 
and the Silica Ihinc Seas by the Loyalist 
Salat Auxilia The Loyalists win both battles, 
gening them of! to a strong Mart in the war 
tor control of Manachea Lux 

The next two Campaign turns see the 
Traitors regain some ground, so that going 
into the fourth turn, the Loyalists control 
the Silica Dune Seas and the Traitors 
control Quartz Citv The fourth turn sees 
the Traitors begin to make headway as 
they win battles at Quarrz City and the 
Silica Dune Seas and, in addition, slay the 
Imperial Fists Castellan Albank Kevin 
rolls on the i iampaign Casualties table, 














































fr * u ;t c i* v i jvjcJUn Albtnk utrvtv mg. 

:being ukrn tapnvr bv thr Tnitan An 
x:r» n :"K»n t' fought to attempt 4 rescue, 

Krf in thr event the Imperial Ftvt* player 
anabie lo pU\ a came that week, real life 
irtrrwerung a* ti will However. this presents 
ihr t ampogn Krlnre w-ith an opportunity, 
Mrh w »th Kevins agreement he seizes on, 
Mike > loyalist World l aters will come to 
the v a*tc Un»rrv< ue and the Iraitm Solar 
Aj v ia player SeiL w ill remain ignorant of 
tho tact until the agnrrd time of the game 

iV l theta tin in muMon proved highly 
rf irtuip.mg U r both players* the ( ampaign 
Kc !nee managing to keep thr fact that a 
UVh i 1 jti tv atui not an Imperial I tst* 
t i«r is attempting the irwuc j secret right 
up until 1 he game t he battle was won by 
the \Ju-t!d 1 ,»irtv and < astellan A1 bank wav 
ten ued In w hat proved a hard fought and 
tense battle 

1 he fifth 4 ampaign turn sees the I ration* 
matin am the momentum, winning at Quartz 
< ity and the Silk a Dune Seas t hings 
d. n 1 go entirely their w av however as 
Neils( ampaignCharacter,Lord Magivtei 
karanuv iv dam Neil tolling 1 atality'on 
the C ampaign ( asualty t hart With the 
hat ji trr hearing a Krln of the Dark Age 
>f Ie< hnniogv, this presents the option of 
I Uvmg an additional Relic Hunt mission to 
rec.»\f 1 it whit h the players decide to do At 
ihn point the ( ampaign Refetee asks Paul 
it he would like to held his Mechanic um. 

I Savtng thr role of an avaricious Magus of 
ft 'gr World M Pandr* hearing of the lost 
void shield harness relic and seeking to 
recover it before anyone else can do so. 

Iht Relic I hint mission results in a win for 
Neil s J raitor Solar Auxilia who. despite Paul s 
efh rtv, recover the lost Relic of the Dark Age 
of Technology this will be given to Lord 
Vf agister Karanus replacement, w ho would 
hear it in (hr next game. 


By campaign turn six, (he Loyalists have 
depleted their Reserves points, while the 
Traitors have tust one left, so it is clear that 
unless it results in a draw for Strategic 
objectives, this will he the last i ampaign 
turn Before the Traitors announce 
the target of then attack however, the 
C ampaign Referee ask' Paul which side 
hi* Mechanicum tone will be lighting for 
1 vvn though the servants of i 01 ge World 
M Pandev opposed the Traitors m the 
previous Relic Hunt mission, they declare 
tot the Warmastei and will be fighting 
alongside the Sons ot Horns and the Traitor 
Soliii Auxilia in the final game In addition, 
the l ampaign Referee announces that he too 
will Iv playing in the final game, controlling 
his Reaver I tun. having completed painting 
it m the colours of the 1 egio Tempestua, 
revealed at this stage to be Traitors. 

I inally, with just a single Reserves point 
remaining to them, the Traitors 1 an only 
attack a single Strategic objective They 
announce it will be the Bastion Kvet, and 
that the Sons of Horns, the Traitor Solar 
Auxilia, the Legio Tempest us Titan and the 
I taitor Mechanicum will all he attat king 
the Imperial l ists keep It therefore seems 
appropriate that a large team game will 
he fought for the final result, and Mike is 
able to return with Ins World Eaters. Mark 
also decides that now is the time to held 
the Pnmarch Horns, reasoning that the 
Warmaater has completed the destruction 
of the capital world of the Manachea system 
and will oversee the Ti .liters’ attack on 


Manachea Lux in person. Pooling scenery to 
make a tablr large enough to accommodate 
stv armies and a Titan, the players gather for 
the final, climactic battle for possession of 
Manachea Lux. 

I he battle plays out as a suitably eptc clash 
of erstwhile allies, featuring six armies of 
varying sizes, a Pnmarch. several Knights and 
a Reaver t itan. Though the action swings 
hack and forth numerous times, it reaches a 
climax when Warmaster I lorus breaches the 
Imperial l ists defences and slays Castellan 
Albarik in single combat. Though the 
Loyalists fight doggedly on for another two 
turns, the tide of war is against them and 
at the last, all the bold defenders could do 
was commend their lives to their cause and 
prepare to die in t he name of the Impenum. 

The result of the final game, and therefore 
the campaign as a whole, was a victory to 
the Traitors All agreed the result was fitting 
and appropriate given the story of the fall 
of the Manachean Commonwealth. After 
the events of the campaign, everyone felt 
that they’d had a unique game experience, 
and that they had played their own pan in 
determining the fate of Manachea, and in 
so doing had something of a hand in the 
unfolding events of the Horus Heresy on 
the tabletop. What’s more, in some cases, 
they were already plotting their revenge or 
cashing in their bragging rights as victors! 









































































































-mm *• *<■ 


ITteSSEZ 


rmwme m r* «t 


Thi. Battles in the Ace of Darkness Warhammer 40,000 Expansion 


7 V Barrie* in the Age of Darlenes expansion 
i% a njrraftve tramrwork and *enw of 
different. intrrkxking campaign system* 

(or ymsr gamrs c»f Warhammer 40000 set 
in the deadly milieu of the Horus Hereby 
It present* 11 % own distinct way of pUving 
bawd on fhr armies which fought each 
other lor control of the nascent Impenum 
and th* battle which decided Mankinds 
fate in this dark age of' war Battles tn the 
Age of Darkness games use all of the core 
rulr^ presented in the Warhammer 4/1,000 
rules except where noted in this precis 
of general rules and where shown in the 
various campaign rules found in the Homs 
Heresy volumes. These take precedence 
ovrr the VParhammrr *o/xyj rulebook where 
exception* to the rules found there are made. 

Armv Selection/Force Organisation 

Charts; Battles in the Age of Darkness 
games use their own special core Force 
Organisation chan (see page 241), as well as 
special optional chans found in the various 
Homs Heresy volumes These replace 
the standard Battle Forged army system 
presented tn the Warhammer 404100 rulebook 
Each Battles in the Age of Darkness army is 
composed of a single Primary Detachment, 
and may also contain a number of optional 
(Secondary) Detachments as shown on the 
relevant Force Organisation chan Unless 
specified by a particular mission, all of the 
units chosen as pan of the Primary and Lords 
of War detachments must he from the same 
army list and same Faction (in the case of a 
Space Marine Legion, they must also have 
tile same version of the Legiones Astartes 
Special rule as well where relevant! Allied 
Dctac hments should he chosen according 
to the Allies in the Age of Darkness chan 
and be of the same Faction ( see page 255). 

I unification Detachments may he chosen 
from any Imperial type fortifications 
shown m the Warhammer 404XX) Stronghold 
expansion as well as those in Forge World s 
Imperial Armour and Horus Heresy hooks. 

Designer's Note: Other Force Organisation 
charts as well as formations and 
detachments ,1 from the Warhammer 40,000 
rulebook and other game expansions, as well 
as Unbound armies, are not designed with 
Battles in the Age of Darkness in mind and 
should not be used tn Battles of the Age of 
Darkness games, unless by the mutual prior 
consent of all the parties involved Note 
that using Unbound armies,etc,can be a 
great deal of fun and make for a range of 


interesting options, hut will likely throw up 
rules anomalies and inconsistencies between 
play styles and the close narrative framework 
of the Haras Heresy campaign rules, so 
caveat emptor* 

Scoring Units: Unless specified in a 
particular mission, tn Battles in the Age 
of Darkness games, only units taken from 
the Troops c hotces and those specifically 
noted in their entries (other than Dedicated 
Transports) are counted as scoring units. 

They may only score Victory points for 
objectives if present within 3* of that 
objective so long as enemy scoring and denial 
unus are not also present in this radius. 

Denial Units: All other units in the game 
which are not scoring units, immobilised, 
currently Falling Back. Zooming Flyers/ 
Super-heavy Flyers or Swooping Monstrous 
Crearures/Gargantuan Monstrous Creatures 
are counted as denial units. This means 
that if they are present within the listed 
scoring range of an objective, an opposing 
unit cannot score Victory points from the 
objective or claim it. 

Size of Battle: A points total of around 
1 *750 - 3,500 points per player is an ideal 
game size for use with the Battles in the Age 
of Darkness rules, battles of a larger size may 
benefit from using the Apocalypse rules or 
standard games using the rules found under 
the Choosing Your Army section of the 
Warhammer 404)00 rulebook instead. Smaller 
games may benefit from the use of a more 
restricted Force Organisation chart such as 
that provided by the Strategic Raid mission 
rules found on page 1 76 of this book or the 
Zone Mortalis rules found in The Horns 
Heresy Booh Three - Extermination. 

Factions 

The Factions system found in the 
Warhammer 40,000 rulebook is not used in 
conjunction with the Battles in the Age of 
Darkness expansion. Instead, during the 
floras Heresy there are in effect only two 
Factions Loyalist and Traitor, and an army’s 
forces must be chosen from one or the other 
of these (but never both) In the various Age 
of Darkness army lists, certain characters 
and units are marked with either an Aquila 
(Loyalists) or the Eye of Horus (Traitors) 
meaning that they can only be chosen by 
armies of that Faction. If a character or unit is 
shown without one of these marks, they tnay 
be selected by either Faction. 


Lords of War 

Tlie Lords of War system, originally 
developed by Forge World, has since been 
expanded into other formats within the 
Warhammer 404x10 range, however the 
bespoke version which is presented here 
is designed to be used in conjunction with 
Floras Heresy gaming 

In addition, in Battles in the Age of Darkness 
games. Lords of War use the following special 
rule; The Price of Failure. 


The Price of Failure 

(Lords of War Secondary Objective) 

As well as being colossally powerful 
and destructive units capable of turning 
the tide of battle on their own, a Lord 
of War also represents a substantial 
strategic asset to their own side, the loss 
or destruction of which can have dire 
implications for their army's cause. 

As a result, unless specifically exempted 
or modified by the special rules of a 
Battles in the Age of Darkness mission, 
destroying an enemy Lords of War 
choice always represents a secondary 
objective in the game. This secondary 
objective is worth 2 additional Victory 
points to the destroying side in the case 
of an Engine of Destruction, Great Beast 
or Primarch or 1 additional Victory 
point each per vehicle/creature in the 
case of War Machine Detachments, 
Monstrous Hordes and Sub-orbital 
Strike Wings. 


Psychic Powers 

During the latter days of the Imperium's 
Great Crusade and the early wars of the 
Horus Heresy, the secrets of Malefic 
Demonology were known to only a select 
few, and the grasp of the Ruinous Powers 
on the galaxy had waned. As a result, unless 
specifically noted in their entry, Malefic 
Demonology psychic powers are not 
available to any model with psychic powers. 





























































Lords of War availability 

In a Battles in the Age of Darkness game 
of 2400 points or greater. Lords of War 
choices will be available to an army based 
upon the specific Force Organisation chan 
being used. These choices must be bought 
from the army s points total as normal, 
and may not make up more than 25V of 
the army s total points cost for each Lords 
of War choice, unless specified as being 
otherwise by the mission that is being 
played. Lords of War are only available to 
an army's Primary Detachment. 


The 25% rule This means that r 
maximum points value of a tingle Lords 
of War choice m a Ban es in the Age ei 
Darkness game for some common arrr.v 
sizes is as follows 


# 


2/300 points * 500 points 

2.250 points - $63 point* 

2.500 points - 625 points 
2,750 points - points 
5x00 points - 750 points 

3.250 points - 813 points 

3.500 points - potnrs 
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Battles in the Age of Darkness Force Organ tion Ch : 


Games which are played based upon 
the Battles in the Age of Darkness rules 
expansion use the following Force 
Organisation chan, which offers the 
widest degree of flexibili ty and should be 
considered the standard form of play while 
using this rules expansion. The various 
army lists presented in Forge World's Horus 


Heresy senes have been designed with this 
Force Organisation chart in mind. Further 
advice on selecting vour army and its 
composition can be found in the r yirka*r.mn 
40400 rulebook. However, note that the 
Force Organisarion charts presented in the 
Horus Heresy series take precedence over 
those listed in the rulebook. 


Pnmirr Detachment Required 

• Compulsory : HQ - Troop* 

• Optional -2 HQ -4 Troops. Eh re*- 
*3 Fast Attack *3 Hear*v Serptr 

Fortification Detach mem Opcionai 

• 1 Choice 

Lords of War Detachment Optional 



• 1 CnoiCe 

Allied Detachment Opnonal 

• Compulsory 1 HQ i Tnx^ps 

• Optional -1 Troop* * 1 Hites 

* 1 Fast Attack. -1 Heave Support 


Fortification 

(optional) 








Lords of War 

(OFFlONAi: 

















The Horus Heres\ Vibes Matrix 
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Using the Army List Entries 

Each unit entry in the army list contains the following information: 

Unit Name: At the start of each army list enrry you will find the name of the unit alongside the points cost 
of the unit without any upgrades. 

I Unit Profile: This will show the profile of any models the unit can include, even if they are upgrades. 

Unit Type: This refers to the Unit Type rules in the WarJumnucr 40,000 rulebook. For example, a unit may 
be classed as Infantry, Monstrous Creature or Vehicle, which will subject it to a number ot rules regarding 
movement, shooting, assaults, etc. 

Unit Composition: Where applicable, this section will show the number and type of models that make up 
the basic unit, before any upgrades are taken. If the Unit Composition includes the word 'Unique', then you 
may only include one of this unit in your army. 

Wargear: This section details the weapons and equipment the models in the unit are armed with. The cost 
for all rhese models and their equipment is included in the points cost listed next to the unit’s name. 

Special Rules: Any special rules that apply to the models in the unit are listed here. These special rules are 
explained in further detail subsequently, or in the Special Rules section of the Warhammer 40,000 rulebook. 

Options: This section lists all of the upgrades you may add to the unit if you wish to do so, alongside the 
associated points cost for each Where an oprion states that you may exchange one weapon and/or’ another, 
vou mav replace either or both provided you pay the points cost for each. 

Dedicated Transport: Where applicable, this option refers to any Transports the unit may take. These have 
their own army list entries. Dedicated Transports do not use up any Force Organisation chart choices, but 
otherwise function as separate units. The Transports section of the Warftammer 40,000 rulebook explains how 
Dedicated Transpons work. 

Warlord Traits: Sometimes an entry will have a specific Warlord trait, in which case it will be listed here in 
their army list entry. 

Lords of War and the Solar Auxilia: The Solar Auxilia has access to a number of Super-heavy vehicles 
as shown in its army list as Lords of War choices. In addition, it has access to Super-heavy Walkers from 
the LegioTitanicus see The Horus Heresy Book I - Betrayal) or Knights chosen from the Questoris Knight 
Crusade Army list (the Household ranks in this case are not used). These may comprise either a War 
Machine Detachment (1-2 Super-heavy vehicles with the same unit type, with 8 or less Hull Points) or a 
single Engine of Destruction (a Super-heavy vehicle of any type with 9 Hull Points or less). 

Note that several lighter Super-heavy vehicles are already integrated into the Solar Auxilia army list as 
standard Heavy Support choices - these do not count as Lords of War for the army (nor are they subject to 
the Price of Failure special rule;. It should always be made clear to your opponent at the start ot the battle 
where this is or is not the case! 

















































Solar Auxilia Special Rules 

The tactics of the Solar Auxilia have long been formulated on active defence the expectation that m battle 
they are most likely to be outnumbered and under direct attack, with the bask response of drawing the 
enemy onto their guns and to break upon their lines like waves against unyielding rock s J> rh i mat ha- 
won the Solar Auxilia their fierce battlefield reputation and has seen them survive on manv hostile worlds 
where none, save the Legiones Astartes, might be expected to prevail albeit often at great ecu t. Key r this 
is their ability to stand shoulder to shoulder and maintain volleys of disciplined fire with rapidir ar d 
accuracy regardless ol what unholy terrors are boiling down on them. This regime and tactical doctrine :> as 
unwavering as it is harshly enforced. 

Disciplined Fire 

Models with this special rule may fire Overwatch Snap Shots at BS 2 when using Pistol, Assault and Parr- 
Fire weapons. 

Close Formation Fighting 

So long as at least two friendly models with this special rule are in base-to-base contact during ar. assault 
they may fight at +i WS. 

Super-heavy Command Tank 

if the vehicle is upgraded to a Super-heavy Command tank, all allied units within 24 of the vehicle mav re- j 
roll failed Morale checks. 

Disciplined Command 

The Solar Auxilia regiments adhere to a strict chain of command in their battlefield deployments In game 
terms, this chain of command determines your choice of Warlord where the Solar Auxilia forms veur arm < 
Primary Detachment, unless your army also contains a Unique character with rules to the contra rv 

• If your army contains a Lord Marshal, this must be your Warlord. 

• It your army contains no Lord Marshal but does contain one or more Legate Commanders one of these 
must be your Warlord. 

• If your army contains neither a Lord Marshal nor any Legate Commanders but does contain one or more 
Auxilia Tactical Command Sections, then a Strategos from one of these units must be vour War ri 

• It your army contains none of the above, but does contain one or more Auxilia Tank Commander' men 
the Auxilia Tank Commander attached to the tank with the highest poinrs value counts as vour War lord 
but does not gain a Warlord Trait. 

Hold the Line 

While a squad with this rule is within 1 2 of another squad from the same Tercio which is itselr not already 
Falling Back, it may re-roll any dice results of a 6 against Pinning tests and Morale checks caused tv artaexs 
in the Psychic phase or Shooting phase. 
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Solar Auxilia Regiments Warlord Traits 

When generating their Warlord Traits, a Solar Auxilia Regiment may either roll on one of the Warlord Traits 
tables in the Wa rh amm rr40,000 rulebook,or instead roll on the following fable: 

Sour Auxilia Regiments Warlord Traits Table 

D6 Warlord Trait 

Uncanny Survivor 

The Warlord has outlived many enemies by fair means and foul and belli fhe cruel claws of the xcno> and 
(he blades of rivals and courtly assassins have failed to lay them low. 

The Warlord gains the Eternal Warrior special rule. 

Shattering Bombardment 

The Solar Auxilia* armoured reserves are infamous for the deadly effect to which their firepower can be 
put, and the Warlord is a master of such tactics. 

While the Warlord is alive, select a single weapon in a unit within 6" of them in the Shooting 
phase that has the Ordnance special rule. That weapon counts as being twin-linked for this 
player turn. 

Bitter Blood 

Whether a black-hearted duellist of deadly repute or simply a ferocious killer of inhuman skill, the 
Warlords abilities in hand-to-hand corn hat are not to be underestimated . 

\X hen fighting in a challenge, the Warlord gains the Hatred special rule. 

Blind Barrage 

One tarite often employed, whether in attack or defence, is to precede battle with a heavy barrage of smoke 
and blind shells, blanketing the battlefield in a thick obscuring fog more impenetrable than the darkest 
night, in which the Solar Auxilia have already prepared their fields of fire ahead of time to deadly effect 
The Warlord’s controlling player may choose to unleash a Blind bombardment at the start of 
the game. It this is done, all friendly Solar Auxilia units gain the Shrouded special rule for the 
duration of the first game turn only. 

Void Master 

1 he Warlord has fought alongside Rogue Traders (or perhaps has even been granted such a letter of 
marque themselves ) and faced strange perils on distan t and nightmarish worlds besides which the horrors 
of the battlefield hold little fear. 

I he Warlord gains the Stubborn special rule, and they and any unit they join gains the Move 
Through Cover special rule. 


Siege Master 

The Warlord is a veteran of uncounted sieges and knows, with almost preternatural skill, the 
vulnerabilities in his enemy's defences. 

At the start of the game, after deployment but before the game begins, nominate a single piece 
of terrain in the enemy’s deployment zone (note that this cannot be a Fortification purchased 
for their army ;. The cover save provided by this terrain is lowered (ie, made worse) by -1 (eg, 5+ 
becoming 6*, etc). 





































Solar Auxilia Warcear 


Ranged Weapons 

Archacotech Pistol 

Despite* the renaissance of human power in the galaxy that the Great 
Crusade has created, there remains much of Mankind's ancient might 
and arts that is lost to myth and legend, save for a few relics that 
have survived Old Night. One of the more common types found are 
sidearmsof surpassing firepower and elegance. Be they bespoke slug 
throwers utilising micro-atomic munitions or searing kill-rays that 
draw power from a planet s ambient magnerosphere; such priceless 
artefacts of war find their way into the hands of the Emperor s chosen 
agents and the most senior officers of the Solar Auxilia. 

Weapon Range Str AP Type 

Archaeotech pistol 12" 6 3 Pistol, Master-crafted 

Demolisher Cannon 

A short-ranged but destructive weapon designed for line-breaking and 
smashing enemy fortifications, the huge, rocket-propelled shell fired 
by the Demolisher cannon is enough to pulverise bunkers and collapse 
buildings around their defenders in a tide of rubble and dust. 

Weapon Range Str AP Type 

Demolisher cannon 24" 10 2 Ordnance i t 

Large Blast (5") 


Solar Auxilia Support Weapons 

The Solar Auxilia utilise a variety of support weapons as needed, 
including shell-firing heavy* guns of different calibres, directed energy 
weapons and missile launch systems. 


Graviton Weapons 

Little understood even by the Tech-Pnests of Mars the term graven 
gun refers to a group of gravity projector dr ices * bo<e * phtsr.c- 
is such that the few that now remain are relics of a lost age Such 
weapons prove extremely useful when fighting on a starship or :n a 
null gravity environment. The power of the graviton gun's highest 
settings is sufficient to rupture organs and crack bones even inside 
armour, but its primary use is to impede the enemv and damage 
machinery* without the risk of secondary explosions 


Weapon 

Graviton gun 

Graviton cannon 


Range Str AP 

18* # 4 

J6* * 4 


Type 

Heavy 1 Blast 5 
Concussrve. Graviton 
Pulsed Haywire 
Heaw 1 Large Blast 
5 .. Concessive 
Graviton Pulse 
Havwire 


Graviton Pulse 

Instead of rolling To Wound normally with thi- weapon anv 
model caught in its hhst must instead roll equa. to r under their 
Strength on a D6 or suiter 2 wound a roll ot 6 aiwr- > counts as 
a failure). After the graviton pulse weapon has been fire-- leave 
the Blast marker in place This area now counts as both ditncuir 
terrain and dangerous terrain for the next rum sharks to the 
gravity* flux. 



Weapon 

Earthshaker 

Range 

Str 

AP 

Type 

cannon 

36"-240" 

9 

3 

Ordnance 1, Barrage. 
Large Blast (5") 

Medusa siege gun 

Quad mortar 

36" 

10 

2 

Ordnance 1, Barrage, 
Large Blast (5") 

(Frag) 

1 2"-6 o " 

5 

5 

Heavy 4, Barrage, 

Blast (3” l, Shell Shock 

(Shatter) 

36” 

8 

4 

Heavy 4, Sunder 

Quad heavy bolter 

36" 

5 

4 

Heaw 6, Twin-linked 

r f 

He 11 strike missiles 
Exterminator 

72" 

8 

3 

Ordnance i.One Use 

autocannon 

Vanquisher 

48” 

7 

4 

Heavy 4, Twin-linked 

battlecannon 

72" 

8 

2 

Heavy i, Armourbane 

Colossus Bombard 

24 -60 

6 

3 

Ordnance 1. Barrage. 
Large Blast (5"). 
Ignores Cover 


Shell Shock 

Due to the repeated rapid impact of the quad mortars shells, 
Pinning tests taken because of its attacks are made at a 1 

Leadership penalty. 

Sunder 

Attacks with this special rule may re roll failed Armour 

Penetration rolls. 


Irradiation Projectors 

I rad' or ‘Rad’ projectors are porenr ann-persenne! weapons arc re.es 
of the Dark Age of Technology used exclusives bv the militant 
of the Mechanicum. Thev commonlv comprise a bulky genercror unit 
terminating in a dish-like protector that unleashes a powerful bli>t s 
deadly cross-spectrum radianons. Victims caught :n the rlast of suon a 
weapon suffer an appalling death as they are rotled a.'o e mom within 
- their Tissues blasted apart on a cellular level Thick burners c: soud 
marter between the beam and the target provide some protection :rom 
this effect, though victims who survive the inscal blast will often ii 
later of extreme radioactive contamination. 




Weapon 

Lucifex 


Range Str AF 

t> 


Rad 1 rad-cleanser Template 2 
Irradiation engine Template 4 


Type 

Rad-phage 
Assault Flesh htne. 


Rad phage 

A model which loses one or more wounds tv an atta*. * wuh this 
special rule and survives has its Toughm-v* value reu^K ed hy i tut| 
the rest et the battle. 
























































Lightning Gun 

This aptly named weapon rakes rhe form of a baroquely designed 
carbine either connected co a micro-reactor or, in rhe case of an 
Ordo ReduciorThallax. rheir firer’s own cybernetic power core. It 
fires an ionizing las-beam down which a powerful phased discharge 
of electromagnetic force is unleashed, and is equally effective at 
slaughtering rhe living and overloading machine targets. 

Weapon Range Str AP Type 

Lighminggun 18" 7 5 Heavy i, Shred, 

Rending 


Plasma Weaponry [Great Crusade Era) 

In addition to the Imperial plasma weapons listed in the Warltammer 
40,000 ratebook) such technology was far better understood during 
the dawning age of the Imperium, il still somewhat unsafe. As a result, 
three additional rarer types of sophisticated plasma weapons are listed 
below, which would become .all but unknown in later ages. 


Weapon Range Str AP 

Plasma blaster 18" 7 2 

Phased plasma-fusil 24" 6 3 

Executioner cannon 36” 7 2 


Type 

Assault 2, Gets Hot 
Salvo 2/3 
Heavy 3, Blast (3") 


Mauler Pattern Bolt Cannon 

A field-support weapon found within Skitarii tech guard formations 
and mounted on certain Battle-automata, these baroque and bulky 
automatic cannon differ from the more common heavy bolter only in 
calibre, with the Mauler using substantially larger and denser shells, 
with a proportionally larger and stronger gun-frame needed to handle 
the firing stresses involved. These are powerful weapons whose secrets 
are jealously guarded by the Mechanicum. 

Weapon Range Str AP Type 

Mauler bolt cannon 24" 6 3 Heavy 3, Pinning 

Needle Pistol 

A favoured weapon of the assassins of the Terran Courts during the 
days before Unification, needle pistols are sophisticated and elegant 
handguns whose operation is silent, invisible and deadly. The finest 
examples use a combination of a flash less laser to pierce flesh, followed 
bv an impellor-sbot oi virulent poisons delivered instantaneously into 
the open wound. This combination can lay low the toughest foe with 
ruthless efficiency. 


Weapon 

Range Str 

AP 

Type 

Needle pistol 

* 

12 2 

5 

Pistol, Poisoned, 
Rending 


Photon Thruster Weapons 

The arcane secrets of these deadly but unstable beam weapons are 
jealously guarded by the adepts who hold them, leading some to 
believe the technology is xenos in origin. When fired they unleash 
howling needle-thin beams of utter blackness able to pierce the 
densest matter, slashing and slicing armoured men and machinery 
apart like razors, leaving pulsing waves of darkness in their wake. 
Ihe exotic power sources of these unearthly weapons are extremely 
unstable, and catastrophic failure can lead to their firers being 
consumed by raging black flames until only dust remains. 


Weapon 

Range 

Str 

AP 

Type 

Photon gauntlet 

12" 

5 

2 

Assault 2, Blind, 

Gets Hot 

Photon thruster 

4 $" 

6 

2 

Heavy 2, Lance, Blind, 
Gets Hot 

Darkfire cannon 

60" 

7 

2 

Heavy 2, Lance, Blind, 
Gets Hot 


Rotor Cannon 

Favoured by many Imperial Army formations, rotor cannon are muln- 
barrelled slubbers, using electric motors to maintain an extraordinary 
rate of fire from their spinning barrels. The simple, medium calibre 
solid slug projectiles they fire lack the power of bolt shells, but the hail 
of shot they unleash can be particularly useful against unarmoured 
hordes of toes and fleshy xenoforms. The newly prototyped assault 
cannon technology represents a more effective and powerful 
implementation of this principle. 

Weapon Range Str AP Type 

Rotor cannon 30" 3 6 Salvo 3/4 

Volkite Weapons 

'Volkite’ is an arcane Martian term for a variety of powerful ray 
weapons whose origins date back to the Age of Strife. Possessed 
of considerable killing power surpassing most armaments of their 
size, volkites were difficult to manufacture, even for the most able 
of the Mechanician's forges, and the demands of the expanding 
Great Crusade swiftly overwhelmed supply of these relic guns. Once 
relatively common within the fledgling Legions, they had fallen 
largely from favour by the time of the Horus Heresy, and had been 
superseded in the Space Marine Legions by the far more flexible and 
utilitarian Terran bolter. Those few that remained in service were the 
purview of only a few specialised units at the outbreak of the conflict 
that rent the Imperium asunder. 


Weapon 

Range 

Str 

AP 

Type 

Volkite serpenta 

10" 

5 

5 

Pistol, Deflagrate 

Volkite charger 

15 " 

5 

5 

Assault 2, Deflagrate 

Volkite caliver 

11 

30 

6 

5 

Heavy 2, Deflagrate 

Volkite culverin 

45 " 

6 

5 

Heavy 4, Deflagrate 

Volkite demi culverin 45" 

7 

5 

Heavy 5, Deflagrate 


Deflagrate 

Deflagrating attacks have a devastating effect on organic matter, 
explosively burning flesh into ash and jetting fire. After normal 
attacks by this weapon have been resolved, count the number of 
unsaved wounds caused on the target unit. Immediately resolve 
a number of additional automatic hits on the same unit using the 
weapon’s profile equal to the number of unsaved wounds - these 
can then be saved normally. Models in the targeted unit must still 
be in range in order for these additional hits to take effect. These 
additional hits do not themselves inflict more hits! 
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Solar Auxilia Las Weaponry 

While first the dreaded volkitc, and later the powerful bolter, were the 
standard tactical armaments favoured by the Space Marine Legions, 
the serried ranks of the Imperialis Auxilia from the beginning 
favoured las weapons as the pattern for their standard small arms. 
Adaptable, environmentally resilient, readily manufactured and 
given their technological basis— extremely readily supplied and 
maintained by Great Crusade forces as they expanded out from Terra, 
las weapons were patterned to fit every conceivable need, from officer’s 
sidearms to tactical rifles to armour-breaching heavy weapons. Within 
these broad categories were innumerable variations in patterns and 
models, from the Mars-Luminal, whose core design predated even 
the Age of Strife and was replicated to exacting tolerances by the 
priesthood of the Machine God, who considered it a prayer made 
solid, to the crude Gethrik Tireshof lascarbine, lacking even the most 
basic of safety functions or fire selector modes, and furnished in local 
stonevvood for the use ol the deeply superstitious and feral savages of 
Jub’bala after their induction into the Imperial war machine. 

The Solar Auxilia, in particular, favoured the use of some of the 
most advanced and adaptable las weapon designs in mass-produced 
Imperial service, usually sourcing their arms directly from Terra, 

Mars and latterly also from Voss,Telastoria and Triplex Phall when 
possible. Such was the elite status of the Solar Auxilia within the 
wider Excerrus Imperialis, and indeed often the personal wealth and 
political power of their commanders, that the Solar Auxilia commonly 
employed additional modifications to improve the overall firepower 
and capability of their standard issue weaponry. These included, most 
commonly, lasrifles fitted with advanced beam collimators to increase 
their efiective range and accuracy, while many Solar Auxilia regiments 
sanctioned the use of forced-chamber over-compression cells, more 
commonly known as ‘blast-chargers'. 

These devices imposed a kind of contained overload on a lasgun’s 
firing chamber, resulting in the expulsion of an unstable pulse of 
energy far more powerful than that of a standard las-discharge. Crude 
jury-rigged modifications fashioned for this effect had always been 
known, but at the Lords Solar’s request, refined mechanisms of this 
type were put into production for special issue, particularly where 
large and deadly xenos species such as the Orks were expected to be 
encountered. Even so, such a massive increase in firepower on even 
the best manufactured lasgun frame was not without a price and every 
time it was used, the weapon risked catastrophic overheating and in 
the worst case, the total burnout of the weapon. Such risks meant that 
in practice blast-chargers were employed only by express order and in 
the direst of situations. 


weaponry Produced in the main by master weapommiths for the 
officer class and the colonial nobility thev promised extreme lethalirv 
at short range should the life of their bearer be threatened either bv am 
enraged predator during a beast hunt in seme far-flung alien tungle r 
by a bulking Ork Skarboy breaking the defensive line am i a pitched 
battle. Blast pistols were seen as an emblem of wealth and prestige, 
and many were works of an in their own nghi, thus thev also became 
a widely used form of decoration and reward for extreme gallantry and 
commendation within the Solar Auxilia regiments. 


Weapon Range 

Str 

AP 

Type 

Laspistol 

ii 

3 

- 

Pistol 

Blast pistol 

C 

5 


Pistol. Twin-linked. 

Gets Hot 

Auxilia lasrifle 

3°* 

3 

m 

Rapid Fire 

(Collimator/ 

3^ 

3 

- 

Heaw 2 

(Blast-chargerj 

i$ m 

6 

6 

Heaw i. 

Charger Burnout 

Mulri-laser 

36* 

6 

6 

Heaw 3 

Quad multi-laser 

36* 

6 

6 

Heavy 6, Twin-linked 

Lascannon 

4 S' 

9 

1 

Heaw 1 

Laser destroyer array 

4r 

9 

1 

Ordnance 1, 
Twin-linked 


Note that the use of collimators and blast-chargers on lasr.fies 
optional Their use should be stated by the plaver berore anv m.ode.s 
in the unit are fired, and all ot the lasrifle-equipped models must use 
them or none at all 


Charger Burnout 

If a lasrifle is used with a blast-charger. it rr.av not be used igiir it 
all until after the owning player s next player rum :r. essence vou 
must skip a rum firing the unit s lasrifles In aedinon atter the 
blast-chargers are used, roll a Dt*. It a : is rolled, the blast-charger 
cell has fused and the option mav not be used again in this game 
Place a marker by the model to indicate this is the case In the 
case of a unit with more than one model with this <pecial ruie roll 
once and apply the outcome to the whole unit. 


Grenade Launcher 

The grenade launchers used bv the Solar Auxilia are advanced, 
selective fire weapons proofed tor use in void conditions arc ,.b., 
deploy a variety of munitions rvpes not normally encountered m the 
Excerrus Imperialis. 
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A similar technology was employed far more reliably in a range of 
artisan-produced las weapons known commonly as blast pistols'. 

These bespoke weapons were able to fire only a handful ot shots 
before reloading, but their stopping power rivals that of arcane volkite 


Weapon 
Kinetic grenade 
Tempest shell 
Kruk grenade 


Range 

* 

24 

m 

24 

m 

24 


Str AP Type 

4 5 Assault i. Blast j 

e Assault i. H jvwtre 

4 .Assault i 
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Battleautomata Power Blades 

Frrred to the pnmarv weapon limbs of some Battle-automata, these 
sabrr Jike Waded weapons use molecular disruption fields super* 
chained wi th power from the Battle-automata's core. They are a close 
combat weapon with the following profile 


Weapon 

Power blades 


Range Str 

As User 


AP Type 

2 Melee, Rending 


Chamabal Sabre 

With rheir origins tracing back to the ancient duelling societies, 
assassin cults and bloody vendettas of the Terran Courts during the 
Age of Strife, these elegant and deadly weapons rely on speed and 
devtentv mher rhan brute force for their lethality. The pure metal 
of their blades is press-folded and stamped scores of rimes over 
before being micro*serrated with a fractal-sharp edge. The master 
swordsmuhs of Terra are each said to have their own rituals of forging, 
impressing a distinct partem in each bespoke blade as legible as a 
signature to those with the wit to read them. As well as the nobles of 
rhe lerran Court, certain senior officers of the Solar Auxilia favour the 
Chamabal sabre over more 'clumsy power weapons as they see them 
as being more responsive to true martial skill, while others think them 
effete and decadent weapons 




Weapon Range Str AP Type 

Chamabal sabre - As User - Melee, Rending, 

Duellists Edge 


Duellist s Edge 

When fighting in a challenge, the user of this weapon gains a +1 

bonus to their Initiative value. 





Digital Lasers 

Incredibly sophisticated miniaturised weapons of xenos origin, these 
devices are extremely short ranged but potent enough to kill despite 
being small enough to be concealed in a ring, gauntlet, sword hilt 
or helm. With a skilled user they are particularly effective in close 
combat, where they can be used to deliver a deadly strike to a foe 
already occupied in fending off the fighter's blows. 

Digiral lasers provide +1 Arrack in close combat. 

Heavy C ha inblade 

Weapon Range Str AP Type 

Heavy chainblade +2 5 Melee, Two-handed 

Paragon Blade 

Weapons forged of consummate artistry or irreplaceable relics of the 
ancient might of the Dark Age of Technology, Paragon blades are few 
in number and may take many forms. The most common Paragon 
blades are two-handed power weapons of extraordinary balance 
and durability, although even more rare and unique chain weapons 
wrought from the teeth of terrifying xenos beasts and certain night- 
black sickle swords found on remote death worlds on rhe edges of 
the Halo Stars have been known ro hold similar phenomenal killing 
power. Regardless ol their form, Paragon blades are valued beyond 
price by the Imperium s warriors. 

Weapon Range Str AP Type 

Paragon blade - +1 2 Melee, 

Murderous Srrike, 
Specialist Weapon 


Murderous Strike 

Attacks with this special rule cause Instant Death on a To Wound 
roll of 6. Roll any viable saves against this Instant Death-causing 
wound separately to any other wounds the attack inflicts. 


Shock Chargers 

Used to augment the combat power of Legio Cybernerica Battle- 
automata, these amplify the force of the Battle-automata’s blows with 
powerful electrostatic discharges which detonate like thunderclaps 
when striking their target. 

A model equipped with shock chargers gains the Concussive special 
rule added to all of their close combat attacks regardless of type 
(including Hammer of Wrath, Smash, etc). 




















































Equipment 

Armoured Cera mite 

Additional heavy ceramite plating fitted to a vehicle allows it to 
withstand extremes of heat and radiation. Plating of this kind is 
commonly fitted to orbital strike craft to enable them to withstand 
the rigours of‘crash’ re-entry from space into a planet's atmosphere, 
and also to certain siege vehicles to protect them from thermal 
energy weapons. 

A vehicle with this wargear is not subject to the additional D6 armour 
penetration caused by weapons with the Melta special rule 

Armoured Cockpit (Flyers) 

A vehicle equipped with an Armoured Cockpit may ignore results of 
Crew Shaken and Crew Stunned on a roll of 4+. 

Artificer Armour 

Artificer armour confers a 2+ Armour save. 

Augury Scanner 

This energy scanning device has the effect of alerting the user 
to the concealed presence or imminent arrival of enemy troops in 
the vicinity, even if concealed, and can detect the tell-tale 
electro-gravure disruption etfect on local space that presages 
teleport transfers. 

Models cannot be deployed using the Infiltrate special rule within 
i8" ol a model which is equipped with an augury scanner Enemy 
models deployed using Deep Strike within this range can also be 
attacked by a unit carrying an augury' scanner in the Shooting phase as 
if their Rapid Fire and Heavy rype weapons (if they have any) had the 
Interceptor special rule. 

Auxiliary Drive 

The standard patterns of Imperial vehicles are often customised by 
the regiments that field them, and in some cases are test beds for 
technology either designed or recovered in the field bv the Magos and 
crew that maintain them. One common form of such customisation 
is the fitting ot back-up and auxiliary drive systems, such as secondary’ 
galvanic motors or outrigger thrusters, to keep a vehicle mobile for 
short periods even if its main motive drive becomes damaged. 

A vehicle with an auxiliary drive may repair Immobilised results 
it suiters on a D6 roll of 4+ at the start of the controlling plaver's 
Movement phase. 

Cognis-signum 

An advanced array of sensory devices, eogitator-assisted 
communications and telemetry arrays, the Cognis-signum enables the 
wearer to co-ordinate battlefield data with blinding speed 

A model with this wargear automatically counts as being equipped 
with an augury scanner and has the Night Vision special rule 

In addition, in lieu of the model equipped with the Cognis signum 
firing a weapon in the Shooting phase, a single designated unit of the 
controlling player's choice within t of the Cognis Mgnum equipped 
model (other than Independent t ’haracters or Super■■■heavies gain> .1 
bonus of+1 to their BS for that Shooting phase 


Cortex Controller 

This control and signalling device uses data-djinn tacommand Barr le 
automata fined with cybernetica cortex «vstems.allowing the wieidrr 
to witness the battlefield through the automata 5 own senses m we ’ *> 
monitor their status and exact precise control over ther acncr.s OnK 
the most highly experienced and specifically augmented adrr fs • the 
Mechamcum and the Forge Lords of the Legior.es Mtarre* car hope 
to fathom the use of these fractious devices and success full \ interpret 
the storm of data streaming from their im-hvmg minions. 

The presence of a cortex controller withm 1 1 of pan of a unn ot 
friendly models with the Programmed Behaviour special rule at the 
stan of any phase means that special role ts negated fi r *har phase and 
their controlling plaver is free to use them as any ocher unit 

Cyber-familiar 

Utilised by Techmarines and the Adepts ot the Mechamcum, cvber* 
familiar is a term that encompasses a variety ot semi- 3 'c* >nonoos 
devices such as servo-skulls, mek-spiders and other smaller -rone 
units and lesser haemonculites nei into the direct neural ccr.m: c* 
their operator These minion-drones are an extension .4 their m^si^r s 
will and provide them with a host of additional senses ar.c capatn.ir.es 

A Cyber-familiar adds -1 to its owner s invulnerable save re a 

m 

maximum of 3- or an invulnerable sav e ot it the*, de nor dreadv 
possess one. In addition, they allow them to re-roll tailed charac:er>r-s. 
tests other than Leadership tests and failed Dar.gerotis Terrain 

The Cvher-familiar rr.av either i>e modellec a> part ok the cnaracter 
equipped with them, or on separate bases an c kept us coherency 
however thev are discounted as models tor game purposes have nc 
separate profile, make no attacks, need not be transported etc 
and are simply moved out ot the w'av - in combat or d the*- nterrere 
with the game. 

Displacer Matrix 

These relics of xenos technologv are one of a number ot arcane 
displacer devices known to exist. These paftxcu ar manures. 
the shape of glassy^ black amulets, are found m the hands ot certain 
Rogue Traders and are said to pre date ev er the Hide: being cunc 
sometimes on dead worlds tar out or trie eege or evp«creo space. Thev 
incorporate a shield generator system wh-.cn .>e> - :e eperranc n 
effect to protect the bearer from harm: dispLacir g iheene c ar • 
impact into the void bevond or. if this tails -em es ro remove tne bearer 
from harm instead, returning the*” nearbv >ome momertv a:er 
hopefulh' Such dev tce> are.most be sc o. >nunr.ee . ’id . or.stuered 
an anathema bv the Machine Cult of Mats as being haw •. d and 
dangerous to their users hut tor some this > a ns* -vel' vv : r tes ne 

The displacer matrix provide;* a i* .nv-ulnerab e save ’ rv iddanv'r. : 
am results ot a 1 are rolled tor the save the mode, s *emovcd mom 
plav and enters x^ngoing Reserves 'hev must then recum tc ru> 
us tie Peep >mke rules, but u • r ^ •, v . urv 

thev are destroyed 


















































Djinnskein 

An Archmagos Prime operating as a battlefield commander is not 
qmplv a general whose orders arc earned out, but the governing 
will of the Taghmara, a spider at the centre ot a web ot data-djinn 
and stolen perceptions from across the battlefield that enables them 
to make tactical predictions based on inhumanly swift calculation 
and accuracy. In order to use the abilities of the Djinn-skein, the 
Archmagos Pnme must be present on the table and not currently 
taking pan in an assault. The Djinn-skein provides the Archmagos 
Pnme with the following abilities: 

• At the beginning of their Shooting phase, the Archmagos Prime 
may nominate a single unit which is a part of their Primary 
Detachment (including themselves) within b ot them or any 
Cvber-occularis purchased as a part of their wargear to benefit for 
n BS. 

• Deep Striking units which are pan of their Pnmary Detachment 
choosing to arrive within b of the Archmagos Prime do not scatter. 

• Barrage weapons in the same detachment may use the Archmagos 
Prime and am’ Cvber-occulans purchased as pan of their wargear to 
draw a line of sight from for their attacks. Note that direction of fire, 
range, etc, is still drawn from the firing weapon. 

Enhanced Targeting Array 

Cenain Bartle-automata are fitted with additional slaved cogitators 
and sub-incunabula machine-spirits devoted to relentlessly tracking 
and targeting any and all potential threats in range. A model with 
this upgrade has its BS increased by +i and the cover saves of enemy 
targets are reduced bv -1. 

Flare or Chaff Launchers ( Flyers) 

These are a single use item. A vehicle equipped with flare or chaff 
launchers has a 4+ invulnerable save against any damage inflicted by 

missile weapons. 

Flare Shield 

A flare shield operates against shooting attacks that strike the vehicles 
front arc. It reduces the strength of attacks by weapons with the 
Template or Blast type by -2, and other shooting attacks' Strength by -1. 
A flare shield has no effect on close combat attacks or attacks inflicted 
with the Destroyer rule. 

Grav-wave Generator 

A strange archaeotech device found in the plundered inventories 
of certain ancient pre-imperial void craft, these small portable 
gravitational wave generators send out pulses of force from a field that 
coheres several merces away from the bearer. This has an effect akin to 
any moving object striking the field as if hitting an invisible sandbag 
wall fhe field collapses temporarily when struck by any object with 
sizable mass, but by then it has usually served its defensive purpose. 

Any model charging the bearer or the unit they are with suffers a 
penalty of Dj H 10 their Charge rolls (note this is cumulative with any 
other modifiers ) and cannot make Hammer of Wrath attacks this turn. 

Ground-tracking Auguries 

A Flyer equipped with this system gains the Strafing Run special rule. 


Ilium Flares (Flyers) 

A vehicle equipped with ilium flares may drop a single flare per turn. 
They are fired in the same manner as Bombs (see the Warhammer 
40.000 ruiebook), a marker being placed where the flare lands after it 
has scattered. Leave the marker in place until the end of the turn. 
Any unit targeting an enemy unit within 12" of the flare marker 
gains the Night Vision special rule for that Shooting phase. If the 
firing unit also has the Split Fire special rule, it only gains the benefit 
of Night Vision when firing at units with at least one model within 
12" of the flare marker. 

Imperial is Vexillas 

The Vexillas —the banners, icons and standards of the Solar Auxilia— 
serve as a focal point on the battlefield, both for the fighting troops’ 
morale and as a reminder of their oaths of duty and service. Whether 
a Troop Vexilla represents a single fighting section or one of the 
elaborate company banners bedecked in the names of past worlds 
fought for and conquered during the Great Crusade, it is a point of 
bloody tradition and pride that the colours and icons of the regiment 
never fall. 

• Troop Vexilla: A unit that contains a model with a Troop Vexilla 
counts as scoring an additional wound for the purposes of 
calculating close combat results, and may always attempt to regroup 
regardless of having been reduced to below z$% casualties. 

♦ Cohort Vexilla: A unit which contains a model with a Cohort 
Vexilla has all the benefits of a Troop Vexilla (see previously). In 
addition, any friendly unit from the Solar Auxilia army with models 
within 24" of the Cohort Vexilla may ignore casualties when taking 
Morale checks. 


Any Auxilia Infantry' character may be given an infravisor as an option 

for +5 points. This grants the model the Night Vision special rule. 

However, the model and any unit they have joined count as having an 

Initiative of 1 when taking Blind tests. 

Lorica Thallax 

A Lorica Thallax provides a 4+ Armour save and Feel No Pain (6+), and 

a model equipped with it may not make Sweeping Advances. 

Machinator Array 

• A machinator array adds +1 to its user’s Toughness and provides 
the Night Vision special rule. It also incorporates a flamer and 
an inferno pistol, and the user can either opt to fire both of these 
weapons in the Shooting phase, or one of them and another ranged 
weapon the model is carrying. 

• A model with the Battlesmith special rule may add +2 to their 
Repair roll result il also equipped with a machinator array. 

• A model equipped with a machinator array may make two 
additional attacks per turn in close combat as well as any they would 
normally be eligible to make. 

Weapon Range Str AP Type 

Machinator array +1 2 Melee, Shred, 

Unwieldy Armourbane 


Infra visor 
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Mechanicum Protectiva 

This term covers a variety of energy field and defensive shield 
projectors devised by the Magos of the Mechanicum to protect 
themselves both on the battlefield and from assassination by their 
rivals. For this reason, the frequency and modulation of each device is 
a closely guarded secret. 

• A model equipped with a Mechanicum Protectiva gains a 4^ 
invulnerable save. 

Nuncio-vox 

If one of the controlling player’s units wishes to arrive on the 
battlefield via Deep Strike and chooses to do so within 6" of a unit 
equipped with a nuncio-vox, it will not scatter. When barrage weapons 
are being used by the controlling player, line of sight mav be drawn 
from any model in their force equipped wirh a nuncio-vox as well as 
the firing model itself (range is still drawn from the firing model, etc .. 
Note that the nuncio-vox equipped model must already be on the 
table at the start of the turn tor it to be used (and cannot be used from 
inside a vehicle). 


Shroud Kombs 

These canister bombs unleash a shimmering grev fog of ien*e smoke 
and mu In- spectrum electromagnetic civaree that foils scanner* 
surveyors just as easily as 11 does vision. 

Shroud bombs count as defensive grenades in combat see the 
W arhammcr 40/100 rulebook/. In addition with the ewrer^jor of 
vehicles, Daemons. Gargantuan Creatures and units wnich nav<* the 
Night Vision special rule units must pass a Leadership test ;n order to 
charge a unit equipped with shroud bombs 

Siege Wrecker 

This is a general term giver, to a specialised form of mas- ve efo*r 
combat weapons intended for Legion Dreadnot.cr.rs and Me ram irr, 
Battle-automata Wreckers are designed to enable these heavy as-auii 
units to smash through fomikanons and easily crush armoured 
barricades and defences in siege warfare The rr.o^t common form ot 
this weapon is a hydraulic ram or massive disruption ftekf augmer r«-c 
hammer, although specialised ferns of heavy claw or dnll sv»ems ire 
also used. 


Psi-jammer 

Often either examples of prohibited and little understood technology, 
or even xenos artefacts, these devices generate a passive field which 
impedes psychic energy directed at the wearer and hides their mind 
from telepathic contact. 

Psi-jammers gram the bearer the Adamantium Will special rule. 

Refractor Fields & Iron Halos 

These devices are defensive field generators designed for personal 
protection. They encompass the wearer in an energy field or force 
barrier which serves to refract or deflect impacts and energy 
discharges, although the need for the wearer to move and fight, as well 
as their power consumption, prevents them from being anywhere 
near inviolable to attack. Devices of this nature are relatively rare, and 
are the province of commanding officers and honoured champions, 
where they are often incorporated into armour or amulets and gilted 
as a mark of favour and rank. 

* Refractor fields provide 35+ invulnerable save. 

• Iron halos provide a 4+ invulnerable save. 

Servo-arm 

A model with the Battlesmith special rule (see page 2s2) may add -1 to 
their Repair roll result if they are also equipped with a servo-arm. 

A model equipped with a servo-arm may make an additional single 
attack per turn as well as any they would normally be eligible to make 
This is done using the weapon profile shown below: 

Range Str AF Type 

8 2 Melee, Unwieldy 


Weapon Range Str 

Siege wrecker - 10 

Wrecker. Specialist 
Weapon 


AP Type 

2 Melee Coocusswe, 


Wrecker 

Weapons and attacks with this special rule mav re-roil Mileu 
.Armour Penetration rolls against fortifications arc nnii.f 
onimim such hunkers ar ' barricades ^nc *dc :c an\ 


result rolled on the Building Damage chart- ii this attack damages 
a bulkhead or wall section of retrain and iesrrcTs u, remote that 
section of terrain from play it possible. 


Void Armour Reinforced Void Armour 

Based on designs ceded to the Lmpenuxr. b* :ne Nar-mvtse LXomain* 
during the unification ot the Sol Svstem. the void armour c: Vur 

Auxiiia regiments has become largely svnonvmotis with :r.e r c -: " c 
force itself. Offenr.g j degree ct environmental anu combat procecnor 
exceeded onlv hv the power armour ot the Legiones ; .':i 
irmour, as its name implies is intended to eoab.e a r -r ^ 
survive the deadlv travails ot space ban e arc 'he ^arsne^t ct ev 
planetary conditions. 


Void armour. This provides a save anc ^ ^ " c ‘ 

Hardened in games ot .’one Mortal:s and other *r 
will be relevant. 


Reinforced void armour In add: non :o the r*e r 'er» s p: . . 

void armour, the wearer of reinforced void armour muM re-toll tailed 
saves against Template and Bia>; n pc wearv'n> 



Weapon 

Servo-arm 
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Additional Social Rules 

Automated Artillery 

Unlike standard iirtillerv, automated artillery does not require crew 
tn order to function. It is not removed from play due ro a lack of 
crew and each gun must be destroyed normally before it is removed 
Automated Artillen*cannot move and cannot charge. It assaulted they 
do not Pile In and cannot be locked in combat; their attackers will hit 
automatically, but must roll To Wound normally. 

If.i unit ot Automated Artillery loses an assault nothing happens, 
there are no Sweeping Advances, no Pile Ins and no Consolidation 
moves The Automated Artillen' remains in place and mav fire 

normally in future turns. 

§ 

!r the Automated Artillen wins an assault, the enemy must take 
a Morale check as normal although the artillen r piece cannot 
Consolidate or make a Sweeping Advance. 

Battlesmith 

Those versed in the secret arts and teachings of the Mechanieum, 
whether Iechmarine. Forge Lord or Mages, have the skill and ability 
to reconstruct and effect held repairs to war machinery in the very 
heat of battle. 

It a Battlesmith is in base contact with, or embarked upon, one or 
more damaged vehicles during the Shooting phase, they can attempt 
to repair one ot them insread of firing a weapon. Roll a D6. if the result 
is 5 or more, you may do one of the followi ng: 

• Restore a lost Hull Point 

• Repair a Weapon Destroyed result 

• Repair an Lmmobilised result to the attendant vehicle 

It a Weapon Destroyed result is repaired, that weapon can be fired in 
the following Shooting phase The Battlesmith cannot use this ability 
if they have Gone to Ground or are Falling Back. 

Models with the Battlesmith rule that also possess a cortex controller 
mav. instead of the above, restore a single lost wound to a Battle- 
automata as a use of this abiliry. 

Lxplorator Adaption 

Many of the combat vehicles of the Solar Auxilia are modified 
during construction to operate freely in the most dangerous alien 
environments, providing fully sealed life support systems and are 
fabricated with materials and component systems far superior in 
the quality of their materials than those commonly possessed by the 
Lxcertus Impenalis. 

Vehicles with this special rule have an invulnerable save of 6+ against 
anv attack with the Blast or Template special rule, and count as Void 
Hardened in games where this might have an effect. Failed Dangerous 
Terrain tests by vehicles with this special rule must be re-rolled. 


Cybernetica Cortex 

Comprising a synthetic ‘brain’ of sorts of the most advanced Battle- 
automata, a cybernetica cortex consists of an armoured casing 
containing a complex bio-plastic mass which extrudes nerve-like grey 
tendrils into the body of the robotic frame into which it is housed, 
invigorating it with strange false-life. Far beyond a simple cogitator 
in capacity, it is neither truly alive nor sapient like the dread and 
inhuman ‘Stlrca Animus' feared of old. Instead, it is akin to a primal web 
of bellicose instinct, guided not by self-awareness and reason, but by 
a programmed framework of encoded behaviour, comprising simple 
and exacting instructions and commands. The result is a superior, self- 
guided weapon; a machine-predator that will actively and instinctively 
pursue its foes as well as act with a degree of tactical sense and self- 
preservation beyond anything a servitor is capable of, but without the 
dangers of revolt and the development ol blasphemous intelligence— 
or so the Legio Cybernetica claim. 

Special Rules; Models with a cybernetica cortex have the 
Programmed Behaviour, Fearless, Cybernetic Resilience and 
Adamantium Will special rules. 

Programmed Behaviour: Unless within 12" of a friendly mode! 
equipped with a Cortex Controller, the following restrictions are 
placed on the unit’s use in the game. These restrictions do not apply if 
the chosen model is already locked in an assault: 

• Methodical: The Battle-automata may not make Sweeping 
Advances or Run moves. 

• Target Priority: if enemy models are within 12" and within line 
of sight during their Shooting phase, the Battle-automata Maniple 
must fire all its weapons against the closest enemy unit it is able to 
harm. If this is not the case, they are free to select targets as normal. 

• Onslaught: if enemy units are within 12" during their Assault 
phase, the Battle-automata must attempt to charge the closest 
enemy unit if able. Note that the Battle-automata may still only 
charge the same unit it fired at if it fired in the Shooting phase. If 
consolidating after combat, they must do so towards the nearest 
enemy model if one is present within 12". 

• Fire Protocols: A model with this rule may fire up to three of its 
weapons once each in rhe Shooting phase - this must be against the 
same target. 

Cybernetic Resilience: Models with this special rule straddle an 
existence between machine creature and synthetic life, making them 
both resilient to the particular frailties of the organic, but also partly 
subject to the vulnerabilities of the pure machine. 

• Successful wounds scored by attacks with the Poisoned or 
Fleshbane special rules must be re-rolled against this model. 

• In addition to any other effects they cause, attacks with the Haywire 
special rule will cause an additional wound on a D6 result of a 6 
against rhe model. Roll for this wound separately, saves may be¬ 
taken as normal. 
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In the tumuli and warfare of the Age of 
Darkness, the forces of the Imperium and 
the Traitors alike were torn apart by war and 
suspicion. During these times old arguments, 
suspicions and rivalries were bought to 
the fore. This is represented by the Age 
of Darkness Allies chart which works in a 
similar manner to the Allies chart in the 
yffarhammer 40,000 rulebook.but rather than 
depicting relationships between alien races 
and forces, it offers a more nuanced web of 
relationships and discords between the Space 
Marine Legions at the start of the Horus 
Heresy. Note that the chart is not split along 
the lines of Traitors and Loyalists, as in many 
cases the Legions were in themselves spilt 
into (actions for either side, and so instead 
in particular campaign battles, who plays the 
Traitor and who plays the Loyalist in your 
version of the Heresy (and such additional 
limitations this poses) is left up to you. 

In any game where the Primary Detachment 
is built using an army list presented in one 
ol Forge World’s Horus Heresy books, Allied 
Detachments should be chosen using the 
table presented here. The rules presented 
here for the effects of alliance are used rather 
than those found in the Win rh am trier 40,000 
rulebook. Note that for the purposes of this 
table, forces with different Legiones Astartes 
special rules are treated as being different 
armies as shown by the name of their Legion. 

Note; The Mechanicum line of the table 
is used for an army selected from the Ordo 
Reductor, Legio Cybernetica.Taghmata 
Omnissiah and Questoris Knight Crusade 
army lists. The Solar Auxilia Crusade Army 
list uses the Imperial Army line. 

9 Sworn Brothers 

The closest of allies who have /ought beside each 
other many limes. 

The two forces are considered 'friendly units' 
in all regards. These means, for example, 
that Sworn Brothers may be joined by 
allied independent characters, are treated as 
friendly units for the targeting of psychic 
powers, special abilities, Warlord Traits and 
so on, and may also benefit from nuncio-vox 
carried by allied units. 

Note: Not even Sworn Brothers can embark 
in allied transport vehicles, and rules that 
affect a particular force owing to its Legiones 
Astartes special rule do not carry over to an 
allied force. 


Allies in the Age of Darkness 


Dark Angels 
Emperor's Children 
Iron Warriors 
Whire Scars 
Space Wolves 
Imperial Fists 
Night Lords 
Blood Angels 
Iron Hands 
World Eaters 
Ultramarines 
Death Guard 
Thousand Sons 
Sons of Horus 
Word Bearers 
Salamanders 
Raven Guard 
Alpha Legion 
Mechanicum 
Imperial Army 
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§ Fellow Warriors 

The two forces arc willing to tight together for 
common cause against their foes. 

Units in your army treat Fellow Warriors 
as not being part ot their armv with the 
exception that rhev mav not be deliberated 
targeted, attacked, targeted with psvehic 
powers, etc (note that blasts, psychic powers 

and the like mav still scatter over allied 

# 

forces and adversely affect them Fellow 
Warriors cannot benefit from the effects ot 
allied Warlord Traits or be joined bv allied 
independent characters and are not counted 
as friendly units for the purposes of psvehic 
powers. In essence, the two forces fight 
alongside each other without anv additional 
positive or negative effect 

Distrusted Allies 

The hw (on es can make remmen ,u w agamrt ot 
enemy, but never fully trust ea. It other due te long 
standing feud or inherent anhpathi 

Distrusted Allies are treated exacth like 
Fellow Warriors except that the allied unit* 
are never counted as scoring units 


f By the Emperor s 

(or the Warmaster s ) Command 

Tuv ibrres with this trlaftondnp wii* mo 
ever hghi beside each .t her m ’he inert af 
circumstances or bv the iimrt command j* fhrtr 
cncrieri. hr they the Emprrrr or rhe 'Warmastc* 

Ir. this case the two force- are iea.t with 
exacth' ike Distrusted All.es '■re rrevv.:-.\ 
but, in addition, at the start of eac h v r the 
piavers Movement rr-Nfv i be 

rolled for even' unit except those ilreadv 
engaged in combat within t»" o: an allied 
unit. On a roll of a 1 that urr.r mas net mnr. 
shoot nan or assault mat turn reir.g :oo 
watching for betraval Ma*e a notr o: p^ <* 
a counter to indicate w Hich ur. have hev^ 
so affected 

ACDTTS 

In addition to the force* 'hown none 
some unit- m late: volume- wid be 
described as being e : .let Agents ot ;*>e 
E rape tor or Agents ot the VT.ii rr aster 1 he 
forces are always treated j> being Sworn 
Brothers to either all Lcvah-i ot 4 Inme* 
forces respeettvelv 
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Solar Auxin a We a po ns Su m m a r y 


Weapon 

Range 

Str 

AP 

Type 

Weapon 

Range 

Str 

AP 

Type 

Arthaeorech pistol 

to 

12 

6 

3 

Pistol, Master-crafted 

Inferno pistol 

6" 

8 

1 

Pistol, Melta 

Atomantic imploder 


D 

1 

Ordnance 1, Blast (3"), 

Irradiation engine Template 

4 

3 

Heavy t, Fleshbane, 





Blind, Instant Death 





Rad-phage', Torrent 

Auxilta lasriflr 

30 " 

3 

- 

Rapid Fire 

Kinetic grenade 

14" 

4 

5 

Assault 1, Blast (3") 

(Collimator) 

3 *** 

3 


Heavy 2 

Kinetic 





(Blast-charger) 

18" 

6 

6 

Heavy 1, 

piercer missile 

48- 

6 

2 

Heavy 1, Armourbane, 





Charger Burnout' 





Heat Seeker*,One Use 

Raneblade cannon 

72 * 

9 

2 

Primary Weapon 1, 

Krak grenade 

24" 

6 

4 

Assault 1 





Apocalyptic Blast (to") 

Kraken penetrator 





Blast pistol 


5 

m 

Pistol, Twin-linked, 

heavy missile 

36” 

8 

1 

Heavy 1, Armourbane, 





Gets Hot 





One Use 

chamabai sabre 

As User 

- 

Melee, Rending, 

Lascannon 

48" 

9 

2 

Heavy 1 





Duellists Edge’ 

Laser destroyer array 

48" 

9 

1 

Ordnance 1, 

Charonite claws 

- 

+1 

3 

Melee, Flesh Ripper’ 





Twin-linked 

Chem 





Laspistol 

n" 

3 

•* 

Pistol 

inferno gun Hailstorm 

3 

2 

Heavy 1, Poisoned (2+), 

Lightning gun 

18“ 

7 

5 

Heavy 1, Shred, 


Colossus Bombard 24“-6o" 6 3 

Darkfire cannon 60" 7 2 

Demoiisher cannon 24’ 10 2 

Demolition charge 9 3 

Dual bartlecannon 72* 8 3 


Larthshaker 

cannon 


36"* 240’ 9 


3 


Electromagnetic 
storm charge 

Executioner cannon 

Exterminator 

autocannon 

Graviton cannon 


1 C 

48“ 

36 * 


7 

« 


4 

4 


Graviton gun 

Heavy chainbfade 

HelJstrikt missiles 

Hypenoi missile 


Jcarus Use an non 

Incineration charge 


18" 


72 

48' 


+2 

8 

8 


5 

3 

3 


96 " 


9 

5 


Inferno gun HcUstorm 7 3 


Pinning, Armourbane, 
Torrent (18") 4 

Ordnance i, Barrage, 
Large Blast (5"), 
Ignores Cover 

Heavy 2, Lance, Blind, 
Gets Hot _ 

Ordnance i, 

Large Blast (5") 

Ordnance 1, 

Large Blast (5") 

Ordnance 2, 

Large Blast (5"), 
Twin-linked 

Ordnance 1, Barrage, 
Large Blast (5") 

Bomb i, Large 
Blast (5“), Haywire, 
Concussive, One Use 

Heavy 3, Blast (3") 

Heavy 4, Twin-linked 

Heavy i, Large Blast 
(Si, Concussive, 
f 'Graviton Pulse', 
Haywire 

Heavy l, Blast (3 ), 
Concussive, Haywire, 
"Graviton Pulse' 

Melee, Iwo-handed 
Ordnance 1, One Use 
Heavy j, Skyfire, 
Interceptor, 

Heat Seeker* 

Heavy 1, Interceptor, 
Skyfire 
Ordnance i, 

Massive Blast (f), 
Ignores Cover 
Primary Weapon 1, 
Torrent (iB'Y 


Lucifex 


Machinator array 



Mauler bolt cannon 24" 

Medusa siege gun 36" 


Multi-laser 

Needle pistol 


36 " 

12" 


+1 

6 

10 

6 

2 


3 

2 

6 

5 


Neutron beam laser 3 6" 10 






Paragon blade 


Phased plasma-fusil 24" 

Phosphex 
bomb cluster 


+1 


Photon gauntlet 

Photon thruster 

Plasma blaster 

Plasma blastgun 
(Rapid) 

(Overload) 


12 

48" 

1 8" 

72" 

96 " 


Power blades ^ 

Precision 

Bombardment Unlimited 9 


5 2 

6 2 

7 2 

8 2 

10 2 

As User 2 


Quad gun 


48 - 


Quad heavy bolter 16 


7 

S 


4 

4 


Rending 

Pistol, Fleshbane, 

Rad-phage’ 

Melee, Shred, 
Unwieldy, Armourbane 

Heavy 3, Pinning 

Ordnance 1, Barrage, 
Large Blast (5") 

Heavy 3 

Pistol, Poisoned, 
Rending _ 

Ordnance 2, 
Concussive, 

Shock Pulse* 

Melee, 

Murderous Strike 41 , 
Specialist Weapon 

Salvo 2/3 

Bomb 2, Barrage, 

Bomb Cluster, Blast (3"), 
Poisoned (3+), 

Crawling Fire 10 , One 
Use, Lingering Death", 
Deadly Cargo 11 
Assault 2, Blind, 

Gets Hot 

Heavy 2, Lance, Blind, 
Gets Hot 

Assault 2, Gets Hot 

Primary Weapon 2, 
Massive Blast (/'} 
Primary Weapon 1, 
Apocalyptic Blast (10") 

Melee, Rending 

Ordnance 1, 

Barrage, Pinning, 

Large Blast (5") 

f leavy 4,1 nterceptor, 
Skyfire, Twin-linked 

1 leavy 6, Twin-linked 
















































































Solar Auxiua Weapons Summary 


Weapon _ 

Quad mortar 

Range 

Str 

AP 

Type 

(Frag) 

_ n 4' tf 

12 -60 

5 

5 

Heavy 4, Barrage, 

Blast (3"), Shell Shock 

(Shatter) 

36” 

8 

4 

Heavy 4, Sunder* 4 

Quad multi-laser 

36" 

6 

6 

Heavy 6, Twin-linked 

Rad/I rad-cleanser Template 

2 

5 

Assault i.Fleshbane, 
Rad-phage 

Rotor cannon 

30 " 

3 

6 

Salvo 3/4 

Servo-arm 

m 

8 

2 

Melee, Unwieldy 

Siege wrecker 

Stormhammer 

m 

10 

2 

Melee, Concussive, 
Wrecker'S Specialist 
Weapon 

cannon 

Stormsword 

60” 

9 

2 

Primary Weapon i, 
Massive Blast (7”), 
Shred, Pinning 

siege cannon 

Sunfury 

3 ^” 

10 

1 

Primary'Weapon 1, 
Apocalyptic Blast 10" . 
Ignores Cover 

heavy missile 

36 ” 

6 

3 

Heavy i f 

Large Blast !5"), Blind, 
Gets Hot. One Use 

Tempest shell 

Vanquisher 

24* 

- 

6 

Assault i, Haywire 

battlecannon 

72 " 

8 

2 

H eavy 1 , Armou rba ne 

Volcano cannon 

120” 

D 

2 

Primary Weapon 1, 
Large Blast (5") 

Volkite caliver 

30 ” 

6 

5 

Heavy 2, Deflagrate 1 ' 

Volkite charger 

15 " 

5 

5 

Assault 2, Deflagrate'’ 

Volkite culverin 

Volkite demi 

45 * 

6 

5 

Heavy 4, Deflagrate” 

culverin 

45 " 

7 

5 

Heavy 5, Deflagrate” 

Volkite serpenta 

io M 

5 

5 

Pistol, Deflagrate ’ 

Vulcan mega-bolter 

60" 

6 

3 

Heavy 15, All Power to 
Weapons!' 


■Graviton Pul Mr Ir.Mesd of rTir.g To Wound - rr^JIv ^-.rh •!* » 
weapon, any mrxiel caught ir. it* blast must imfead r ^U equal fr» ? 
under their Strength on a D 6 or suffer a wound < a roll of 4 »‘ skriv* 
counts as a failure). After the graviton pul*e weapon has beer, fired 
leave the Blast marker in place This area new counts as K hrfi . j 
terrain and dangerous terrain for the next rum 

’ Heat Seeker Jink saves mav net be taken acair r arack- > r*. :h ♦ 

special rule. 

Rad-phage. A model which loses one or n* re a unds t< an 4 i T > - 
with this special rule and survives has its Toughness value reduced bv 
-l for the rest of the banle 

•Shock Pulse: Any vehicle including Superheat ■ ekicirs! that 
suffers a Penetrating hit from a weapon with this r-.e rruv oruv fire 
Snap Shots on the following game turn. 

’Murderous Strike: Arracks with this -pec.a rule ca»^e restart I>arh 

on a To Wound roll of 6 . Roll anv viable saves against :ht< Instant 
Death-causing wound separate!** re other arc the attach ndirts. 

^Crawling Fire: .After the bias: marker tor i a ear* r. a :r ■ r.> r,.e > 

placed, the firer may move the marker up to 2' in any dtrecooe so long 
as this would cover more models than rre^votis^ v 

"Lingering Death: When 2 Blast weaper. with this r n.t > atter 
the attack is resolved leave the Blast marker in plav tor the rest o* thr 
game and mark it with a counter oi some kind This area is r.ow rrrated 
as dangerous terrain for all models with a Toughness value ird ,*rer 
topped vehicles. 

"'Deadly Cargo: lithe Fiver carmr.g unuseC r.s a-.-~ *h> 

special rule takes hull damage but is noc iestfovec red a CV> On 2 ~ 
the Flyer suffers an Explodes result or the Veb ick Damac* 

"'Shell Shock: Due to the rapid impact or :he C-2C aiorrar " "fie ^ 
Pinning tests taken because ot its attack^ are made at a -1 Lu penain 


'Charger Burnout: If a lasrifie is used with a blast-charger, it mav not 
be used again at all until after the owning player’s next player turn in 
essence you must skip a turn firing the unit’s lasrifles). In addition, 
after the blast-chargers are used, roll a D6. if a 1 is rolled, the blast 
charger cell has fused and the option may not be used again in this 
game. Place a marker by the model to indicate this is the case In the 
case of a unit with more t han one model with this special rule, roll 
once and apply the outcome to the whole unit. 

'Duellist’s Edge: When fighting in a challenge, the user of this 
weapon gains a +i bonus to their Initiative value. 

*Flesh Ripper: Any rolls To 1 lit of a 6 should be separated out from 
the Hit pool and dealt with separately. These are treated as having AP 2 
and the Instant Death special rule. 

’Torrent (18*'): This uses the Torrent rule (see the Warlummin ^o,tv»o 
rule book), but with a Template range of 18 rather than 1 1 


"Sunder: Attacks made with tb ' rule mu'- :t r. v. u V ■< -* 
Penetration rolk 

"Wrecker: Weapons and attacks with rhi* '.wiu :u,e ruv -r roll 
failed Armour Penetranon rolls against tomr.citvr> ir.J mztu*rde 
structures such as bunkers and bamcade< 2- : • 

rolled on the Building Damagechar: l! thi** attack jjjnac^ a bciiklaead 
or wall section ot terrain and destro\> : remove that r.on 'f *er: j.n 
from plav if possible 

'^Deflagrate: After norma attav ss bv th ^ weaivr "ave >et‘rs 
count the number of unsaved wound" cjumV op the ^ r cc: ;m: 
Immediately resc'Ke a number ot iddmoruiautomatK hits on the 
same unit using the weapon s profile equal to the •n.mbr -'i unsavrvl 
wounds these can then be v.aev :v-.. : \ \KxieI> :r the targeerd 
unit must still be in range in order tot these auumonai to lake 
effect These additional hit^ Jo not themse’\e> p.:hvi men hits' 

All Power to Weapons!: It the Storm , i *5 ,, 1 11« 

its Vulcan mega bolter twice in the to, lowing Shew : g ; >jh- 
the same target ot at different one* I. 
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HQ 

Auxiha field officers are 
known by many titles, but 
each is an individual with a 
unique history, demeanour 
and command stvle. Some 
are despots hated and 
ieared bv their troops in 
equal measure while others 
are strutting martinets, 
seemingly more concerned 
with parades than with 
battle. Both are equally 
deadly, for to reach their 
station they have proven 
themselves able leaders 
indeed and survived the 
many deadly rivalries of 
high office. 

Legate Commanders 
often bear noble patent in 
addition to military rank, 
and many are motivated by 
the promise of planetars' 
settlement rights at the 
end of a hard fought 
campaign. Some attain such 
high acclaim that they are 
granted Warrants of Trade 
by the Council of Terra 
itself affording them the 
unparalleled status, power 
and personal wealth of a 
Rogue Trader Militant. 

Regardless of their roots. 
Legate Commanders are 
tough and experienced 
fighters, masters of tactics 
and strategy and, most 
importantly, inspirational 
leaders upon whose orders 
the Solar Auxiha would 
march into hell itself 



Legate Commander 



45 POINTS 



W'S 

BS 

s 

T 

W 

I 

A 

Ld 

Sv 

Legate < ommander 

4 

4 

3 

3 

3 

3 

z 

9 

4+ 

Lord Marshal 

4 

4 

3 

3 

3 

4 

3 

to 

4+ 


Unit Composition 

• i Legate Commander 

Unit Type 

• Infantry (Character) 

War gear 

• Void armour 

• Close combat weapon 

• Laspistol 

• Frag grenades 

• Krak grenades 

• Refractor field 

Special Rules 

• Disciplined Fire 

• Independent Character 

• High Command 

• Close Formation Fighting 

• Disciplined Command 

• Household Retinue 
(Lord Marshal only) 

• Forged in War 
(Lord Marshal only) 


Options 

• One Legate Commander in the army may be upgraded to a; 

- Lord Marshal..+35 points 

(gaining ilu* improved profile shown). The Lord Marshal retains 
the same options as listed for a Legate Commander, 

• The Legate Commander may exchange either their laspistol and/or 
their close combat weapon for the following options: 

- Blast pistol....,...,+2 points 

- Charnabal sabre...+5 points 

- Needle pistol. +5 points 

- Volkite serpenta. +5 points 

- Hand flamer....+10 points 

- Plasma pistol... +10 points 

- Power weapon.. +10 points 

- Power fist....+15 points 

- Inferno pistol.....+15 points 

- Archaeotech pistol (Lord Marshal only).+20 points 

- Paragon blade (Lord Marshal only).+25 points 

• The Legate Commander may take any of the following: 

- Melta bombs..+5 points 

- Digital lasers.....+5 points 

- Infravisor..........+5 points 

- Grav-wave generator (Lord Marshal only)...+10 points 

- Psi-jammer,...+5 points 

- Cyber familiar. ....+10 points 

• The Legate Commander may exchange their refractor field for one 
of the following: 

- Iron halo. +10 points 

- Displacer matrix (Lord Marshal only)..+15 points 

• The Legate Commander may exchange their void armour for: 

- Artificer armour...........+20 points 

• One weapon possessed by the Legate Commander may be: 

- Master-crafted...........+to points 


High Command 

So long as a model with this special rule is on the table (including being transported in a ground 
vehic !<• or when inside a friendly fortification) and not either Falling Back or engaged in an assault, all 
friendlv units from the same detachment may use this model’s Leadership value rather than their own 
when taking Morale chet ks and Pinning tests (all normal modifiers apply). 

Household Retinue 

In an army with a Lord Marshal as its Warlord, Veletaris Storm Sections may be taken as Household 
Retinue -quads in addition to their usual role. Such squads are WS 4 but do not have the I told the Line 
special rule, In addition, they have the Preferred Enemy (Infantry) special rule while the Lord Marshal 
is present on the table and not Falling Back. 1 lousehold Retinue squads are Elites choices (and not 
Tercio Troops choices) for the army, and may take either a Dracosan Armoured I ra ns port or an Auxilia 
Arvus Lighter as a Dedicated I ransport choice, 

Forged in War 

A model with this special rule may select rather than roll for its Warlord trait using the tables it is 
normally eligible for, if they are chosen as the army's Warlord. 
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Lord Marshal Ireton MaSadl 


Tut Ol.n CtNIlRAI, PrOTI <TOR 01 AGATHON, I'ORMI k M A'-TU • \ 6o n E • : ? ; 


155 POINTS 


ws 

3 


MaSade 

Unit Composition 

• 1 (Unique) 


Unit Type 

• Infantry (Character) 


Wargear 

Master-crafted power sword 
Archaeotech pistol 
Iron halo 
Ambulator frame 
Frag grenades 
Krak grenades 
Psi-jammer 

Special Rules 

• Hatred (Traitor forces) 

• Independent Character 

• Disciplined Fire 

• High Command 

• Close Formation Fighting 

• Household Retinue 

• Protector of Agathon 

• Warlord (1 f MaSade is your 
army’s Warlord, he has the 
Master of the Battlefield trait 
rather than rolling randomly) 


BS 

5 


S 

3 


T 

3 


W 

3 


I 

3 


A 

2 


Ld 

10 


Sv 

l* 


Warlord: Master of the Battlefield 

After both sides have been dcplov'-d 1 ;t bef r* the begins 

MaSade s owning player may n*dep In ur. :• ? chome 

this may take units already deployed and place them in Reserves 
or vice versa 

Protector of Agathon 

Ireton MaSade has the might and industrial pr wer ot ar. entire 
stellar domain to call upon to serve his mil, tan r,~e b ?ri fre 
wit to employ such resources effectivciv f e the batTier.eid The 
first time any unit (other than a Dedicated Transj* rr Lord* : 
War or Unique unit; in the same detachment as >r V. , v .- >■ 
is destroyed, roll a D6. On a roll of a c or 6 a new identical unit is 
placed in the owning player s Ongoing Resen e^ 

Ambulator frame 

This life support exoskeleton usev irreplaceable relic tech n g 
of the Dark Age. It counteracts the infirmities : hi> ean .r ; , 
as Artificer armour (2+ armour save 1, and es him the I* a 
N ot Die special rule. 


Loyalist Faction: Lord Marshal Ireton MaSade 
may only hr chosen as part of a Levai:>: P^^an 
Detachment and must be its Warlord 




ot 04d A. r* - 


EvencualKr, he „ iiori the 


mhmk.i 


the Inprftx dtneaR 
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into retirement m the hr si 
Impend Camflumkret thv 
hive world ot m the 

end othi> h>n^ uki 

bur Kn^eten b> h*> 
peers until the win ot the 
Horn* Heresy wmdi et 
hun nse i^stn to wjm da\ea 
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Solar Auxilia Tactical 
Command Sections arc 
specialists in battlefield 
command and control. They 
facilitate the (low o( orders, 
direct the Terriers actions 
and co-ordinate artillery and 
orbital operations. 


The Section comprises a 
Prociahnator, equipped with 
communications equipment 
linked to every node in 
the chain of command. A 
Strategos, a Junior Officer 
(or more rarely a seconded 
fleet officer or even an 
txped it tonary Navigator 
or AsTtopath) tasked with 
issuing tact tea! orders 
and co-ordinating orbital 
support fire as well as the 
movements of drop vessels, 
shuttles and logistics 
transports. The Section 
also includes a Vexilarius, a 
vvamor who has earned the 
honour of bearing the unit s 
standard. The Vexilanus 
might be chosen for this 
signal honour having 
performed an act of bravery 
or feat ol arms, or because 
their skills'are so renowned 
that should the standard 
touch the ground, rhe battle 
is already lost. 


Auxilia Tactical Command Section 


75 points 


Srrategos 
Vexilarius 
Proclaimator 
Veteran Auxiliary 


\VS RS S T 

3 4 3 3 
3 4 3 3 
3 4 3 3 
3 4 3 3 


W 

2 

1 

X 

1 


I A Ld Sv 

3284+ 

3174+ 

3 1 7 4 + 

3 I 7 4 + 


Unit Composition 

• 1 Strategos 

• 1 Proclaimator 

• 1 Vexilarius 

• : Veteran Auxiliaries 

Unit Type 

• Strategos Vexilarius/ 
Proclaimator lnfantrv 
(Character) 

• Veteran Auxiliary: Infantry 

Wargear 

• Void armour 

• Close combat weapon 

• Laspistol 

• Frag grenades 

• Krak grenades 

• Cohort Vexiila 
(Vexilanus only) 

• Cognis-signum 
(Strategos only) 

• Nuncio-vox 
(Proclaimator only) 

• Auxilia lasrifle with collimator 
and blast-charger (Veteran 
Auxiliary only) 

Special Rules 

• Disciplined Fire 

• Close Formation Fighting 

• Precision Bombardment 
(Strategos only) 

• Disciplined Command 

Dedicated Transport 

• The unit may take either a 
Dracosan Armoured Transport 
or an Auxilia Arvus Lighter 
Orbital Shuttle as a Dedicated 
Transport. 


Options 

• The squad may include: 

Up to five additional Veteran Auxilia..+5 points each 

• The Strategos may exchange either their laspistol and/or their close 
combat weapon for the following options; 

- Blast pistol. +2 points 

- Charnabal sabre.+5 points 

- Needle pistol. .+5 points 

- Hand flamer. +10 points 

- Plasma pistol. +10 points 

- Power weapon. +10 points 

- Power fist.+15 points 

• Up to two of the Veteran Auxilia in the unit can exchange their 
lasgun, blast-charger and collimator for one weapon from the 
following: 

- Volkite charger.+5 points each 

- Grenade launcher (kinetic, tempest and krak).+5 points each 

- Flamer...+5 points each 

- Rotor cannon..+10 points each 

- Meltagun...+10 points each 

- Plasma gun.....+15 points each 


Precision Bombardment 

Once per game, in lieu of firing a weapon, the Strategos may call 
in a Precision Bombardment with the profile listed below. This 
attack may not be carried out ii the Strategos is engaged in an 
assault or Falling Back. 


Precision 

Range Str AP 

Type 

Bombardment 

Unlimited 9 2 

Ordnance i, 
Barrage, Pinning, 
Large Blast (5") 







































































AuxiliaTank Commander 


5 5 points + Cost of Tan k 


WS 


Auxilia Tank Commander 


Unit Composition 

• i Auxilia Tank Commander 

Unit Type 

• Vehicle (as per Tank, 
Character) 

Special Rules 

• Armoured Warfare 

• Tank Ace 

• Disciplined Command 

• Support Officer 


BS 

4 


W 


Id 


Sv 


Options 

• The Auxilia Tank Commander has no pacific ption '; - • r it 

however, may receive options as normal for its type 


Armoured Warfare 

The Auxilia Tank Commander must be attached to either an 
Auxilia Leman Russ tank (of any rvpe„ Malcador tank \ aide r 
Tank Destroyer, Baneblade, Stormblade, Siomvord S: rmhammer 
or Shadowsword which is also present in the arrr.v N ie * ha* • - 
means there must be at least one of these vehicles available for 
each Auxilia Tank Commander in order for them to be taken a* 
part of an army. 

The Auxilia Tank Commander cannot leave their vehicle dunng 
the game and is slain when their vehicle is destroyed 

The vehicle to which the Auxilia Tank Commander is attached 
automatically gains the Command Tank special rule and use* 
the Tank Commander's BS score of 4. the cosr of which ha^ been 
included in the Tank Commanders own points cost 


Support Officer 

if chosen as pan of a Primary Detachment, an Auv.ia Tar* k 
Commander cannot be taken as a compulson HQ choice. 

Tank Ace 

A vehicle commanded by an AuxiliaTank Commander mav nre 
Overwatch with any weapons eligible to do so and in addition, 
must choose a single special rule from the following . *1 wnan 
applies to the tank: 

• lank Hunters 

• It Will Not Die 

• Scout and Move Through Cover 

• Preferred Enemy (Infantry) 

• Monster Hunter 

• Precision Shots (Note that thi> does not applv to LC>: o: 
Template weaponry) 








































Ai’xilia Medicae Detachment 



60 points 


BS 

3 


s 

1 


T 

* 


W 

1 


I 

3 


A 

i 


Ld 

8 


Sv 
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Options 

• The Medicae Detachment may include: 

- Up to three additional Medicae Orderlies..+15 points each 

• Any Medicae may be equipped with a: 

• Needle pistol.+10 points per model 




Attached Deployment 

Relore deployment, each Medicae Orderly must be attached to 
one of the other Auxilia units in the army, and may not leave that 
unit for the duration of the game unless that unit is destroyed. If 
the owning player wishes, multiple Medicae Orderlies may be 
attached to a single unit. 


The tollowing units are eligible to be joined by Medicae Orderlies: 
* Auxilia Tactical Command Section 

- Auxilia Lasrifle Section 

- Auxilia Flamer Section 

- Veletaris Storm Section 


Medi-pack 

Comprising a sophisticated array of battlefield medical equipment 
and triage materials, backed wirh the skills to best employ it, a 
medi-pack grants its bearer and any unit they have joined the Feel 
No Pain (5+) special rule. 
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Auxin a Rapier Battery 


WS 

Rapier 

Auxiliary 3 

Unit Composition 

• 1 Rapier team comprising 
1 Rapier Carrier and 
i Auxiliaries 

Unit Type 

• Rapier: Artillery 

• Auxiliary: Iniantry 

Wargear (Auxiliaries) 

• Void armour 

• Lasgun 

• Close combat weapon 

Wargear (Rapier) 

• Quad multi-laser 

Special Rules 

• Extremely Bulky ( Rapier 
combined with Crew) 

• Disciplined Fire (Auxiliaries) 

• Close Formation Fighting 
(Auxiliaries) 


35 point 


RS 


T 

7 

3 


W 

l 

1 


Ld 


3 


4 * 


Options 

• The Rapier Battery may take 

- Up to two additional Rapier teams 


_+35 potms per team 

Any Rapier may exchange its quad multi-laser with one : t the 
following: 

- Laser destroyer array-~~~ ... . — +1 5 points each 

- Quad mortar (frag & shatter shells) ..- -25 points each 

- Graviton cannon—*— ... —- -35 points each 



to the beloved Thudd 
Gun' raulnbiwdiet The 






most common however 
is the quad moindwen 
This weapon has become 
anonymous with the Sobr 
Au»1ms victories and many 
a battle has been wen by the 
Iniantry Teroos terming 
around supporting Rap»er 
batteries as numberless 
hordes ot aliens or lerai 
world primitives close in 
tVum all directions, onlv 
to he scythed down by the 
hundred bv the unyielding 
servants of the Impenura. 





















































ELITES 

living weapons whose dark 
origins lay lost within the 
Age of Strife, Charonites 
are biochemically and 
cvbemencallv altered Og\m 
abhlimans, mutilated in 
mmd and body and left 

emirelv creatures of brute 

# 

obedience and dnig-mduced 
frenzy hv remote control. 

Found among the arsenals of 
several void-capable human 
pocket-civilisations within 
the Segmentum Solar, 
the difficult and unstable 
technologies used in their 
creation were deemed 
proscribed and unholy 
bv the Mechanicum and 
may in pan have had alien 
origins. Despite this the 
Solar Auxilia, thanks to their 
strong connection both with 
the Sarumyne enclaves of 
lerra and the celestial keeps 
of Pavonis, both of whom 
retained much of their 
independence after Imperial 
Compliance, retained a 
dispensation for the creation 
and use of Charonites in 
limited numbers, despite the 
opprobrium of Mars. 

As the Horus Heresy raged, 
many Loyalist Solar Auxili 
commands, particularly 
those cut off from Terra, 
turned to the creation of 
w Charonites to strengthen 
their forces, particularly as 
a match against the power 
ot I raitor Legiones Astute* 
H and Dark Mechanicum 
lorces, although the 
I difficulty of their creation 
ensured that such product 


become widespread 


Auxilia Ogryn Charonite Squad 


1 85 POINTS 


Ogryn Charonite 

Unit Composition 

• \ Ogrvn Cha ron 1 tes 

Unit Type 

• Infantry 

Wargear 

• Void armour 

• Charonite claws 

Special Rules 

• Hammer of Wrath 

• Stubborn 

• Verv Bulkv 

» * 

• Dead-man’s Switch 

• Feel No Pain ( 6 +) 

• Brutal Fighters 

• Mind-slave 


\\ S 

4 





BS 

3 
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\\ 
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Options 

• The unit may take: 

Up to si\ additional Ogrvn Charonites. 


•+S5 points each 


Dead-man’s Switch 

When the Charonite Ogryns unit fails a Morale check, and their 
owning player has at least one unengaged HQ unit from the same 
Primary Detachment on the table, they may choose to employ 
the Dead-mans Switch. The Charonite Ogryns unit immediately 
negates the tailed test but suffers D3 wounds with no saves of any 
kind allowed each wound is randomised among the surviving 
models in the unit. 

Mind-slave 

All Ogryn Auxilia Charonites have been subject to extensive 
cranial surgery and implanted chemical controls. While this 
removes the possibility of inattention and mutiny, it makes them 
incapable of little else but brute obedience. Units with this special 
rule cannot voluntarily Go ro Ground and are never counted as 
scoring units. 

Brutal Fighters 

Models with this special rule must always attempt to make 
Sweeping Advances, and when consolidating after combat must 
always move towards the closest enemy unit. 


Charonite Claws 

These devices —heavily constructed servo-claws and matched 
augmeric implants, purpose built and surgically bonded in place 
of the Ogrvris own hands and forearms— have an obscure 
origin in the early days of the Great Crusade and are principally 
intended for use in the murderous confines of shipboard combat. 
Designed to amplify and take advantage of the Ogryn s already 
superhuman strength and physical stature, they can crush and rip 
through armour plate and ceramite with ease, and if the Ogryn 
Charonite can gain purchase wirh both ‘hands’, they are designed 
to retract apart from each other with flesh-rending force, savagely 
dismembering their victims. 


Charonite claws 


Range 


AP Type 

3 Melee, 

Flesh Ripper 


Flesh Ripper: Any rolls To Hit of a 6 should be separated out 
from the Hit pool and dealt with separately. These arc treated as 
having AP 2 and the Instant Death special rule. 



































































Enginseer Auxilia 


WS 

Enginseer Adept 3 

Servo-automata 3 

Unit Composition 

• 1 Enginseer Adept 

• 4 Servo-automata 

Unit Type 

• Enginseer Adept Infantry 
(Character) 

• Servo-automata (Infantry) 

Wargcar (Enginseer Adept) 

• Power armour 

• Laspistol 

• Power axe 

• Servo-arm 

Wargear (Servo-automata) 

• Close combat weapon 

Special Rules (Enginseer) 

• Rattlesmith 

• Servo-automata Support 

Special Rules 
(Servo-automata) 

• Cybemeuca 
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Options 

* The unit may include: 

- Up to two additional Engineer Ai*y; v 

• The unit may include 

- Up to four additional Serv o automata 


♦ to point* per tr od** 1 


The Enginseer Adept may take any of thr : *• ng 

- Nuncio-vox.— 

- Augury scanner_ 

- Y'olkite charger 


*4 #«#*•• 


- Cortex controller .... 

- Graviton gun ^ 

- Infravisor. 

- Refractor field 

- Cyber-f 3 mihar. 






fiti * 


* * * * ♦ * <M-# * # 




The Enginseer Adept may take melta bombs 
Any Servo-automata may take one of the folk w , r g u e apt ns 


*5 points each 

_*iopoints 

_*5 points 

_mo points 

_-15 points 

_*15 points 

- *S potim 

♦10 points 

.._points 

5 points each 




- Servo-arm.... 

- Flamer 

- Phased plasma fusil.... 

- Rotor cannon 


**■*****•* #***««••*.» ***•.**#* 


-c points 




_»5 points 
.♦10 points 
.-10 points 


- Grenade launcher 'kinetic, tempest and krak grenades -. p nr* 

- Heavy bolter................♦ 1 5 points 

- Multi-melta_..... _.f 15 poinrs 


Cybernetica 

If the Servo-automata are no longer accompanied b\ ar Er.g user- 
or Magos, they must take a Pinning test at the start of each 
Movement phase unless they are already engaged in combat .r 
which case they fight on normally). 

Servo-automata Support 

For each additional servo-arm armed Servo automata in tfu- »r.t. 
the Enginseer gains to their Battlesmith rolls note that :v. 
of T' will still fail regardless of this bonus 

Battle-automata: If one or more Cortev Controller* re p: ht : 
in the detachment, then additional Battle automata unit*- become 
available for the army (see page 241 




their rank- md pefwnrnng 
myriad oidiffered*. rides. 

vmrtWKSllxv drpB 
JfpJev so battle dor .2J*de 
(he Si . r ar Hina - ul where 
their iwwtrrd the arts 
of the machine can hr 
brought to bear in the 
most destructive* manner. 
Some are accompanied by a 


bobttnc^ rficir 
and affording them 
additional protection from 
the enemy Quitr aside 60m 
the fearsome array of deadly 

weapons an Enginseer can 

bring to bear in battle, they 
are aWe to repair damaged 
war machines and upgrade 
held defences, as well as 
issuing machine-cant 

commands to the vanous 

classes of Meciumcum 

























































































TROOPS 


Tire mainstay of the Auxilia 
are the Infantry Tercios, 
groupings of up to three 
Lasriflc Sections rrained 
and equipped to fight in 
dose formation as pan of a 
larger company force. They 
can also fight as armoured 
infantry, mounting each 
section in a Dracosan 
Armoured Transport, a 
formidable carrier that 
serves as a section’s base 
of operations throughout 
a campaign and which 
combines a potent array of 
weaponry with substantial 
armour, extensive life 
support systems and 
extended operational range. 


When deployed as a colonial 
Ex-peditionary force, the 
Solar Auxilia is called upon 
to prosecute a landing in 
a hostile zone, which they 
rapidly fortify in expectation 
of swift and overwhelming 
enemy counter attack. 

To this end, they are 
accompanied hv pioneer 
companies that prepare the 
ground for defence within 
hours of landing, erecting 
defence lines augmented 
with weapons points, 
ammunition stockpiles 
and communications 
nodes. When the inevitable 
counter-attack arrives, it 
is met by a wall of plasteel 
bristling with steel and 
manned by warriors for 
whom retreat is not an 
option and victory the 
only means of living to see 
another day. 


Auxilia Infantry Tercio (1-3 sections) 

The basic military division of the Solar Auxilia is the Infantry Tercio, a flexible arrangement of three sub¬ 
units or ‘Sections of armoured infantry of various battlefield roles. When selecting forces using the Solar 
Auxiliary’ army list and when using detachments, a Tercio of up to three Sections comprises a single Troops 
choice on the Force Organisation chart being used. 


All the Sections comprising a Tercio must be deployed simultaneously or, if held in Reserves, count as a 
single unit, with all of its Sections required to enter play at the same time. After deployment, however, each 
Section is considered a separate Troops choice for the purposes of scoring or denying objectives, and yields 
up Victory points if destroyed as per the Victory Conditions for the mission being played. 


Each Tercio must contain at least one Section, and may contain up to another two Sections as desired. The 
points cost for the Tercio is equivalent to the combined cost of its Sections. 


Troop Master: One Sergeant in the Tercio’s Sections may be upgraded to a I roop Master. A highly 
experienced soldier and field commander, the Troop Master uses a separate profile but retains the options of 

a Sergeant. 


Support Section: An Auxilia Infantry Tercio may only contain Sections with this rule if it already contains 
at least one Auxilia Lasrifle Section. 


Dedicated Transports: The Auxilia Infantry lercio as a whole may he bought up to three Dracosan 
Armoured Transports as Dedicated Transports (see page 270 for details). 


Special Fortifications: So long as no Dedicated Transports are selected for the Auxilia Infantry Tercio, then 
when using the Battles of the Age of Darkness Force Organisation chart as your Primary Detachment for 
this army, the player may also take a single Aegis Defence Line (see page 269) for each section in the lercio 
for the appropriate points cost. These defence lines take up no I'orce Organisation choices for the army and 
may he upgraded normally. If this option is taken, the Tercio must be deployed on the table at tin* stan of the 

game and may not be held in Reserves. 
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Auxilia Iasrifle Section 


ioo POINTS 


ws 

4 

3 

3 

3 

3 


Troop Master 
Sergeant 
WxiIl.i Hearer 
Vox Operator 
Auxiliary 

Unit Composition 

• i Sergeant 

• i Vexilla Bearer 

• i Vox Operator 

• 17 Auxiliaries 


Unit Type 

• Troop Master/Sergeant: 
Infantry (Character) 

• Auxiliary/Vexilla Bearer/Vox 
Operator Infantry 

Wargear 

• Void armour 

• Auxilia lasrifle 

• Collimator 

• Close combat weapon 

• Frag grenades 

• Krak grenades 

• Nuncio-vox (Vox Operator) 

• troop Vexilla (Vexilla Bearer) 

Special Rules 

• Disciplined Fire 

• Close Formation Fighting 

• Hold the Line 
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8 
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4+ 

4+ 

4+ 

4 + 

4+ 



_+5 points 


Options 

• The Sergeant may take mclta bombs. 

• The Sergeant may exchange their lasgun and collimator and or close 
combat weapon for one of the following: 

- Laspistol. *+♦ *><♦»«♦ »•« »* » wrntm m ** 9»*i I ■ i»■ ■■ B i ■ i * 




- Blast pistol.. 

- Chamabal sabre 

- Needle pistol. 

- Hand flamer. 

- Plasma pistol 

- Power weapon.. 

- Power fist 
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.^+2 points 
—.*►5 points 
1..+5 points 
. + io points 
♦jo points 
♦ 10 points 
♦15 points 


• One Sergeant in the Tercio may he upgraded to be a: 

I roop Master„• ........♦ 1$ points 

• The entire section may be given: 

- Blast-chargers for 1 heir lasrifles... 5 P° u 


Zone Mortal is Deployment 

In games of Zone Mortalis, an Auxilia Lasnlle Section must be 
broken into two equally sized squads ot ten models before piav 
These are treated as separate units during the game, but still count 
as being part of the same Tercio. 




TROOPS 

Solar Auxiliaries are 
recruited from all over the 
Imperium, from void bom 
asteroid miners to underhive 
scum, and such cultures are 
the fuel of the Imperium s 
growth. While most pressed 
into the Emperor’s armies 
join the line regiments of 
the Imperial Army, those 
who display the right 
combination of aggression, 
discipline and skilTat-arms 
are earmarked for the Solar 
Auxilia Cohorts, affording 
them an undreamed-ot 
escape from the gutter into 
a life of service across the 
myriad battlefields ot the 
war-tom galaxy. 

The image of Auxilia Lasnfle 
Sections arrayed in multiple, 
disciplined ranks standing 
firm against hordes ot alien 
foes is a celebrated one. but 
it is far from die onlv wav 
in which they are deployed. 

Infantry Tercios are adept 

at fighting in loose order in 
Zone Mortalis missions or 
launching massed assaults 
across the most hostile ot 
the galaxy's battlefields, 
and it is said that a Solar 
Auxiliary is second only to 
a transhuman Astartes, an 
elite amongst humanity s 
many fighting forces. 
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TROOPS 

The Velerarii are the most 
skilled ami dedicated 
warriors in I he Solar Auxilia, 
issued with the most potent 
weaponry and tasked 
with rhe most arduous 
of battlefield missions, 
Veletarii Storm Sections 
I are often gathered together 
into special, cohort-level 
reserves which serve as their 
commander’s household 
under his direct command, 
or they may be raised on a 
company-by-company basis, 
On occasion, they serve as 
a formal guard of honour 
for the Legate Commander, 
bearing ceremonial power 
axes which they sometimes 
even use in battle. 


VatTARis Storm Section ‘WKKt 

b ws US S T W I A Ld Sv 

' Prime 443 313*9 4+ 

Veletarii 3 4 331 3 t 8 4-*- 

Unit Composition Options 

• 1 Prime • The Prime may take melta bombs.... + s points 

• q Wlet.mi • The Prime may exchange their laspistol and/or close combat weapon 

for one id the following: 

Unit IVpe * Blast pistol.......... . points 

• Prime: Infantry (Character) Charnabal sabre... +5 points 

• Veletarii: Infantry - Needle pistol.....*.45 points 

MBm . Hand flamer.. . points 

Wargear - Plasma pistol........ points 

• Reinforced void armour Power weapon.......... points 

• Volkite charger - Power fist...... + 1 5 points 

• Laspistol • One Veletarii may carry a nuncio vox for.+to points 

• Close combat weapon • The entire Section may he equipped with: 

• Frag grenades - Shroud bombs........+25 points 

• Krak grenades • I he Section’s Veletarii may exchange their volkite chargers for one 

of the following weapon types. If this option is chosen, all of the 
Special Rules Veletarii must he upgraded to carry the same weapon. If this is done 

• Disciplined Fire then the Section’s Prime may also exchange their weapon for the 

• Move I‘hrough t ovn same type as the Section, although this is not compulsory: 

• Hold the Line - Rotor cannon ..... Free 

• Close Formation Fighting Power axe ......4 5 points each 


t he Veletnns are deployed 
In a number of roles. Some 
commanders use them 
as shock troops whose 
discipline and firepower 
can overwhelm even the 
most fearsome of enemies 
Others utilise them an a line 
reservr.able to react quickly 
to enemy breakthroughs and 
bolster a wavering defence. 
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Auxilia Flamer Section 





TROOPS 

Hamer Sections are 
configured and equipped 
to provide close support 
to the Lasriile Sections, 
armed with flamer units 
that project a searing wave 
of alchemicaUy-fuelled 
fire capable of incinerating 
dozens of lightly armoured 
enemies such as Orks with 
each blast. 


The sections' exact 
deployment depends on 
the nature of the battle 
being fought. In large, set 
piece actions they are often 
held just behind the main 
Lasrifle line, and moved 
up at the last moment to 
receive the enemy charge, 
unleashing a wall of flame 
through which the foe must 
assault. Flamer Sections 
make ideal tactical reserves, 
beating back any enemy 
penetration of the Tercio’s 
lines with concentrated 
blasts of fire. In Zone 
Mortalis actions, the Flamer 
Sections arc often assigned 
to lead the way through the 
dark, cramped passageways, 
which their weapons can 
flood with fire the instant an 
enemy presents itself. 




Sergeant 
Auxiliary 


Unit Composition 

• i Sergeant 

• 9 Auxiliaries 

Unit Type 

• Sergeant Infantry (Character ; 

• Auxiliary; Infantry 

Wargear 

• Reinforced void armour 

• Flamer 

• Laspisto! 

• Close combat weapon 
Sergeam only) 

• Frag grenades 

• Krak grenades 

Special Rules 

• Disciplined Fire 

• Close Formation Fighting 

• Hold the Line 
Support Section 



Options 

• The Sergeant may take melta bombs 

* The Sergeant may exchange their iaspistol and/or c\[ . ^ P ° in,s 

weapon for one of the following: 

- Blast pistoL.. 

- Charnabal sabre points 

- Needle pistol.. P°mts 

-Hand flamer. + 5 P°mts 

-Plasma pistol- —*°po ims 

- Power weapon..._I +, ° P ° m ‘ s 

•■*■10 points 

-+15 points 


Power fist 
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Aegis Defence Line 


Composition 

. Up to 4 long and 4 short Aegis 
Defence Line sections. Each 
section of Defence Line must 
be placed in contact with at 
least one other section. 

Terrain Type 

• Battlefield debris 
Defence Lines) 

Weapons 

• None 


50 POINTS 

J 

Options 

• Any Aegis Defence Line can take one of the following upgrades 

...420 points 
«..*20 points 
points 
....+40 points 


r * **•*-■**■*•#■*%•.* **-4 4h * w * ***** *■ -% * 


Ammunition dump 
Com ms relay 

Icarus lascannon....._ 

Quad gun... 




*■**■*** »•■**»* <f ***•.■**#*♦* ♦■♦♦^****i **** *“*■»•■** * 4..*.^* 
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Defence Line 

Models in cover behind Aegis Defence Lines gam a 4* cover save 
If a unit in cover behind an Aegis Defence Line Goes to Ground 
it gains a +2 bonus to this cover save. For more information, see 
the Terrain section of the Warhammrr 40,000 rulebook 


Icarus lascannon 


Quad gun 


Range 

Str 

AP 

Type 

96” 

9 

2 

Heavy 1, 
Interceptor. 
Sky fire 

4 *" 

7 

4 

Heavy 4, 
Interceptor. 
Skyfire, 
Twin-linked 


Ammunition Dump 

A ready supply of ammunition is always welcome in a fight 
especially when the dead man's click of a weapon’s emptv 
magazine is heard. 

Any model within 2” of an ammunition dump re-rolls failed 
To Hit rolls of 1 in the Shooting phase. A model in cover behind 
an ammunition dump has a 5+ cover save. 

Comms Relay 

A working comms relay can be crucial to the coordination ot 
reserves, and therefore to a swift victory. 

player with an unengaged model within 2" of a comms relay 
can re-roll Reserves rolls. A model in cover behind a comms relay 

has a 5+ cover save. 






i 






SPECIAL 

Aegis Defence Lines are 
barricades built from 
crenelated armoured 
sections that link together 
into a solid shield walL 
Their simple design means 
that they can be built and 
deployed at great speed onto 
a battlefield, leading to their 
widespread employment in 
the Solar Auxilia Cohorts, 
especially in the immediate 
aftermath of a planetary 
interface operation. 

They are ideally suited 
for commanders wishing 
to hold ground in enemv 
territory or establish 
defensive perimeters until 
such time as larger, more 
permanent fortifications can 
be constructed. 
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DEDICATED 

TRANSPORT 


The Dracosan is employed 
almost exclusively by forces 
configured in the Solar 
Auxilia pattern, whether 
these are regular' Exccrtus 
Imperialis units or other 
forces following the same 
order of battle, such as the 
household troops of certain 
Rogue Traders Militant 
or, occasionally, the elite 
retainers of high status 
Imperial Commanders. 


A heavily armed and 
f[ f armoured carrier, the 

Dracosan is manufactured 
I under compact by several 
dozen Forge Worlds 
V across the Imperium to 
standards only usually 
required of war machines 
destined for service with 
the Legiones Astartes. The 
Dracosan is large enough 
to accommodate a full 
strength Solar Auxilia 
Infantry Section of twenty 
auxiliaries, and heavily 
armoured enough to protect 
them from all but the most 
intense of enemy fire. 
Equipped with a fearsome 
array of weapons of its own, 
the Dracosan can steadfastly 
defend itself against enemy 
counter-attack and pound 
enemy positions to dust 
before the auxiliaries 
disembark to storm what 
remains of their objective. 


Dracosan Armoured Transport 


135 POINTS 


Dracosan 


Armour 

BS Front Side Rear HP 

3 13 ** 11 5 


Unit Composition 

• 1 Dracosan Armoured 
Transport 


Unit Type 

• Vehicle (Tank, Transport ) 


Wargear 

• One twin-linked lascannon 

• Searchlight 

• Extra armour 

• Smoke launcher 


Special Rules 
• Exp lorator Adaption 


Transport Capacity 

• The Dracosan Armoured 
Transport can transport 20 
models, but may not transport 
Bulky or larger models. 


Fire Points 

• None 


Access Points 

• The Dracosan Armoured 
Transport has two access 
hatches, one on each side of 
the hull. 


:_ >fc * 






II 




Options 

• The vehicle may take any of the following: 

• Flare shield .. +25 points 

- Armoured Ceramite .+20 points 

- One pintle-mounted multi-laser or heavy flamer .+10 points 

- Up to two hunter-killer missiles ......+10 points each 

- Dozer blade . 45 points 

- Auxiliary drive .,..410 points 

- Extra Armour . 410 points 

• The twin-linked lascannon may be exchanged for a: 

- Demolisher cannon....,....430 points 

(if this option is taken, the vehicle's Transport capacity is reduced to 
jo models) 
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75 POINTS 


Auxilia Arvus Lighter Orbital Shuttle 

Armour 

BS Front Side Rear HP 

Auxilia Arvus Lighter Orbital Shuttle 3 i i II to 3 



Unit Composition 

. 1 Auxilia Arvus Lighter 
Orbital Shuttle 

Unit Type 

• Vehicle (Flyer, Hover, 

Transport) 

Wargear 

• None 

Special Rules 

• Deep Strike 

Transport Capacity 

• An Auxilia Arvus Lighter 
Orbital Shuttle has a Transport 
capacity of 12 models. 

Fire Points 

• None 

Access Points 

• An Auxilia Arvus Lighter 
Orbital Shuttle has a single 
access hatch on the rear. 


Options 

• An Auxilia Arvus Lighter Orbital Shuttle may take any of the 
following: 

- Flare/chaff launcher ....+ 10 points 

- Armoured cockpit • f t ••»«•*#**•*« 44»•#**** **«9*«**t«'*V* *"**4*♦*•••*«*« + + 15 points 

- Ilium Hares . + 5 points 

- Searchlight .........,„+i point 

• Extra armour .-10 points 

- Flare shield + *#* 44 * 4 *«*# 9 *«**#**»*************************** ********** +20 points 

• An Auxilia Arvus Lighter Orbital Shuttle may take one of the 
following: 

- Multi-laser ......,.....,+10 points 

..+10 points 


- Autocannon.. 


*************** *#***4 * 9 *♦****♦*************■*•**•***•****** ***•♦• 


Lascannon .. 

Twin-linked multi-laser .. 
Twin-linked autocannon 
Twin-linked lascannon.... 
Two hellstrike missiles.... 


.+20 points 

....+15 points 

.-.„..+!$ points 

____+25 points 







DEDICATED 

TRANSPORT 

The Arvus is a light 
utility shuttle used by the 
Imperials Armada for 
transferring supplies or 
small groups of personnel 
from ship-to-ship or 
ship-to-planet. It is a solid 
and reliable workhorse 
shuttle, squat and durable 
with powerful engines for 
carrying heavy loads. The 
utility model of the Arvus is 
unarmed as it is not a combat 
vehicle and is not expected 
to engage the enemy. 

The Solar Auxilia makes 
extensive use of an armed 
variant of the Arvus and 
of several similar orbital 
shuttles, using them to 
insert infantry sections and 
command units into a war 
zone with pinpoint accuracy. 
Because its carrying 
capacity is limited to twelve 
passengers, larger units 
such as full strength Lasrifle 
Sections tend to deploy to a 
world s surface in drop ships 
able to carry entire Tercios 
or even companies, leaving 
the faster and comparatively 
more manoeuvrable Arvus 
to fulfil the role of inserting 
smaller units with specific 
battlefield tasks to perform. 
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FAST ATTACK 

Possessed of formidable 
firepower, auromated 
weapons platforms and 
sentry gun batteries are used 
by many of the Imperiunfs 
diverse armed forces to 
take on the mundane 
Juries of point defence and 
security, both planet-side 
and aboard ship. The most 
common of these designs 
is the Taranrula, whose ease 
of construction, multiple 
weapons configurations and 
general reliability have made 
it a staple of the arsenals 
of the Great Crusade and 
a well-regarded, if perhaps 
inglorious, tool of war. 



# ' • ’ .. 1- . f ' * • - ..... •*# * . . . ^ . *. . ... . . ‘ l 4 - A 
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Tarantula Sentry Gun Battery 30 points per gun 

WS BS S T \V I A U Sv 
Sentry Gun 3-62 - - -a + 

Unit Composition Options 

• 1-3 Sentry Guns, forming a • Any Senrry Gun tn the battery may exchange its twin-linked heavy 

batter) 1 bolrers for 

- Twin-linked multi-laser......free 

Unit Type - Twin-linked heavy flamers.....Free 

• Artillery (Immobile) - Two twin-linked rotor cannon.........Free 

- Twin-linked lascannon.+10 points per model 

Wargear - Mulfi-melta and searchlight.....+5 points per model 

• Twin-linked heavy bolters • The entire Sentry Gun Battery may exchange its twin-linked heavy 

bolters fora: 

Special Rules - Hyperios air-defence missile launcher*.+20 points per model 

• Automated Artillery • Any Sentry Gun equipped with a Hyperios missile launcher may 

• Firing Modes exchange it for a: 

- Hyperios command platform*..+10 points per model 

* The entire barrery may be upgraded to have one of the following: 

- Concealment..+10 points per model 

. * Forward Deployment.. +5 points per model 

- Drop Capsule.......+20 points per model 

*A unit of Sentry Guns with Hyperios missile launchers or Hyperios command 
platforms does not have the Firing Modes special rule , 


The Solar Auxilia use the 
Tarantula to guard exposed 
flanks and rear line positions 
where it is judged less likely, 
but nonetheless possible 
that an enemy will attack. 
They are sometimes pressed 
into service in the front line 
itself when manpower is 
stretched dangerously thin. 
The histories of some of the 
oldest cohorts contain tales, 
no doubt elaborated over 
the decades, of Taranrula 
weapons batteries granted 
Honorary induction into a 
regiment following a close 
fought battle where their 
presence contributed greatly 
to the tally of enemy dead. 
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Deployment 

• Forward Deployment: The Sentry Gun Battery has the Scout special r ile nor-* that * * mav - ' 
be deployed from Reserves). 

• Concealment: The Sentry Gun Battery has the Shrouded special rule until the hr r time n *V r 
weapons, afterwards the effects of this rule no longer apply. 

• Drop Capsule: The sentry gun must be deployed via Deep Strike Each gun in rhe batten treated 
as a separate unit for this, and Reserves rolls, etc., are made separately for each gun 

Firing Modes 

A Sentry Gun can fire in one of two ways and the controlling player must decide which mode it will b** 
set up in before the start of the game. They cannot change its mode once it has been decided :: r-mre- 
in that mode for the rest of the game. 

• Point Defence Mode: The Sentry Gun is set up with a fixed firing arc fn this mode the gun will 
engage enemy targets up to 36" away which are in a fixed 90° arc to its front. 

• Sentry Mode: The Sentry Gun is programmed for close defence and may target enem models 
within 18" to which it can draw line of sight and can fire all around itself 

Targeting; Which enemy unit within range is the Sentry Gun’s preferred target is determined bo its 
armament. If no preferred target exists in its line of sight, it will simply anack the nearest enem . target 
in range: 

• A heavy bolter, heavy flamer or rotor cannon-equipped Sentry Gun will fire at the nearest enemy 
non-Vehicle target according to its firing mode. 

• A lascannon or multi-melta equipped Sentry Gun will fire at the nearest enemy Vehicle or Monstrous 
Creature according to its firing mode (note that immobilised vehicles still count as viable targets 
only wrecked vehicles will be ignored). 

This means that while a preferred target type is within range, it is possible fora unit of differently 
armed Sentry Guns to fire at two separate targets. 




~Venfpan(f it n said ts the 
preserve of the gods: &sds roe m 
our folly denied ever existed.' 

Capiam-Cenmil 
Orson Smtxerm ill. 
mfrost to The Last Cohort 


Hyperios Air-defence Missile Launcher 
Weapon Range Str AP Type 

Hyperios missile 48” 8 3 Heavy 1, Skyfire, Interceptor, Heat Seeker 

Heat Seeker 

Jink saves may not be taken against attacks with this special rule. 

Hyperios Command Platform 

As long as the Hyperios Command Platform is on the table, all Hyperios air-defence mi'Mle launcher- 
equipped sentry guns in the same unit receive the Split Fire special rule (the unit automatically pa>>e> 
any Leadership tests it is required to take to use the Split Fire special rule without rolling anv dice). 
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fast attack 


! hr Leman Ruas battle* funk 
is a reliable ant! proven 
armoured vehu Ir named 
after the Primarcb of the 
I Lionel Airtarte* Space 
Wolves m honour of hi* 
savage feme ity in war. 


Numerous subpartemx 
mount a wide array of 
weapon* and m the 
nervier of the Auxilia are 
often enhanced to the 
’Solar 1 pattern, fitted with 
supplementary survival and 
exploration xyx terns, Leman 
Huh* tanks in Auxilia strike 
squadrons are fitted with 
cxtffidtd luel reserve* and 
their engines enhanced 
with Ion ed 1 mi muon 
charger*, I he*e combine 
to increase the tanks* speed 
and operational range 
substantially, allowing them 
to make wide flanking 
advances in order to engage 
an enemy at the moment 
the infantry sections launch 
their own attack, 


Auxilia Liman Russ Strike Squadron 



Points: See below 



At moot 



HS 

1 1 out 

Side 

Rear 

IIP 

Points 

Auxilia Leman Runs Rattle lank 

5 

14 

13 

to 

\ 

175 

Auxilia l einan Russ 1 xterminatoi 

) 

H 

i i 

to 

3 

170 

Auxilia Leman Russ Annlhikitor 

\ 

14 

t \ 

10 

5 

1 /o 

Auxilia Leman Russ Vanqtitshei 

\ 

M 

11 

It) 

t 

175 

lTnit t ompovirion 

Opli 

Oils 






• i Anxtli.i l rmnn Russ of the 
type* shown 


l/ntt lypr 

• Vehicle (Tank) 


Wnrgeai 

• I Iravy bolter 

• Searchlight 

• Smoke (mint 1 km* 

• Auxiliary drive 

• Induction charge! 

• Banin annon (Auxilia I einan 
Runs Battle l ank only) 

• twin linked law an non 
(Auxilia I email Russ 
Annthdaim only) 

• l xiermnuiiot autocannon 
(Auxilia Leman Russ 

I xtri initiator) 

• Vanquishet banter annon 
(Auxilia I einan Kus* 
Vanqui*hn only) 


spec ini Rules 

• l.xplorator Adaption 

* t hitllimk 






• I he squad run may ini hide up to two more Auxilia I einan Run* I torn 
the list shown foi the com listed in theit profile 

• Any model may ex* lunge its heavy holier loi one of ihe following 

Multi laser.. in. 

Heavy flam, i . .. . lire 

Iiacnnnon ...+to points per mm L I 

• Any model may lake any of the following 

Aimol)red < eiamlte .. i jo points pet model 

i >ne pintle mounted muln lasei 

tn heavy llamei ... i m points per model 

One hunter Itillei missile ... mo points pet model 

[)o/n Idatle ... t*f pointspei model 

Lxtiu Armoui . r m points per model 


! ndtn r ion < I larger 

I lu* may he used oih e per game de* lare at the Mai i of the 
owning player s Movement phase I In* squadron « otinis as having 
the I ast spec lal i ule fm this jdayri mill 
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AijxiliaTi iundurboi:i 111 avy Fiuiti.r 


200 POINTS 


I Iwiiulrl hull 


US 

4 


Unit < iimpoMtlnn 
* i I huiulct boll 11 envy Hglilrt 


Unit lypc 

• Wlm It? (1 lyci) 


Wiirgcut 

• I'wo twin linked imto< annnti 

• twin linked l«f»( itnnon 

• Armoured rot kpit 

• t hnll Inum lii'i 

• I mu kiiH’llt pirn <*i missiles 


Spin lid Rulr* 

* Simulami Ki'puit 

• Supcmmk 

* IVcpStiikr 

• (Imnhai Iniculu turn 
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Ai inotii 

I rout Side Hear HP 

11 11 10 \ 


< )ption« 

I hr I 1 1111 it 1 •* i boll ran hr cijuipped with inyol fbt following option' 
t.iomid li it kmp •nipiu i< 

Mate -JiicM ... >10 point* 

• I hr I hundnholi may exrlunge its (ntn kinm. pincei mi m!* t.-i 

• tom hallftrika tok\ d,**. ^ i ret 

I (nit Simluiy hi iniv.ilr-. .ao points 


'See page / //. 


Sitnulm ru Repair 

When a vehicle with tin. toll Mil In*, i jd.indll|K4l > W>IIa D6. Ot 
irsidf ol 6 , tin* damage is ignored 


( oinhiit 1 nlenlit turn 

li one 0! tmtfe enemy i lyeis oi Skitninrr .»ie do ad\ pir-.ent i 
the (able, failed Reserves roll*, lot this model must hr n* o Url 


Kincth Piertri Mis*iileN 

Dettigned to imro ept and destiny .tire rift, these me mIi- fejtuo 
a sronul stage soliil prop 1 * tile wuihe.id, who h lites .1 I -h 1 
imdeuil.il ly computed metal into ii target at upei -onU | eed 


AP 


lype 


Hindu pirn ei 
missile 


I leavy t, Miss tie, 
Armotirbane 


1 leal Seeker, 


t >ne I Ur 
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FAST ATTACK 


A heavy fighter combining 
devastating smite potential 
with i high degree of speed 
and manoeuvrability. the 
Thunderbolt form* the bulk 
of the I mpenahf Armadas 
intra-atmosphere fighter 
aircraft The Thunderbolt 
t» a true workhorse, with a 
rugged and reliable design, 
beloved of tu crews and 
feared by its cnemie* 


The I hunderbolt * versatile 
array of armaments enables 
it to tackle all manner of 
missions, making it tdeid tor 
dominating the skies of alien 
world* as the Solar Auatlia 
land, and supporting them 
in battle as they advance. 

The Ihunderbolt can fulfil 
a range of missions, from 
hunting tanks and ground 
strikes, yet it* mam role is 
that of an air superiority 
fighter, engaging enemy 
craft in dogfight* or hunting 
down enemy bomber*. It* 
mint famous characteristic, 
however, is sheer resilience 
and it la not unusual for a 
Thunderbolt to land rtJdicd 
with damage that would 
have downed a lesser craft 
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FAST ATTACK 

A relatively recent addition 
to the armouries of the 
Great Crusade, the Bn mar is 
Lightning Strike Lighter 
»s a high* speed sub-orbital 
lighter craft designed 
tor rapid intrtceptkm, 
interdiction and surgical 
strike roles i rented by 
the Archmagos Arbiter 
Svkosk Thule, master of the 
sovereign Forge World of 
Voss, the Pnmaris Lightning 
represented a new paradigm 
in aero-watvraft, being 
built around a powerful 
toived plasma ramjet drive 
and optimised for the most 
sophisticated munitions and 
avionics systems available. 


While exceeding all similar 
patterns in service of its 
si*e tor speed and payload 
capacity, it was extremely 
costly to produce, proved 

I difficult to maintain and 
difficult to handle by all 
but the most experienced 
pilots -flaws Sykosk 
i attributed purely to the 
B failure of weak flesh. These 
H l ac tors, howeve r, saw \ he 
■ pattern's issue limited to H 
elite close support units, 

— while a degraded' —if 
more easy to operate and 
maintain— version of the 
I Lightning was rumoured to 
be under consideration just 
HI prior to the outbreak of the 
I lorus Heresy, although ihis 
reduced pattern played no 
part in the conflict. 


\u\itu Pitmans l ightning 

Unit Composition 

• i Auwlu r-.inuuiN Lightning 

Unit Ivpc 

• \ chicle y l iver) 

Wargear 

• Chafi launcher 

• IXvin linked tascannon 

• \tmcmred cockpit 

Special Rules 

• Agile 

• Deep Strike 

• Supersoniv 

• Missile Ban age 


Vi ntoiir 

BS Front Side Rear HP 

4 II II 10 l 

Options 

• i he Xuxiha Pnmaris l ightning is equipped with three dual 
hard point mounts, each ot whit It * an be equipped with one el the 
following payload options at the cost listed 

l\v m linked autocannon itunnumtomiHHonmonoMin^on-tm^um* * ;o points 
l\vin linked mulct laset iinumimttMwioutnnHmi • in points 

IXvin linked missile launchei 

(equipped vvtili I tag and kiak' * s points 

I wo Suntmv heavy missiles ... Ms points 

IXvo Ktaken penettatoi heavy missiles ‘s |vint> 

Fht'sphex bomb clustei . . < .'* porno 

lXvoelectromagnecti storm charges • m point* 

* t he Auxilia Primaus l ightning mav be equipped \vuli anv ot the 
lollowtng 

- BattleSwvitor( ontroL.*.,. njpolnti 

Ground tracking Auguries. ... no pnmts 

Ramjet Diffnu non Grid ... • :o points 


Special Ordnance: Rail Missiles 

It tlte Auxilia Pitmans I ightning is equipped with one or more 
twin linked missile launchers, these may be upgraded to fmthei 
carry rad missiles lot ♦ i s points pet twin linked l.uun hei 
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\ \\\\U With llns \pe* tal lulo ttU teases mv i ovIM s*V ev p by 

the link hjh*% tal rul* by t» 

l.UHHul Itai ktllg VUgVU It s 

\ | Kyi that ts equipped with thw system gams the Shatmc Kun 
I speck) rulti 

l>* ulK l at go 

U the \ Ivi'i i inving uttusnl weapons with this spe* ial i ule takes 
hull damage but is not destroyed. toll a Ih* v U\ the icvith ol a r>, the 
l Iyer Millets an l vplodesl tesuh on ibe Vehu le I hnnagr * ban 

Hattie Setvitoi i ontiol 

\ Vumatls l tehtnmg may tephu e Hs lutinan * lew with bawl wired 
servttoi eonttol and dedU ated i ogitutot tat get mg m t ,n », designed 
to nh*nut\ anil target weak spots on enemy vehti les I bis upgi adc 
givrsthc rnmatts Itgbuvtngthe lank l luntri s spe* lal t ule 

l tugenng Death 

\V hen a Hlast weapon w 11h tins rule is used, allci the .itt.n k ts 
irsolvetl leave the* Hlast inaiket in play lot the test ol (he game and 
mark it with a i ountet ol some kltul I hts »ue.i is now tteateil as 
dangerous let tain lot all moilets with a loughness value ami open 
tupped vehules Not** It is advisable to have multiple spare blast 
mm km when using this i ule 1 

( raw ling I Ire 

\itei ihe blast matkei lot a weapon with this tule ts pi n ed, the 
lin t may move the market up to m any direr non so king «. this 
would * uvet nvove movlels than ptcvtously 


l*t Itnaits l tght(iti«|{ \\ eitpotm 

l he Pmuaits I tghtnmg \va% spn tin ally aiicriikd t * <t* miue 
ol the most advam e*l ami savage munition* in the aiseiul ol the 
Ulrt Uteat t nuadeen >«uni’iitnes unstable wt i|h*iu«> l h^UtuI 
ilestgn anil l*otn ol tlie darkest arts of the Me* ham* wins priest* tf 
(tie m.n time 
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Auxilia Leman Russ Assault Squadron 


Points: See below 




HEAVY SUPPORT 

Leman Russ Assault 
squadrons consist ot 
heavily armoured variants 
of the Solar pattern Leman 
Russ tanks re-configured 
for direct assault against 
fortified enemies. They 
lack t he speed of the strike 
Russ squadrons but are 
formidably durable. 

Their main weapons are 
comparatively short ranged 
in relation to the artillery 
batteries, but they are used 
in a direct assault role or in 
close suppon of the Infantry 
Tercios, in particular those 
mounted in Dracosan 
Armoured Carriers. 

The plasma destroyer 
mounted on the Executioner 
and the volkite demi 
culverin with which the 
Incinerator is armed are 
rare and highly prized 
weapons more commonly 
seen on the war machines of 
the Legiones Astartes, and 
they must be painstakingly 
calibrated and intensively 
ministered to by Tech- 
Priests assigned to the 
cohort to ensure their 
continued operation. 


Auxilia Leman Russ Demolisher 

Auxilia Leman Russ Incinerator 

Auxilia Leman Russ Executioner 

Unit Composition 

• i Auxilia Leman Russ of the 
types shown 

Unit Type 

• Vehicle (Tank) 

Wargear 

• Heavy bolter 

■ Searchlight 

• Smoke launchers 

• Auxiliary drive 

• Demolisher siege cannon 
(Auxilia Leman Russ 
Demolisher only) 

• Executioner plasma cannon 
(Auxilia Leman Russ 
Executioner only) 

• Twin-linked volkite demi 
culverin (Auxilia Leman Russ 
Incinerator only) 

Special Rules 

• Explorator Adaption 

• Co-ordinated Fire Protocols 


Armour 


BS 

Front 

Side 

Rear 

HP 

Points 

3 

14 

13 

11 

4 

195 

3 

14 

13 

11 

4 

185 

3 

14 

13 

11 

4 

200 


Options 

• The squadron may include up to two more Auxilia Leman Russ from 
the list shown for the cost listed in their profile. 

• Any model may exchange its heavy bolter for one of the following: 

- Multi-laser..Free 

- Heavy flamer....Free 

- Lascannon...+10 points per model 

• Any model may take any of the following: 

- Armoured Ceramite.....+20 points per model 

- One pintle-mounted multi-laser 

or heavy flamer.+10 points per model 

- One hunter-killer missile.+10 points per model 

- Dozer blade.... +5 points per model 

- Extra armour...+ 10 points per model 


Co-ordinated Fire Protocols 

So long as two or more tanks from the same squadron are firing 
at the same target unit, the tanks firing at that selected Target gain 
+ 1 BS. 
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Auxilia Artillery Tank Battery 


Points: See below 


Armour 


Auxilia Basilisk 

BS 

3 

Front Side 

13 12 

Rear 

10 

HP 

3 

Points 

160 

Auxilia Medusa 

3 

15 12 

10 

3 

175 

Auxilia Bombard 

3 

13 12 

10 

3 

180 

Unit Composition 

* 1 oft he following: 


Options 

• The battery may include up to two 


HEAVY SUPPORT 


Basilisk, Medusa or Bombard 


Unit Type 

• Vehicle (Tank) 


Wargear 

• Searchlight 

• Smoke launchers 

• Earthshaker cannon 
(Auxilia Basilisk only) 

• Medusa siege gun 
(Auxilia Medusa only) 

• Colossus siege mortar 
(Auxilia Bombard only) 


Special Rules 
• Explorator Adaption 



the cost listed in their profile. 

Any model may take one of the following: 

- Pintle-mounted heavy bolter..+io points per model 

- Pintle-mounted heavy flamer..-*-10 points per model 

- Pintle-mounted multi-laser. .+£0 points per model 

Any model may take any of the following; 

- Armoured Ceramite.+ 20 points per model 

- One hunter-killer missile......+ io points per model 

- Dozer blade....+5 points per model 

- Auxiliary Drive..+ 10 points per model 

- Extra Armour.......+10 points per model 

Any Auxilia Bombard may replace its usual siege shells tor 

- Seismic shock shells.+25 points per model 


Seismic Shock Shells 

The Auxilia Bombard gains both the Sunder and Concussive 
special rules. 


Many Solar Auxilia Cohorts 
maintain their own mobile 
artillery batteries, favouring 
a class ideally suited to their 
particular battle doctrines. 
The most common types 
used by the Solar Auxilia 
are the Basilisk. Medusa and 
Bombard, each of which is 
substantially different to 
those utilised m the wider 
Imperial Army and other 
fighting forces of the galaxy - 
spanning Iroperium. 




Auxilia artillery tanks 
feature weapons mounted 
on a hull derived from the 
Leman Russ, in a pattern 
sometimes referred to as 
the Mars-Solar Alpha. 

These vehicles fighting 
compartments are enclosed 
and sealed against hazardous 
atmospheric conditions, 
affording the crew 
protection in battle and 
when exploring the surface 
ot hostile alien worlds. 


♦ 







The Auxilia employ their 
artillery tank batteries to 
support general advances 
by the Infantry Tercios. 
Being self-propelled and 
well protected they are 
able to keep pace even with 
Dracosan-mounted sections, 
engaging the foe with a 
fearsome weight of fire as 
the main line units close to 
engage the survivors. 
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Auxilia Malcador Heavy Tank 



235 POINTS 


HEAVY SUPPORT 






A truly ancient design 
dating back to the wars of 
the Age of Strife on 1 'erm, 
the Imperial production 
model of this heavy tank 
pattern was given the name 
of Malcador the Sigihte, 
right hand of the I'm per or, 
during the early days of 
the Great Crusade when 
thousands of these war 
machines rolled off the 
production lines of Mars 
and Voss. Although not as 
heavily armed as goliaths 
such as the Baneblade or the 
Stormhammer, the Malcador 
nevertheless possesses a 
number of advantages to 
its design, the principal of 
which is its battle speed, 
which is truly formidable 
for a tank of its size thanks 
to a highly sophisticated, if 
somewhat temperamental, 
drive system. 


Malcador 1 leavy Tank 


Armour 

BS Front Side Rear HP 

3 13 13 12 6 


Unit Composition 

• 1 Malcador I leavy Tank 


Unit Type 

• Vehicle (Super heavy, Fast) 


War gear 


Traverse-mounted 
bait lecan non 

Hull-mounted autocannon 
I wo spun son -moun t ed 
autocannon 
Searchlight 
Smoke launcher 


Special Rules 

* Explorator Adaption 


Options 

* 1 he vehicle may ex*i hange 11s traverse mounted battlei aunon for .1 

- Twin-linked laseannon . free 

• I he vehicle may exchange its hull mounted autocannon for one of 
the following: 

- Multi-laser ............ Free 

- Heavy flamer..,,. Free 

- Laseannon .4 to point® 

- Demolisher siege cannon ...4 30 points 

* i In* vehicle may exchange both sponson mounted autocannon for 
one of the following; 

- Multi-lasers ... Free 

- Heavy Hamers .. Free 

- Laseannon .........+20 points 

• I he vehicle may lake any ot the following: 

- Flare shield..42s points 

* Armoured Geramite ..*120 points 

One pintle mounted multi-laser or heavy flamct . 410 points 

- Up to iwo hunter killer missiles . + 10 points each 

- Siege Armour.. . 410 points each 

Dozer blade ........45 points 

- Auxiliary drive ....*. +10 points 






By the time of the Horus 
Heresy, many Malcador 
Heavy Tanks had been 
relegated to strategic 
reserves and second line 
Imperial Army units, 
replaced by larger numbers 
of smaller, more tactically 
flexible tanks such as the 
Leman Russ and its many 
variants. The demands of the 
galaxy-wide civil war soon 
brought them back into the 
fray however, while their 
availability saw them used as 
test-beds for a variety of new 
variants designed to plug 
gaps in supply and resource. 


Siege Armour 

The Front Armour value of the Malcador is increased to 14, but 
the tank loses the Fast special rule. 
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AUXlllA MaLCADOR 1.NFLKNUS SPKCIAL WtAPONsTANK 


265 POINTS 


Armour 

US Front Side Rear HP 




Infer nus 


1 1 


12 


11 


Unit Composition 

• 1 Auxilia Malt adoi Infmtus 
Special Weapons S ank 

Unit Type 

• Vehicle (Super heavy) 

Wargeat* 

• Hull mounted infer no gun 

• Iwosponson mounted 
autocannon 

• Searchlight 

• Smoke launcher 

Spec ial Holes 

• Highly Flammable 

• Chemical Ammunition 

• hxplorator Adaption 


Options 

• rtu* vchu le may exchange both sponson mounted autorannon U ■ 
one of the following 
‘ Multi laseis .. 


I leavy flamers 


****** M ■«•#** » ■ *|[»M**M.I 


... Free 


,420 points 


- Lascannon 
The vehicle may take any of the following 

• Armoured Ceramite ...... .. 420 point* 

One pintle mounted multi laser or heavy flamer 10 point* 

Auxiliary Drive. 

The vehicle’s inferno gun may be equipped with: 

Chemical ammunition,...., .... 

(using the alternative weapon profile shown below 


11 ighly Flammable 

the Auxilia Mali udor In fern us adds +1 to .my rolls made on the 
Catastrophic Damage table against it. 

Chemical Ammunition 

This uses the 1 hem inferno gun profile listed below 


Inferno < iun 
Weapon 
Inferno gun 

('.hem 
inferno gun 


I lellstorm \ 



Range Str AP 

I lellstorm 7 \ 


Type 

Primary Weapon 1 

Torrent (18*) 

I leavy 1, Poisoned 
(! t», Pinning, 
Armourb.tne, 
Torrent (18 j 


Torrent (i8 B ): Hiis uses the torrent spec ial rule (see the 
Warfntmmcr 40,000 rulebook), but with a template range of 18 

rather than 1 1 ■ 


HEAVY SUPPORT 

The Makador is a flame 
thrower tank* in effect a 
huge flamer on tracks with 
\ fuel trader towed behind 
it. Within the trailer the 
promethium fuel is stored 
as separate chemicals. Thrv- 
ire mixed together in a 
chamber past behind the 
barrel to create a jelly that 
is projected out, ignited as 
it does 90 and which sticks 
to any surface The massive 

gout of flames launched 

from the inferno gun » aU» 
effective at clearing mines, 
the sudden heat detonating 
mine fuses and making large 
areas safe much quicker than 
alternative methods. 

The Solar Auxdu employs 
the Maicador lnfemus in 
specialist reserves held at 
the Cohort level They are 
generally deployed to lead 
advances against enemv 
forces occupying e v r r * 
dense terrain, such as trench 
lines, city ruin* or heavily 
forested areas. 












































Auxilia Valdor Tank Hunter 


300 POINTS 



HEAVY SUPPORT 




The Valdor is a heavy rank 
destroyer, named for the 
legendary Emperor’s guard, 
Constantin Valdor. which 
was only just entering 
service with the Excertus 
Imperials in limited 
numbers and on a trial basis 
when the Horus Heresy 
began. Initial production 
runs have been channelled 
to the Solar Auxilia, in 
particular those cohorts 
operating against foes 
equipped with heavy tanks 
or in the case of the myriad 
xenos enemies still infesting 
the stars, tank analogues. 




While utilising a familiar 
chassis on which several 
other armoured vehicles 
in the arsenal of the Solar 
Auxilia are based, the Valdor 
mounts a devastating 
neutron laser, each a 
meticulously wrought 
iteration of a recently- 
recovered relic of the Dark 
Age of Technology. While 
not yet in common use, 
Imperial logisticians have 
projected that its services are 
likely to be required in ever 
greater numbers, especially 
where Loyalist Solar Auxilia 
are called upon to fight the 
Traitor Legiones Astartes 
and the heavy armoured 
vehicles they have ready 
access to. 


Armour 

BS Front Side Rear HP 
Valdor 3 13 « 11 6 


Unit Composition 

• 1 Auxilia Valdor Tank Hunter 

Unit Type 

• Vehicle (Super-heavy) 

Wargear 

• Hull-mounted neutron 
beam laser projector 

• One sponson-mounted 
autocannon 

• Searchlight 

• Smoke launcher 


Options 

• The vehicle may exchange its sponson-mounted autocannon for one 


of the following: 

- Multi-laser.....Free 

- Heavy flamer.Free 

* Lascannon + 10 points 

• The vehicle may take any of the following: 

- Armoured Ceramite....+20 points 

- One pintle-mounted multi-laser or heavy flamer.+10 points 

- Auxiliary Drive...,..+10 points 


Special Rules 

• Explorator Adaption 

• Dangerous Reactor Core 


Neutron Beam Laser 

One of the most advanced weapons in the Solar Auxilia’s arsenal, the Valdor was only made possible by 
the Archmagos Jun Hadyxis of Phaeton in the closing decade of the Great Crusade, a potent armour- 
destroying energy beam almost as powerful as a Scout Titan class weapon, but incredibly compact for 
its size. 

Weapon Range Str AP Type 

Neutron beam laser 36' 10 1 Ordnance 2, Concussive, Shock Pulse 

Shock Pulse: Any vehicle (including Super-heavy vehicles) that suffers a Penetrating hit from a 
weapon with this rule may only fire Snap Shots on the following game turn. 

Dangerous Reactor Core 

The powerful reactor containment vessels needed to power the Auxilia Valdor Tank Hunter's primary 
weapon confer considerable risk of catastrophic explosion should the tank's armour be severely 
breached ff an enemy unit inflicts a Penetrating hit on the Auxilia Valdor Tank Hunter, then they may 
re-roll results of a 1 on the Vehicle Damage table against it. In addition, should it suffer an Explodes! 
result, add +D3" to the explosion's radius. 
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i-i Cyclops Remote Demolitions Uni i 


70 POINTS 


WS BS 


Cyclops 


Unit Composition 

* i Cyclops Demolition Vehicle 

Unit Type 

* Infantry (Special) 

Wargear 

* Demolition charge 

Special Rules 

* Extremely Bulky 

* Fearless 

* Remote Control 

* Detonation 


T 

6 


W 

2 


I 


Ld 


Sv 

4+ 


Options 

• The unit may take: 

- Up to four additional 

Cyclops Demolition Vehicles .4 70 points each 

• All of the Cyclops Demolition Vehicles in the unit may exchange 
their demolition charges for the following payloads. All must cam 
the same payload: 

- Incineration charge ....+10 points each 

- Atomantic imploder ..+50 points each 

(May only be taken if a Lord Marshal is present in the army 



Remote Control 

The Cyclops unit is deployed together, but as soon as the game 
begins, the Cyclops Demolition Vehicles that are part of the unit 
may immediately be individually detached from the unit and act 
separately. Each Cyclops cannot function more than 36 away 
trom another Solar Auxilia model with the Character rule. If thev 
become separated by a greater distance than this, the Cvclops 
stops and can do nothing until such a model is back within 36’ 

Cyclops carry no ranged weapons and cannot fight normally 
in assaults, but can themselves be targeted normally, being hit 
automatically in assaults. They may however carry out charges 
- this is to bring them in range to detonate! Cyclops Demolition 
units can never make Sweeping Advances in combat Cyclops 
Demolition units cannot be joined by other models and never 
count as scoring units. 

Detonation 

The Cyclops can be detonated by remote control in any ot its 
controlling player’s Assault phases regardless ot whether it is in 
combat, and in any of their opponent's Assault phases in which 
the Cyclops is in combat. This detonation occurs on Initiative step 
xo of the Fight sub-phase. 

When the Cyclops detonates, first centre the listed Blast marker 
on its model and resolve the attack as shown on the profile 
below. Then remove the Cyclops model, which is automatically 
destroyed by its detonation. 

Accidental Detonation: II a Cyclops Demolition vehicle is 
destroyed by any means, roll a D6. On a result of o, it detonates. 


Weapon Range Str AP 

Demolition charge - 9 ^ 


Incineration charge 


Atomantic imploder 


5 


D 


Type 

Ordnance 1, 
Large Blast 5 
Ordnance 1. 
Massive Blast 
Ignores Cover 
Ordnance 1. 
Blast Blind. 
Instant Death 









mm 


HEAVY SUPPORT 

A range of remotely 
controlled demolition 
vehicle, the Cyclops is 
deployed by the Solar 
Auxilia to breach heavy 
fortifications and destroy 
key enemy-held positions 
in circumstances where a 
direct assault is judged too 
costly and engagement from 
alar is made impossible by 
dense terrain- 

The Cyclops is transported 
to the front line in a 
Dracosan Armoured Carrier 
or an Auxilia Arvus Lighter, 
and unloaded under ewer 
a safe distance from the 
intended target. It is then 
controlled by an operator 
equipped with a vox control 
unit, and initiated into the 
outer tiers ot the machine 
arcana, granting them 
sufficient knowledge to 
guide the Cyclops to its 
target and to detonate its 
internal charge when it is 
close enough to inflict the 
requisite damage 

The unit can be configured 
with a variety of munition 
types for use against 
different tvpes of target, 
one of which, tbe atomantic 
imploder, is so powerful it is 
sometimes employed against 
apex xenos-torms anu 
similar foes when all other 
means have failed. 


MSI 
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Auxilia Baneblade Super-heavy Battle Tank 


535 points 


iT 


- . 










LORDS OF WAR 

The Baneblade ranks 
amongst the most 
recognisable super-heavy 
tank of the Great Crusade, 
produced in the tens of 
thousands for service with 
the Excertus Imperials all 
across the ever-expanding 
Imperium. The majority of 
Baneblades arc produced 
on Mars, and the Lords of 
the Red Planet hold the 
Mars class vehicle as the 
inalienable iteration of 
the Machine God's vision 
and it galls them greatly 
that certain other Forge 
Worlds produce their own 
patterns. To the untrained 
eye the differences between 
vehicles appear superficial, 
but the Tech-Priests of Mars 
preach otherwise, furthering 
the many schisms that 
have developed between 
the various Forge Worlds 
throughout the final decades 
of the Great Crusade. 

Regardless of its provenance, 
the Baneblade is a stately 
iron beast, its iconic turret- 
mounted Baneblade cannon 
the bane of countless foes 
over the years. Its armour 
is nigh impenetrable and 
many of those in the service 
of the Auxilia have been 
upgraded to the 'Solar 
sub-pattern and fitted with 
extensive exploration and 
survival equipment to allow 
operation in the most hostile 
of environments. 


Baneblade 

Unit Composition 

• One Baneblade 

Unit Type 

• Vehicle (Super-heavy) 

Wargear 

• Autocannon 

• Turret-mounted 
Baneblade cannon 

• Hull-mounted 
Dcmolishcr cannon 

• Twin linked heavy bolter 

• Searchlight 

• Smoke bum hers 

Special Rules 

• Explorator Adaption 


Armour 

HS Front Side Rear HP 

3 14 13 12 9 

Options 

• May take any of the following: 

Hunter killer missile ........—^.. . . ,1,1,1 1..nrt , , , ! ># *• >> ^ 10 points 

Armoured Ceramite + 25 points 

• May add up to two pairs ot side sponsons, each with: 

- One lascannon & one twin-linked heavy bolter..450 points per pair 

• May take one of the following pintle mounted weapons: 

Twin -1 inked bcilter..»«.t............. *«*.*•«.. --*•••....... ^ ^ points 

- Combi weapon M • «»*•• »»* «♦•»*+*••** ••*#**•*«»•*■#**•* v*********, -no points 

- Heavy flamer 

tY a -‘-"“‘TT-rtrniiTTiM - i>>1 *** 1 -US points 

- Fleavy bolter... m*,**,*#.#*.,*»*.•«*»«»,^ 1 5 points 

- t $ points 

— Multt- fileIta .... ^ 20 pe ints 


• May be upgraded to a Super heavy Command Tank . ♦ 1 S points 


Baneblade cannon 

Range Str AP 

Baneblade cannon 71 9 2 


Typ« 

Primary Weapon i> 
ApeKalyp tK blast 

(to") 
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Auxilia Stormlord Super-heavy Assault Tank 


490 POINTS 


Armour 

BS Front Side Rear HP 



Stormlord 3 *4 

Unit Composition 

• One Stormlord 

Unit Type 

• Vehicle (Super-heavy, 

Transport) 

Wargear 

• Vulcan mega bolter 

• Hull-mounted twin-linked 
heavy bolter 

• Two hull mounted 
heavy bolters 

• Searchlight 

• Smoke launchers 

Special Rules 

• Lxplorator Adaption 

Transport Capacity 

• ! he Stormlord can transport 
40 models. 

l ire Point* 

• 20 models can fire from the 
troop bay. 

Access Points 

• The Stormlord is treated as 
Open-lopped lor embarking 
and disembarking purposes. 

| he * 1 damage modifier for 
Open topped vehicles docs not 
apply to a Stormlord. 


»3 


12 


Options 

• May take any of the following: 

- Hunter-killer missile ....+ 10 points 

- Armoured Ceramitc .... +25 points 

• May add up to two pairs of side sponsons, each wit h 

* One lascannon & one twin linked heavy bolter. .4 50 points per pair 

• May take one o( the following pintle mounted weapons: 

* Twin-linked bolter .. +5 points 

- Combi weapon . +10 points 

- Heavy flamer...... +15 points 

- I leavy bolter ...........,...+ 15 points 

- Multi-laser 4 1 5 points 

- Multi-melta . +20 points 

• May be upgraded to a Super-heavy Command lank . .......425 points 

• May replace any of its sponsons’ twin linked heavy bolters with: 

Twin-linked heavy flamers .. free 


Vulcan mega bolter 


Range Str AP Type 


Vulcan 
mega bolter 


60 


3 


Heavy 15, All 
Power to Weapons' 


All Power to Weapons!: if the Stormlord does not move, it may 
fire its Vulcan mega bolter twice in the following Shooting phase 
(either at the same target or at different ones), 





LORDS OF WAR 

The Stormlord is often 
employed more as a mobile 
fortress than a super-heavy 
tank, for its prodigious 
anti-infantry firepower and 
its large troop bay make 
it an ideal complement to 
the Solar Auxilia s infantry 
sections when prosecuting 
one of the types of warfare 
for which they are most 
well known — Expeditionary 
incursions onto the 
surface of hostile worlds 
in anticipation of massive 
counter-attack. 

The Stormlord can be 
deployed by super-heavy 
lander along with the second 
or third wave of a planetial! 
operation, and used as a 
mobile bulwark around 
which infantry squads 
muster. When the inevitable 
counter-attack develops, the 
Stormlord forms the centre 
of the Auxilias firebase, its 
twin Vulcan mega-bolters 
producing a wall of fire 
through which few enemies 
can advance. 

Stormbrds are sometimes 
used as a command 
platform by Solar Auxilia 
High Commanders, being 
more capacious and better 
armoured than a Dracosan 
and more manoeuvrable and 
faster than a Leviathan. 
































































Auxilia Shadowsword Super-heavy Tank 


455 points 


LORDS OF WAR 


I hr Shadowsword is one 
of the most potent armour 
destroyers in the arsenal ol 
the Excertus Imperialts and 
its reputation amongst the 
enemies of Mankind is dark 
indeed. The opening battles 
of the Horns Heresy have 
seen the vehicle deployed 
to stand against the god- 
engines of the Traitor Titan 
Legions and while there 
have been victories, they 
have only been won at 
considerable cost to Loyalist 
armoured regiments. 


The Solar Auxilia has 
only recently added the 
Shadowsword to its orders 
of battle, for it has in the past 
only rarely confronted an 
enemy it would be needed 
against. When it did, the 
High Commander would 
invariably call in a dedicated 
Imperial Army super-heavy 
tank regiment, but since 
the eruption of the galactic 
civil war all has changed. 
Now regularly confronted 
by Traitor Titans, Knights, 
Siege-automata and other 
super-heavies, many Solar 
Auxilia Cohorts have 
integrated Shadowswords 
into their tactical reserves. 


Armour 

BS Front Side Rear HP 
Shadowsword 3 14 13 12 9 

Unit Composition Options 

• One Shadowsword • May take any of the following: 

- Hunter-killer missile ....... +10 points 

Unit Type * Armoured Ceramite .....+25 points 

• Vehicle (Super-heavy) • May add up to two pairs of side sponsons, each with: 

One lascannon & one twin-linked heavy boltcr..+so points per pair 
Wargear • May take one of the following pintle-mounted weapons: 

• Hull-mounted Volcano cannon - Twin-linked bolter .*..,..+5 points 

• 1 lull-mounted twin-linked - Combi-weapon ... 410 points 

heavy bolter - Heavy flamer ...*....,,,+15 points 

• Searchlight - Heavy bolter ..... +15 points 

• Smoke launchers - Multi-laser ............+15 points 

- Multi-melta .....+ 20 points 

Special Rules • May be upgraded to a Super-heavy Command Tank . +25 points 

• Lxplorator Adaption • May replace two of the lascannon on its side sponsons with: 

- Targeters (+1 BS) ... Free 


Volcano cannon 


Range Str 


Volcano cannon 


1 to 


D 


Type 

Primary Weapon 1 * 
Large Blast (5") 
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Auxilia Stormsword Super-heavy Siege Tank 


485 POINTS 


Stormsword 

Unit Composition 

* One Stormsword 

Unit Type 

* Vehicle (Super-heavy) 








4 to points 
425 points 


Wargear 

* Hull-mounted Stormsword 
siege cannon 

* Searchlight 

* Smoke launchers 

Special Rules 

* Hxplorator Adaption 


Armour 

BS Front Side Rear HP 
3 »4 13 12 9 


Options 

• May take any of the following: 

• Hunter-killer missile . 

- Armoured Ceraraite... 

• May add up to two pairs of side sponsons, each with: 

• One lascannon & one twin-linked heavy bolter +50 points per pair 

• May lake one of the following pintle-mounted weapons 

— 45 points 
.+10 points 
.415 points 

-415 points 

..415 points 

........+20 points 

• May be upgraded to a Super-heavy Command Tank. .* $ points 

• May replace two of the lascannon on its side sponsons with 

- Targeters (+1 BS)... Free 


- Twin-linked bolter. 

- Combi-weapon .. 

- Heavy flamer. 

- Heavy bolter. 

- Multi-laser . 

- Multi-melta. 




... 














* * •* 






Stormsword siege cannon 

Range Str 

Stormsword 

siege cannon 36" 


Primary Weapon 
1. Apocalyptic 
Blast (10*), Ignores 
Cover 



- 

is 



LORDS OF WAR 

The Stormsword represents 
an implementation of STC 
canon upon which many 
within the Cult Mechanics 
diverge. The vehicle is 
more invariably the result 
of modifications made by 
Tech-Priest Engmseers in 
the field- Most often, they 
are created by salvaging the 
hulls of otherwise heavily 
damaged super-heavy tanks, 
in particular a number 
of variants derived from 
the Baneblade, replacing 
a destroyed mam weapon 
with a heavy siege gun. The 
resuli is a super-heavv tank 
that is almost unparalleled 
in the urban assault role, its- 
massive main gun able to 
bring down any building 
and scour defenders from 

m 

even the heaviest cover. 

Because of their origins, tew 
Storm swords are exactly 
the same. Certain Tech- 
Priests claim however that 
some perfectly functional 
Shadowswords and other 
super-heavies have been 
deliberately converted into 
Stormswords for use by 
the Solar Auxilia Cohorts 
in urban war operations, 
if true, this is a significant 
transgression of a number ct 
rigid doctrines by which the 
Mechanicum operates and 
a potential cause of costly 
doctrinal schism. 


























































LORDS OF WAR 

The Stormblade came inro 
being in a manner that 
demonstrates the feudal 
nature of the Forge Worlds 
and their relationship with 
one another and Mars, 
Certain Forge Worlds 
lacked the necessary STC 
imprints to construct 
the Shadowsword super- 
heavy' destroyer and, due 
to internecine differences, 
were unable to secure them 
from the Red Planet. The 
magi of another great Forge 
World, Ryza, perceived a 
means of circumventing the 
issue and gaining power for 
themselves in the process. 
Ryza, known for its mastery 
of plasma technology, built 
the first of the Stormblades, 
a weapon to rival the 
Shadowsword, and ceded its 
pattern to those lesser Forge 
Worlds who would enter 
into mutually beneficial 
compacts with them. 

The Solar Auxilia maintains 
treaties of provender with 
many of these domains, 
and while Shadowsvvords 
are a rare commodity often 
reserved for the dedicated 
super-heavy regiments of 
the Imperial Army, Solar 
Auxilia cohorts have ready 
access to the Stormblade. 


_ _ ~ ~ - ' . •* ' 1 • T — 

Auxilia Stormblade Super-heavy Tank 465 points 

Armour 

BS Front Side Rear HP 
Stormblade 3 *4 *3 12 9 

Unit Composition Options 

• One Stormblade • May take any of the following: 

- Hunter-killer missile ...+10 points 

Unit Type - Armoured Ceramite ...+25 points 

• Vehicle (Super-heavy) • May add up to two pairs of side sponsons, each with: 

- One lascannon & one twin-linked heavy bolter.. +50 points per pair 

Wargcar • May take one of the following pintle-mounted weapons: 

• Hull-mounted plasma blastgun - Twin-linked bolter . +5 points 

• Searchlight - Combi-weapon ......+10 points 

• Smoke launchers - Heavy flamer ... +15 points 

- Heavy bolter . +15 points 

Special Rules - Multi-laser . +I5 points 

• Explorator Adaption - Multi-melta .+20 points 

May be upgraded to a Super-heavy Command Tank .+25 points 

May replace two of the lascannon on its side sponsons with: 

- Targeters (+1 BS) ....free 


Stormblade Plasma Blastgun 






Plasma blastgun 

Range 

Str 

AP 

Type 

(Rapid) 

7 2 " 

8 

2 

Primary W'eapon 2, 
Massive Blast (7 ) 

(Overload) 

96 ” 

10 

2 

Primary Weapon i, 
Apocalyptic 

Blast (xo”) 
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555 points 


AumiA Stormhammer Super-heavy Assault Tank 




F A 


Stormhammer 


BS 

3 


Armour 

Front Side Rear HP 

14 13 12 10 


Unit Composition 

• 1 Stormhammer 


Unit Type 

• Vehicle (Super-heavy) 


Wargcar 

• One turret-mounted 
Stormhammer cannon 

• One co-axial-mounted 
multi-laser 

• Six sponson-mounted 
multi-lasers 

• One hull-mounted dual 
battlecannon 

• One hull-mounted lascannon 

• Searchlight 

• Smoke launcher 


Special Rules 

• Explorator Adaption 














W ■ 


" J 




Options 

• The vehicle may exchange any of its multi-lasers for one of the 
following options: 

* Heavy flamers..Free 

- Heavy bolters............Free 


- Lascannon.. 




+10 points each 


• The vehicle may take any of the following options: 

- Armoured Ceramite__....._+25 points 

- One pintle-mounted multi-laser or heavy flamer...+10 points 

• The vehicle may be upgraded to have Targeters BS 4).-20 points 

• May be upgraded to a Super Heavy Command Tank..*25 points 

• The vehicle may take up to: 

- Four hunter-killer missiles....+10 points each 


Stormhammer Weaponry 

Range Str AP 

Stormhammer 


Type 


cannon 


6o ? 


Dual battlecannon 72' 8 


Primary Weapon 1. 
Massive Blast f 
Shred, Pinning 
Ordnance 2, 

Large Blast 5" 
Twin-linked 







LORDS OF WAR 


The Stormhammer is the 
super-heavy tank of choice 
for the Solar Auxxlia. and 
most cohorts maintain al 
least a single example, while 
some field entire companies 
of these vehicles. 


The Stormhammer is 
armed with a massive array 
of turret- and sponson 
mounted weapons, that can 
be fired on multiple fire 
arcs. They are configured 
to serv e at the vanguard 
of expeditions into areas 
considered hostile nonust 
because of the presence of 
an enemv force, but due 
to perilous environmental 
factors. Thev can tread 
the surface of worlds with 
skies of searing add. seas 
of boiling lava and winds 
laced with toxins that would 
scour flesh from bone in 
seconds, and can survive 
these hazards and give battle 
to the foe as well, thanks 
to extensive survival and 
exploration systems. 














In battle, the Stormhammer 
has at rimes been likened to 
a destroyer of the Imperial 
armada, for it is capable 
of extended independent 
operation as well a> holding 
a key part in a coordinated 
battle plan. 
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OPTIONAL 
HEAVY SUPPORT 

Heavily augmented cyborg 
shock-troops of the Ordo 
Reducror faction of the 
Meehan icum, the Thallax 
are sometimes attached to 
Auxilia forces to bolster 
their effectiveness and 
replace heavy losses. 

Within their armoured 
torso is encased the major 
organs, nervous system 
and cerebrum of a human, 
the skeleton and limbs 
entirely replaced with 
armoured mechanical 
systems powered by an 
internal reactor core. The 
agony of this process, along 
with the replacement of the 
human sensory apparatus, 
is so traumatic as to require 
the surgical excision of the 
pain centres and emotions, 
leaving the Thallax a cold, 
calculating killing machine, 
yet retaining a certain 
degree of independent 
human thought, although 
for some within the 
Mechanicum this skirts the 
edge of abomination. 

Thallax conversion is a 
process laden with difficulty, 
its effectiveness often 
depending on the subject’s 
will to live. Sometimes, 
mortally wounded 
Auxiliaries are harvested 
from the field of battle and 
offered another chance to 
continue in service, albeit at 
a cost few understand until 


Thallax Cohort 


Thallax 

Unit Composition 

• 3 Thallax 

Unit Type 

• Jet Pack Infantry 

Wargear 

• Lorica Thallax 

• Lightning gun 

• Close combat weapon 

• Frag grenades 

Special Rules 

• Bulky 

• Stubborn 

• Djinn-sight 


WS 

3 




135 POINTS 


BS 

4 


S 

5 


T 

5 


W 

3 


1 

2 


A Ld Sv 

284+ 


Options 

• The squad may include: 

- Up to an additional six Thallax.+40 points each 

• The entire squad may have: 

- Melta bombs..+5 points per model 

• Any Thallax may exchange their close combat weapon for a: 

- Heavy chainblade....+5 points per model 

• One in three Thallax in the unit may replace their lightning gun for 
one of the fol lowing weapons: 

- Multi-laser...+5 points per mode! 

- Phase plasma-fusil......+ 10 points per model 

- Irad-cleanser.+ 10 points per model 

- Multi-melta......+15 points per model 

- Photon thruster.+25 points per model 



Djinn-sight 

The sinister blank-faced helms of the Thallaxii conceal an array of 
inhuman sensory apparatus through which they experience the 
battlefield as a raging storm of electromagnetic turmoil, blood- 
heat and seismic percussion. However, for the organic brain to 
handle this hurricane of data, it must be surgically mutilated, 
removing the mere human senses such as sight and hearing. 

The Djinn-sight means that a Thallax reduces the benefits of any 
cover save its opponent has by -2 (a 4+ becoming a 6, a 5+ being 
ignored entirely, and so on). Additionally, Infiltrators may not be 
set up within 24" of Thallax units, regardless of line of sight. 


Optional Heavy Support: This unit may only be included in the 
army under certain provisions - see the Cortex Controller on 
page 249. 































































Castellax Class Battle-automata Maniple 


85 POINTS 


WS 

3 


Castellax 

Unit Composition 

• 1 Castellax class 
Battle-automata 

Unit Type 

• Monstrous Creature 


Wargcar 

• Mauler pattern bolt cannon 

• Twoboltguns 

• Shock chargers 

• Atomantic shielding 

Special Rules 

• Cybernetica Cortex 

• Reactor Blast 

• Rage 



BS 

4 


5 

6 


T 

7 


W 

4 


I 

3 


A 

2 


Ld 

7 


Sv 

3 + 










Options 

• The Maniple may include: 

- Up to four additional 

Castellax class Battle-automata ..+85 points each 

• Any Battle-automata Maniple may be given any of the following 
options - all Battle-automata in the Maniple must have the « 
upgrade: 

- Searchlight .....+j point each 

- Infravisor.... ...+5poi 

- Frag grenades ....+5 poi 

- Enhanced targeting array ....+1 5 points each 

• Any Castellax class Battle-automata may exchange its Mauler partem 
bolt cannon for one of the following: 

- Darkfire cannon ....+20 points per model 

- Multi-melta .. 


♦ 




*«ft»««»*i#*****t#*****t 




.... Free 

• Any Castellax class Battle-automata may exchange one or both of its 
boltguns for: 

- Flamers......+5 points each 

• Any Castellax class Battle-automata may exchange its shock chargers 
for one of the following options: 

- Two Battle-automata power blades..+10 points per model 

- Siege Wrecker.....+20 points per moder 

*A model equipped with ti Siege Wrecker loses one of its Mfgtms. 


Reactor Blast 

When a Battle-automata loses its last wound, roll a De>. On the 
result of a 6, the Battle-automata explodes, inflicting a Sir 4 AP - 
hit on all models within D6". 


Optional Heavy Support: This unit may only he included in the 
army under certain provisions - see the Cortex Controller on 
page 249. 



OPTIONAL 
HEAVY SUPPORT 

The most common of 
the Castellan-type battle- 
automata, the Casrellax 
is a general battle unit 
developed during the 
Great Crusade from its 
ancient forebear Primarily 
intended for siege work 
and shock assault, the 
Castellax Battle-automata 
is a hulking humanoid 
machine thrice the height 
of a man, with a notoriously 
aggressive and responsive 
machine-spirit and an 
enviable reputation on the 
battlefield. Its armoured 
endoskeleton is proof 
against small arms fire and 
highly resistant to damage 
thanks to its durable design 
and the same atomantic 
shielding technology 
used on the Legiones 
Astaires Contemptor class 
Dreadnought. The Castellax, 
employed in Large numbers 
by the Legio Cvbemetica. 
has a standard configuration 
of bolter and bolt cannon 
armament, and is able 
to maintain a punishing 
barrage of firepower 
as it advances. Rarer 
configurations, however, 
include Battle-automata 
equipped with flamer units 
or the arcane and powerful 
Darkfire heavy photon 
thruster cannon. 


Manv Solar Auxilia cohorts 
• go to war accompanied 

■I by attached Cybernetica 
t maniples. Some are bonded 
* f % by compacts forged un the 
crucibles of war. the Batt le- 
__ m J automata even bearing the 
same colours and heraldry as 
the auxiliaries themselves. 


































































































The Questoris Knight Crusade Army List 


The following armv list and unique Force 
Organisation chart represents the Knight 
Households during the Age of the Great 
Crusade and the opening years of the Horus 
Heresv. This structure works very differently 
from the way usual Force Organisation 
chans work in that rather than using units 
to occupy each choice on the chart, a Knight 
Scion, a noble of the Household, is selected 
using the Household Rank rules instead 
and then given a particular type of Knight 
armour to pilot Just as when selecting 
an armv normally using the Derachment 
method, Compulsorv choices musi be made 
firsr, and each rime this is done, a particular 
Knight armour from the army list is chosen 
for them at the points cost shown in the army 
list profile. Then Optional choices are made, 
until the points value for the game you’re 
playing has been reached. This means that, 
in effect, any of the different Knight armour 
types can be taken in any role, but the skills 
and abilities of the nobles who pilot them 
determine their position in the line of battle. 

Depending on the Household rank being 
chosen, there may also be particular 
modifiers applied ro the profile of the Knight 
selected, or additional special rules applied, as 
well as a change in the unit’s points cost. 


Using the Army List Entries 

Each unit entry in rhe army list contains the 
following information: 

Unit Name: At the start of each army list 
entry vou will find the name of the unit 
alongside the points cost of the unit without 
any upgrades. 

Unit Profile: This section will show the 
profile of any models the unit can include, 
even if they are upgrades. 

Unit Type: This refers to the Unit Type 
rules in the Warhammer 40,000 rulebook. For 
example, a unit may be classed as Infantry, 
Monstrous Creature or Vehicle, which will 
subject it to a number of rules regarding 
movement, shooting, assaults, etc. 

Unit Composition: Where applicable, 
t his section will show' the number and 
type of models that make up the basic unit, 
before any upgrades are taken. If the Unit 
Composition includes the word Unique', 
then you mav only include one of this unit in 
your army. 


Questoris Knight Crusade Army Force Organisation Chart 



This detachment type is a unique type of 
core Detachment for use in Battles in the 
Age of Darkness games. It is only for use 
with the Questoris' Knight Crusade army list 
and may not be used with other army types. 

Primary Detachment (required) 


Primary Detachment (Required) 

• Compulsory: 1 HQ, 1 Troops 

• Optional: -1 HQ, +4 Troops, +3 Elites, 
+2 Fast Attack, +2 Heavy Support 

Lords of War Detachment (Optional) 

• 1 Choice 



Allied Detachment (Optional) 

• Compulsory: 1 HQ, 1 Troops 

• Optional: +1 Troops, +1 Elites, 

+ 1 Fast Attack, +1 Heavy Support 



Lords of War 
(optional) 




Restrictions 

• All units chosen must be taken from the 
Questoris Knight Crusade Army list and 
be from the same faction (i.e., be Traitor 
or Loyalist). 

• The Titans of the Legio Titanicus are 
available as Lords of War choices for this 
army only. 

• The Household Rank rule must be used 
where relevant for all units within the 
detachment. 


Allies Matrix 

When using the Allies in the Age of 
Darkness chart (see page 253), the 
Questoris Knight Crusade army uses 
the ‘Mechanician 1 line on the chart for 
determining any relationship of alliance. 


Wargear: This section details the weapons 
and equipment the models in the unit are 
armed with The cost for all these models and 
their equipment is included in the points 
cost listed next to the unit’s name. 

Special Rules: Any special rules that apply 
10 the models in the unit are listed here. 
These special rules are explained in further 
detail subsequently, or in the Special Rules 
section of the Warha mmer 40,000 rulebook. 


Options: This section lists all of the 
upgrades you may add to the unit it you wish 
to do so, alongside the associated points cost 
for each. Where an option states that you 
may exchange one weapon ‘and/or another, 
you may replace either or both provided you 
pay the points cost for each. 

Warlord Traits: Sometimes an entry will 
have a specific Warlord Trait, in which case it 
will be listed here in their army list entry. 


































































































Questoris Knight Crusade Army Special Rules 

Household Rank ;!< Jh 

tijch noble, referred to heraldically as a Srton , within a Knight Household is a warrior with their own Chronicle of Hattie and the traditions and 
glories ot their forebears to uphold. Each Household s bloodline ranges lrom the Scions Aspirant, freshly raised up to command their armour in 
battle and wreathed in dreams ol would-be glory, to the Scions Martial, the experienced fighters who make up their Household's line of battle to 
the upper echelons oi the l louse who hold the traditional ranks of the Household s command and who have already writ their own legends in 
battle. In times of open war, when a Knight Household takes to the field en masse, each will have their own roles to play, roles founded as much 
m ancient tradition as in the individual record and reputation of the Knight armour and the warn or piloting it Unleashed, such a tide of iron and 
fire is a force few powers in the galaxy can withstand. 

Sate: The llousehold Rank special rule is only in effect when using a force selected from the Questoris Knight Crusade Army Force 
Organisation chart as your core detachment or as an Age ol Darkness allied detachment only. It should not be used in conjunction with other 
detachment types or Unbound armies. 


in 
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HQRanks 

Nobles of the following ranks are HQ choices for the Questoris Knight Crusade army 


Sbnbschai (o-i).+50 points 

The martial traditions and aristocratic rule 0/the 
Knight Households demand a rigid hierarchy in 
Kittle ami at the apex of tins order is the Seneschal. 
Commonly, this august title is conferred on either 
the head of a particular ) lousehold’s mustered 
forces in the field or on the master of a particular 
fortified keep on the Knight Worlds themselves. 

In both cases 1/ is heavy not only with symbolic 
authority hut also might, as to have attained such 
a rank, a Knight must have proved their worth 
both in personal combat and tactical command, 
as uiell as the more subtle but no less dangerous 
battlefield of dynastic struggle. 

In the case of the Questons Knigh t Crusade 
forces, the role of Seneschal further involved both 
practical generalship and an understanding of the 
myrmd strengths and natures of the vast forces of 
the lmperium, as well as the countless dangers of 
the cold stars and the foes that awaited there. 

Master Knight: Add +1 to the Weapon Skill 
and Ballistic Skill shown on the Knights 
profile, and increase any invulnerable 
save the Knight has by +1. For example, 
a Questoris Knight Errant piloted by a 
Seneschal would have WS 5, BS 5 and an ion 
shield invulnerable save of 3+. 

Ideal Mission Commander: It a Seneschal 
is chosen as the army’s Warlord, the owning 
player can choose to re-roll the result on the 

Warlnrrl Tr^ft f.,M„ 


Lord Scion (0*1)..+25 points 

The term Lord Scion here is used as a collective 
term that encompasses the upper echelons of a 
Questoris Knight Crusade force t be they m fact 
titled baron, margrave, sindar count, thane or one 
of a number of local sub-variations m peerage and 
rank, and ordered belotv the supreme authority of 
a Senesrhal on the battlefield. They are each a tear- 
tempered veteran whose position has not simply 
been bought with age and lineage, but with blood 
and fire upon the battlefield. A Lord Scion s mettle 
and record are known to all under their command, 
just as it is blazoned by the heraldry that adorns 
their Knight armour^ an open challenge to any 
who would oppose them. 


Veteran Knight: Add -110 the Weapon Skill 
and Ballistic Skill shown on the Knights 
profile. For example, a Questoris Knight 
Errant piloted by a Lord Scion would have 
WS 5 and BS 5. 

































Elites choices for the Questoris Knight Crusade army. 


Eutb Hanks 

Nobles of the following ranks arc 

PtUKlETTO*...+ 15 POINTS 

If n unusual but not unknown, fora Scion 
to display a particular facility for technology, 
sometimes even sending four efarmfig and 
Iriimmgfrom their Hoioeholds Socrirtam, 
although always retaining their distinction and 
rank. These Scions, once they hm f e become veterans 
ofwailare in their own right, also make for the 
most able instructors of the I lousehold'% Aspirants, 
able to imparl not only /he lore of arms but also 
to teach a deeper understanding of the Knight 
armour, its scope of operations and the division 
of machine and man, earning themselves the 
honoured title of Preceptor within the Household. 
The Preceptor’s lore can be put to use on the 
battlefield, allowing them to use advanced augury 
ami ausjvx equipment which would be beyond 
those without their learning, and srn'r the role 
of tactical co-ordination anti communications for 
their Household m battle. 

Oracle of Rattle: VC f hile at least one 
Preceptor is on the table, Knights from 
the same detachment may add +1 to their 
Reserves rolls. In addition, the Preceptor 
and any Knight models that are part of 
the same detachment and within 6" have 
the interceptor special rule and may fire 
Overwatch with any eligible weapons until 
their next player turn Note that this is an 
exception to the normal special rule ior 
Super-heavy Walkers, and in the case oi 
Hellfirc template weapons, D6 hits are scored 
rather than D3. 



AtfCTHIiR (0*1).+ 35 POINTS 

The A ucteller is an archaic rank whose traditions 
flourished m ancient days when Knight Houses 
battled bloodily for supremacy with one another. 
Though on many Kwghf Worlds feuds and affairs 
of honour were settled through highly ritualised 
and formalised duels, when the matter was pressed, 
either with hitter wrath or pure desperation of 
sunnval , mass battle teas inevitable. In such 
warfare the A ucteller served not as a champion, hut 
as a forlorn hope, oath-sworn to slnfer down the 
foes greatest warriors at flu* tost of their own lives 
if needs be. In the Age of the Great Crusade such 
desperate tactics were suppressed, but there were 
still 1 louses that bore this hitter tradition well, and 
as the desperate wars of the I lorus I ferny unfolded, 
the need for such sacrifices was bom again. 

Sworn Enemy: After set-up but betore the 
game begins, the Auctellers owning player 
must specify one of the following as the 
Knight's ‘Sworn Enemy 1 : the enemy Warlord, 
a Lords of War unit other than a Flyer, a 
Super-heavy Walker or ground vehicle, or a 
Gargantuan Creature. Should the Aucteller 
destroy this unit (i.e., cause its last Hull Point 
or wound to be lost, or the unit to flee from 
the table), the Auctellers owning player 
gains an additional D} Victory points (this 
is in addition to any other provision of the 
mission,such as Slay the Warlord) It the 
Sworn Enemy unit is destroyed or removed 
from play by any other means, no additional 
Victory points are scored for the Sworn 
Enemy unit by either side. 

If the Sworn Enemy still remains in play at 
the end of the game, its owning player gains 
+ 1 Victory point. 


From Death I Striker if the Aucteller s 
Knight is destroyed in an assault against 
their sworn foe, before any other effects take 
place (for example, a roll on the Catastrophic 
Damage table), the Knight may immediately 
make an additional single close combat attack 
using its normal profile and weapon against 
their Sworn Enemy. 

Legendary Freeblade.(Special; Sir 

Individual Costs) 

Drawn out from the ranks of their former 
Households, either willingly owing to the lure of 
adventure or the unquenchable lust for battle, or 
unwillingly as outcast, renegade or List survivor, 
Freeblades are Knights Mendicant, owing no 
alliance and no fealty. Of these, many were drawn 
to the Great Crusade, lured by the thirst for glory 
or the unceasing clangour of war on the frontier, 
joining the Questoris Crusade forces and fighting 
on countless worlds in support of the Emperor's 
great work. 

Most of these Freeblades may be accounted 
for by the Household Ranks elsewhere in 
this list, their distinction marked by their 
heraldry rather than their role, but there 
are exceptions. Some Freeblades are so 
remarkable in skill and reputation that they 
have forged their own legends, both valiant 
and bloody. 

Legendary Freeblades are unique units with 
their own particular characteristics and are 
bought as complete with a particular type 
of Knight armour rather than by matching 
a Household rank with a Knight tvpe as is 
normal for the Questoris Knight Crusade 
Army list. Legendary Freeblades are 
selected as individual Elites choices for the 
detachment. 
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Troops Ranks 

Nobles of the following ranks arc Troops choices for the Questoris Knight Crusade army. In addition to any other rules they 
possess, all Knights bought as Troops in a Questoris Knight Crusade army also gain the Objective Secured special rule if used 
in Maelstrom of War and Eternal Battles missions. 


Scion Martial «*#*+**»***»*#»•**»*•*'* «**■«*' .Free 

iiur Snow of the Kmghts Martial, also known in 
uvnmon parlance as the Household’s‘banners’, 
fomi the mam strength of the Knights’ battlelme; 
experienced m warfare and expert in the use of the 
powerful war machines they command. 

The Scions Marnal represent the meridian 
of skill and power on which the Knight 
armour profiles in the army list arc based and 
therefore impose no modifiers on the profiles 
shown in the army list. 

Scion Aspirant.(minus) -$5 points 

1 he Knight Households are not simply a military 
force but a hereditary bloodline 0/war, a bloodline 
whose sons and daughters must be tempered 


in the fires 0/battle from a young age. Such an 
apprenticeship is a dangerous one, but vital to the 
sustenance of a l lousehold’s strength across the 
generations. Only the most desperate of battles 
would force a Household to endanger ail of its 
Aspirants at once however, and so competition 
among the youth of fighting age to be picked to join 
their kin in the field is fierce. 

Aspirant: Subtract 1 from the Weapon Skill 
and Ballistic Skill shown on the Knight's 
profile and also reduce any invulnerable save 
the Knight has by 1. For example, a Questoris 
Knight Errant piloted by a Scion Aspirant 
would have WS BS 3, and an ion shield 
invulnerable save ot 5+. 


Young Blood: The number of Scions 
Aspirant chosen as pan of a Questoris Knight 
Crusade army may not exceed the total 
number of all other Household Ranks in 
the army within the usual limitations of the 
Force Organisation chart. So, for example, in 
an army comprising six Knights, up to three 
could be Scions Aspirant. 


Objective Secured: A unit with this 
special rule controls objectives even if 
an enemy scoring unit is within range of 
the objective marker, unless the enemy 
unit also has this special rule. 



Fa<t Attack Ranks 

Nobles ot the following ranks are Fast Attack choices for the Questoris Knight Crusade army. 


S< ion Dolorous .......+ 25 points 

A title bestowed upon (He most famed beast-killers 
and slayers among the Knights of the I lousehold, 
the epithet Dolorous 1 , from the ancient tongue 
encoded into the great Arks which bore the 
Knights to their founding worlds, means ‘grievous 1 
pr mournful' in its true form. But within the 
society of the Knights it has since grown to have a 
doubled-edged meaning; of Scions who have proved 
themselves time and again against the mega¬ 
predators which populate many of the Knight 
Worlds,gainmg/or themselves a tally of trophies 
and kills worth the envy 0/ their peers. It also 
implies one perhaps to whom battle and slaughter 
have bceorne an addiclion to the exclusion of all 
else, and for whom life beyond the confines of their 
Knight armour is a pale and hollow thing, and 
mortal danger their only wine and meal. 



Such Knights often seek to be deployed in the 
forefront of battle and will often charge ahead 
irrespective of any orders to the contrary . While 
their aetions in combat by some are judged to be 
little more than the madness of a death wish, the 
power of their battlelust is a devastating force in 
combat. Those who survive long enough after 
/ailing into the strange malady that afflicts the 
Scions Dolorous Irani to temper their fury but not 
the restless desire for continuous battle, and many 
will become Freeblades, should they not /all in 
battle first. 









Dolorous Charge: A Knight with this 
special rule must re-roll failed charges and, 
in addition, must re-roll failed Sweeping 
Advances. 

Worthy Foe: If there is an eligible target 
tor the Knight to charge in its Assault phase 
which is either an enemy Knight, Walker, 
Monstrous Creature, Primarch, Super-heavy 
Walker or Gargantuan Creature, it must 
attempt to do so. If multiple options lor this 
charge are available, then the owning player 
decides which it will attempt to charge. 

Scion U i i lan...—*Free 

The Uhlan tradition is one followed by the most 
hot-blooded and impetuous Knights, both off and 
on the field 0/battle. In war they seek above all 
the glory 0/rapid victory and delight in high speed 
manoeuvre, destroying their foes in a fury of close 
range fire and swift assault. Caution is to them an 
anathema and valour lies only m the close press 
0/battle. Within the Questoris Crusade forces, the 
Scions Uhlan are used by the wiser Household 
commanders as advanced scouts, raiders and 
reavers, either to/onn the front skirmish line of the 
Household in the open field or as flanking forces 
to encircle a foe and run down an enemy once it 
breaks. As a result of their preferred tactics, many 
Scions Uhlan covet the use o/the less common 
Cerastus pattern Knights, owing to their superior 
baffle speed. 


Impetuous Advance: Scions Uhlan have 
the Scout and the Hit and Run special rules, 
however, in order to achieve these abilities, 
they have the Sacristans strip down the 
armour of their Knights in order to lighten 
them for speed. In all cases, the Scions Uhlan 
reduce the Armour value of their Front 
armour by-L. 

Uhlan’s Scorn; Scions Uhlan commonly 
deride long-range bombardment as a 
dishonourable mode of warfare unbecoming 
of a Scion of a Great House and, despite 
orders' to the contrary, they suffer such a 
mode of attack with ill-grace. Scions Uhlan 
may only make Snap Shots with their 
weapons at targets greater than 24' away 
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0 (j Hea\t Support Ranks 

\obles of the following ranks are Heavy Support choices for the Questoris Knight Crusade army. 


Scion Arbaieshr..+ 25 points 

An Arbalester evceb 1 it dealing death and 
destruction at a distance, utilising their Knight's 
firepower to its hillest and most devastating 
effect. Shilled gunners, while some of then more 
impetuous or glory-hungry brethren may scorn 
then forties as unworthy, they undertake a vital 
mle in the Households battle!me, identifying and 
destroying enemy heavy weapons emplacements 
to screen their comrades' advance and help shield 
their fellows fivm aerial attack 

Weapon Calibration: The weapons- 
mounnngs and targeting systems of a Knight 
Arbalester have been finely attuned by their 
pilot and are evtremelv responsive to their 
skills. The Knight has the Tank Hunters 
special rule and, in addition, so long as it has 


not moved in its preceding Movement phase, 
it may, if its controlling player wishes, count 
all its weapons as having the vSkyfirc special 
rule in the Shooting phase. 

Sc ion Implacable.+35 points 

An epithet applied to a Household K nigh I who 
has shown a particular aptitude for siege warfare, 
an Implacable ’ is an invaluable warrior in 
such situations as heavy assault again$t fortified 
positions and also in (he desperate maelstrom of 
cityscape warfare. In situations such as these, a 
Knight, despite its power, might become undone 
if unexpectedly surrounded and swarmed by an 
enemy, but not so the Implacable , who though may 
be marked as far more cautious than then* brethren 
in battle, is adept at mishmg infantry like vermin. 


Wall Breaker: A Knight with this special 
rule adds +i to any results rolled on the 
Building Damage table as a result of any of its 
attacks (this is cumulative to any bonus for a 
weapons AP). 

Infantry Crusher: The Knight may re-roll 
results on the Stomp table (the result of 
the re-roll must be taken even if i t is worse 
than the first). In addition, the Knight has 
a 5+ invulnerable save against grenade and 
melta bomb attacks in an assault. The Knight, 
however, may not make Sweeping Advances. 
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Questoris Knight Crusade Army Warlord Traits 

When generating their Warlord Traits, a Questoris Knight Crusade Warlord must roll on the following table * 
Note that they may not use the Warlord Trait tables in the Warhammer 40,000 rulebook. 

1 

Questoris Knight Crusade Army Warlord Traits Table 

D6 Warlord Trait 

1 Hell Rider 

The Knight is renowned for their command on <1 score of burning battlefields, and the ashes of war arc as 
garlands of victory to them. 

The Knight Warlord and all other Knights in their detachment within 12° gam -1 " to their 
Movement and +1 on any To Wound and Armour Penetration rolls on the first turn of the 
game. 

2 Glorious Renown 

The fame of the Knight goes before them, a terror lo their joes and a boon to their allies. 

Fear tests taken against the Knight Warlord suffer a -2 penalty to the Leadership value while 
allied units within 12" may re-roll failed Morale checks. 

3 Favoured of Mars 

The Knight has won the favour of one of the great Forge Lords of the Mechanician , who has blessed their 
Knight armour with their arcane lore. 

One of the Knight Warlord’s weapons, chosen by the owning player gains the Master-crafted 
special rule. 

4 Lord of the Abyss 

The Knight has travelled the depths of the unknown stars with the forces of the Great Crusade and ha* 
slain strange creatures, both nightmarish and savagely powerful, in single combat. 

The Knight Warlord gains the Monster Hunter and Adamantium Will special rules. 

5 Puissant Commander 

The Knight is not merely a great warrior, but a cunning general, wise in the intricacies of warfare. 

The owning player may add +1 to their Seize the Initiative roll in missions where this is 
relevant, and while the Knight Warlord is on the table, enemy Reserves rolls suffer a -1 

modifier. 


Indomitable 

The Knight will not yield , no matter the foe , no matter the harm they suffer, whilst a single enemy 

remains on the field of battle. 

The Knight Warlord gains the It Will Not Die special rule. 


i 



Housed in the labyrinthine 
expanse of the Emperor’s 
Palace, within the Palace 
of Banners, the Officio 
Militaris College of Arms is 
an ancient institution whose 
Adepts-Pursuivant monitor, 
catalogue and approve the 
bewildering array of heraldic 
devices used by the various 
military arms of the Great 
Crusade. As the ultimate 
authority on ail matters 
pertaining to sigils and 
marks of rank, and official 
arbitrators of the ownership 
of such marks, these adepts 
wield much power within 
the ranks of the Imperial 
Court, and the Lord Adept- 
of-Arms maintains an 
advisory position within the 
Emperor s Council itself 

Among the many duties 01 
the adepts of the College 
is that of cataloguing and 
recording the near-endless 
array ol heraldry used by 
the recognised Imperial 
Knight Houses. These 
adepts, sometimes known as 
‘Matnculuien, are common 
sights on worlds controlled 
bv Knight Households, and 
are always accompanied bv 
the stem Claviger Guard, 
who are sworn to see 
that none interfere with 
their duties. Such is the 
importance placed upon the 
sanctity of their heraldic 
emblems and the privilege 
of use of coveted design^ arc 
insignia that manv within 
a Knight Household are 
willing to resort to violence 
to ensure their claim is 
honoured bv their peers. 
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I HQ 

Though he would become 
one of rhe most reviled of 
the Dark Mechanician, 
Draykavac was an all but 
unknown figure before the 
j civil war of the Warmaster s 
betrayal sundered the 
Imperium. This bestially 
masked and black-robed 
Magos served as the chief 
military emissary of rhe 
1 Forge World of Cyclothrathe 
and the foremost field 
commander of its Taghmata, 
answerable only to the 
sinister and hidden tribunal 
which ruled his lightning- 
wracked world. As pan 
of Draykavac’s command, 
he also held the rank of 
sovereign-prelate of the 
Knight House of Atrax, 
which was fully oath-bound 
to Cyclothrathe which, 
while nominally it still 
had its own seneschals and 
master, was in reality little 
more than puppets of the 
utterly callous and inhuman 
Arch magos Draykavac. 

With rhe outbreak of war 
within the Coronid Deeps, 
Draykavac was at the 
forefront of the campaign 
ol invasion and conquest 
Cyclothrathe carried out 
in the name of the Traitors, 
swiftly amassing a tally of 
atrocities and massacres to 
his name that set him apart 
as one of the most hated of 
his kind. 


Archmagos Draykavac 

Warlord of Cyclothrathe, Sovereign-Prelate of House Atrax, Bringerof Perfection 


240 POINTS 


WS BS S 
Archmagos Draykavac 454 


Unit Composition 

• 1 (Unique) 

Unit Type 

• Infantry (Character) 

Wargear 

• Paragon blade 

• Machinator array* 

• Djinn-skein 

• Mechanicum protective 

• Cortex controller 

• Graviton gun 

^Toughness increase already included 
in profile. 

Special Rules 

• Stubborn 

• Fear 

• Baniesmith 

• Liquifractor 

• Relentless 

• Warlord (If Archmagos 
Draykavac is your army’s 
Warlord, he has the Death 
of the Flesh trait rather than 
rolling randomly) 

• High Techno-arcana 
(Stataraga; 




T 

6 


W 
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1 

4 
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Options 

• Archmagos Draykavac may take up to: 

- Four Cyber-occularis. . . points each 

(see The Horus Heresy Booh Three - Extermination) 

* Archmagos Draykavac may be mounted in an: 

- Abeyant.+25 points 


Warlord: Death of the Flesh 

All units within the detachment have the special rule Preferred 
Enemy (Infantry - all types) when within 3" of an objective. 

Liquifractor 

Draykavac may exchange all his attacks in an Assault phase for a 
single special Liquifractor attack. This attack may be used against 
a single model in base contact and occurs at Initiative step 1 of the 
Fight sub-phase. No To Hit rolls are made and the attack hits its 
targets automatically. 

To resolve the attack, Draykavac’s player rolls 2D6. If the target 
has a Toughness characteristic, they suffer a number of wounds 
equal to Draykavac’s roll minus their Toughness value with an AP 
value of 2. If the target has an Armour value, deduct the number 
rolled from half the score of rhe Armour value being struck; the 
result is the number of penetrating hits the vehicle suffers. Eg, if 
Draykavac’s pbyer rolls a result of 6 against a Land Raider with an 
Armour value of 14, one penetrating hit is inflicted - 7-6=1. 

High Techno-arcana (Stataraga) 

All units with the Walker, Super-heavy Walker or Monstrous 
Creature types in the same detachment as the Warlord gain +1 to 
their charge distances and Sweeping Advance results. 


Using Archmagos Draykavac in your Games 

Draykavac may be chosen as an HQ choice for either the 
Taghmata Omnissiah army list or as part of a Questoris Knight 
Crusade Army list (in this case representing his bound Knight 
House of Atrax). As part of a Questoris Knight army, then 
Castellax Battle-automata maniples may be chosen as non- 
Compulsory Troops choices and Vorax Battle-automata Maniples 
as Fast Attack choices for the army. 

Traitor Taction: Archmagos Draykavac may only he 
chosen as pari of a Traitor primary detachment, and 
must be its Warlord. 
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Questoris Knight Paladin 


375 points 


-4 


Questoris Knight Paladin 


WS 

4 


Unit Composition 

• l Questoris Knight Paladin 

Unit Type 

• Vehicle (Super-heavy Walker) 

Wargcar 

• Questoris battlecan non 

• Two heavy stubbers 

• Reaper chainsword 

• Ion shield 

Special Rules 

• Household Rank 

• (Super-heavy Walker) Fear, 
Hammer of Wrath, Invincible 
Behemoth, Move Through 
Cover, Relentless, Smash and 
Strikedown 


Armour 

BS S Front Side Rear I A HP 

4 to 13 12 12 4 3 6 

Options 

• The Questoris Knight Paladin may exchange its Questoris battle 
cannon for a: 

• Rapid-fire banlecannon .... Free 

• The Questoris Knight Paladin may be upgraded with: 

- Bio-corrosive rounds for its heavy stubbers . +io points each 

• The Questoris Knight Paladin may be upgraded with: 

- Occular augmetics ttimtmumi mm*** mrnrn d <§ ■ ■ ■ ■»»>* — n il l «r>w fiHw w i ■ ■ >>• + io points 


Household Rank 

The model is subject to the Household Rank special rule, which 
may grant it an alteration to its basic profile and additional special 
rules as shown in the Questoris Knight Crusade Army Special 
Rules section on page 295. 

Ion Shield 

When a Questoris Knight is deployed, and subsequently at the 
start of each of the opposing side's Shooting phases, the Questons 
Knight's controlling player must declare which lacing each 
Questoris Knight’s ion shield is covering. The choices are: front, 
left side, right side or rear. 

The Knight has a 4+ invulnerable save against all hits on that 
facing until the start of the opposing side's next Shooting phase 
Ion shields are repositioned before any attacks are earned out in 
the Shooting phase and may not be used to make saving throws 
against close combat attacks. 

Occular Augmetics 

The Knight has the Night Vision special rule and mav re-roll 
results of a 1 on the Vehicle Damage table and Destroyer Weapon 
Attack table which are inflicted by their shooting attacks at a 
range of 12" or less. 

Questoris Knight Paladin Weapons 
Weapon 
Rapid-fire 
battlecan non 

Questoris 
banlecannon 


Range 

Str 

AP 

Type 

ct 

72 

8 

3 

Ordnance 2. 
Large Blast 5" 

71* 

6 

3 

Ordnance 3. 
Large Blast > 

36- 

4 

t> 

Heavy 3 

1 30" 

y 

b 

Heavy 3, 
Poisoned 4 - 




KNIGHTS 

Amongst the most widely 
used mark of Knight armour, 
the Paladin is renowned for 
its rugged dependability 
and the versatility of its 
weapons array. There are 
few challenges on the 
battlefield that cannot 
be met and overcome by 
the combination of brute 
force, agility and stubborn 
resilience represented bv 
the Paladin armour. A Scion 
mounted in Knight Paladin 
armour can lay down a 
withering hail of blast and 
shrapnel, yet despite the 
utility and firepower of 
the battle cannon, many 
Scions still favour the use 
of the reaper chainsword. 
considering it more 
honourable to stand face-to- 
face with their enemv. 


different from the ancient 
war machines carried to 
the stars by the first Long * 
March colonists. Only the 
hand-forged and inmcarelv 
embossed armour plating 
separates them from those 


of these machines have 
fought in the defence of 
Mankind for long cenrunes, 
bearing honour markings 
from wars long since 
forgotten on their plating. 
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KNIGHTS 

Hast'd on the same ancient 
I frame as the Paladin armour, 
the Errant mark armour 
mounts an imposing 
thermal cannon in place 
of a battlecannon and this 
terrifying weapon is more 
than capable ot vaporising 
even the most resilieni of 
armour in an instant- Most 
otien employed to hunt 
down and destroy enemy 
super-heavy armour or the 
most monstrous oi xenos 
creatures, Errant mark 
armours are assigned to 
the more aggressive scions, 
and in turn often develop a 
belligerent anima. 

Few Errant armours curry 
the long lineage ot many 
Paladin Knights as only the 
most skilled survive tor long, 
though such armours often 
carry with them a collection 
of battle honours that few 
others can match. Some of 
the oldest Errant armours, 
veterans of many lifetimes 
of battle, are so fractious 
of spirit and spiteful of 
temperament that only the 
roost iron-willed of scions 
can master them, bending 
their bloody instincts to the 
service of the Household 



t 


Questoris Knight Errant 


WS BS 

Questoris Knight Errant 4 4 


370 POINTS 


Unit Composition 

• 1 Questoris Knight Errant 

Unit Type 

• Vehicle (Super-heavy Walker) 

Wargear 

• Thermal cannon 

• \ leavy stubbers 

• Reaper chains word 

• Ion shield 

Special Rules 

• Household Rank 

• ( S tipe r-hea vy Wa Iker) Fear, 
Hammer of Wrath, Invincible 
Behemoth, Move Through 
Cover, Relentless, Smash and 
Strikedown 




Armour 

S Front Side Rear 1 

10 13 12 12 4 


A HP 

3 6 


Options 

• 1 he Questoris Knight Errant may be upgraded with: 

- Bio-corrosive rounds for its heavy stubbers .+ 5 points 

• The Questoris Knight Errant may be upgraded with: 

- Occular augmctics .....,.+10 points 


Household Rank 

The model is subject to the Household Rank special rule, which 
may grant it an alteration to its basic profile and additional special 
rules as shown in the Questoris Knight Crusade Army Special 
Rules section on page 295. 

Ion Shield 

When a Questoris Knight is deployed, and subsequently at the 
start of each of the opposing side’s Shooting phases, the Questoris 
Knight's controlling player must declare which facing each 
Questoris Knight’s ion shield is covering. The choices are: front, 
left side, right side or rear. 

The Knight has a 4+ invulnerable save against all hits on that 
facing until the start of the opposing side’s next Shooting phase. 
Ion shields are repositioned before any attacks are carried out in 
the Shooting phase and may not be used to make saving throws 
against close combat attacks. 


Questoris Knight Errant Weapons 
Weapon 

Thermal cannon 


Eteavy stubber 


Reaper chainsword 


Range 

Str 

AP 

Type 

36 " 

9 

1 

Heavy 1, Melta, 
Large Blast (5") 

36 ” 

4 

6 

Heavy 3 

> 30 " 

2 

6 

Heavy 3, 
Poisoned (4+) 

m 

D 

2 

Melee 
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Questoris Knight Magaera 


395 points 


WS 

Questoris Knight Magaera 4 

Unit Composition 

• 1 Questoris Knight Magaera 

Unit Type 

• Vehicle (Super-heavy Walker) 
Wargear 

• Lightning cannon 

• Phased plasma-fusil 

• Reaper chainsword 

• Ionic flare shield 

• Blessed autosimulacra 

Special Rules 

• Household Rank 

• (Super-heavy Walker) Fear, 

1 tammer of Wrath, Invincible 
Behemoth, Move Through 
Cover, Relentless, Smash and 
Srrikedown 

• Overtaxed Reactor 


Armour 

BS S Front Side Rear I A HP 

4 10 13 u a 2 3 ^ 

Options 

• The Questoris Knight Magaera may upgrade its reaper chainsword 
fora: 

• Hekaton siege claw with a twin-linked rad cleanser . *25 points 

* I he Questoris Knight Magaera may be upgraded with: 

- Occular augmetics... .....,+10 points 


Household Rank 

The model is subject to the Household Rank special rule, which 
may grant it an alteration to its basic profile and additional special 
rules as shown in the Questoris Knight Crusade Army Special 
Rules section on page 295. 



Ionic Flare Shield 

When a Questoris Knight is deployed, and subsequently at the 
start of each of the opposing side’s Shooting phases, the Questoris 
Knight’s controlling player must declare which facing e3ch 
Questoris Knight’s ionic flare shield is covering. The choices are: 
front, left side, right side or rear, 

The Knight has a 4+ invulnerable save against all hits on that 
facing until the start of the opposing side’s next Shooting phase, 
and the strength of any Shooting attack against it is reduced by -1, 
the effect increasing to -2 it the weapon has the Blast or Template 
rules (note however that this strength reduction has no etfect on 
Destroyer or Haywire attacks). Ionic flare shields are repositioned 
before any attacks are carried out in the Shooting phase and may 
not be used to make saving throws against close combat attacks. 






Blessed Autosimulacra 

if a vehicle has suffered Hull Point damage at the end ot the 
controlling player’s turn, roll a D6. On a 6, one lost Hull Point is 
restored. 


Overtaxed Reactor 

When destroyed, the Knight adds *1 to the result rolled on the 
Catastrophic Damage table. 


Questoris Knight Magaera Weapons 

Weapon 

Range 

Str 

AP 

Lightning cannon 

48’ 

7 

3 

Phased-plasma tusil 

h' 

6 

3 

Reaper chainsword 

• 

D 

2 

Rad cleanser 

Template 

4 

5 

Hekaton siege claw 


D 

** 


Type 

Heavy 1, Rending 
Large Blast 5* , 
Shred 
Salvo : 3 
Melee 
Assault 1, 
Fleshbane, 
Rad-phage 
Melee* Wrecker 


Rad-phage: A model which loses one or mote wounds to an. 
attack with this special rule and survives has its Toughness \ aluc 
reduced by -t for the rest ot the battle 








i 























































KNIGHTS 


The Styrix mark knight 
armour is the equal of the 
Magaera in technological 
sophistication, but has been 
meticulously designed 
to facilitate the efficient 
eradication ol infantry 
formations and supporting 
vehicles. Blasts from the 
Styrix s integral graviton 
gun pin hapless targets in 
place while scything volkite 
beams and flesh-boiling 
rad-cleanser discharges reap 
a heavy toll of lives. The 
anima of these armours, 
steeped in slaughter and 
death in its most visceral 
sense, often develop 
distinctly malevolent 
machine spirits, and have 
garnered something of a 
dark reputation in many 
of the more conservative 
Households, who view 
the wanton slaughter 
of impotent infantry as 
beneath a true Knight. 








Among Mechanicum-oathed 
Households, the Sryrix 
is held in higher esteem, 
especially among those 
scions who have undergone 
extensive augmentation in 
honour of their enigmatic 
| patrons and share their 
antipathy for the weakness 
of flesh. The pitiless thrall- 
j Knights of House Col’Khak 
are renowned for fielding 
entire formations of these 
machines in support of the 
Legio Aiarus, sweeping 
clear enemy infantry from 
the Titans feet in a furious 
blast of energy beams and 
i cleansing radiation. 




i 






Questoris Knight Styrix 


405 POINTS 


\VS BS 

Questoris Knight Styrix 4 4 


Unit Composition 

• 1 Questoris Knight Styrix 


Unit Type 

• Vehicle (Super-heavy Walker) 


Wargear 

• Volkite chieorovile 

• Graviton gun 

• Reaper chainsword 

• Ionic flare shield 

• Blessed autosimulacra 


Special Rules 

• Household Rank 

• (Super-heavy Walken Fear, 
Hammer of Wrath, Invincible 
Behemoth, Move Through 
Cover, Relentless, Smash and 
Strikedown 

• Overtaxed Reactor 







LM 












S 

10 


Armour 

Front Side Rear I 

13 12 12 2 


A 

3 


HP 

6 


Options 

• The Questoris Knight Styrix may upgrade its Reaper chainsword for a: 

- Hekaton siege claw with a twin-linked rad-cleanser.+25 points 

• The Questoris Knight Styrix may be upgraded with: 

- Occular augmetics...+10 points 


Household Rank 

The model is subject to the Household Rank special rule, which 
may grant it an alteration to its basic profile and additional special 
rules as shown in the Questoris Knight Crusade Army Special 
Rules section on page 295. 


Ionic Flare Shield 

When a Questoris Knight is deployed, and subsequently at the 
start of each of the opposing side’s Shooting phases, the Questoris 
Knight’s controlling player must declare which facing each 
Questoris Knights ionic flare shield is covering. The choices are: 
front, left side, right side or rear. 


The Knight has a 4+ invulnerable save against all hits on that 
facing until the start of the opposing side's next Shooting phase, 
and the strength of any Shooting attack against it is reduced by -i, 
the effect increasing to -2 ii the weapon has the Blast or Template 
rules (note, however, that this strength reduction has no ellect on 
Destroyer or Haywire attacks). Ionic flare shields are repositioned 
before any attacks are carried out in the Shooting phase and may 
not be used to make saving throws against close combat attacks. 


Overtaxed Reactor 

When destroyed, the Knight adds +1 to the result rolled on the 
Catastrophic Damage table. 


Questoris Knight Styrix Weapons 


Weapon 

Range 

Str 

AP 

Special 

Volkite chieorovile 

45 *’ 

8 

3 

Heavy 5, 
Deflagrate 

Graviton gun 

18" 

* 

4 

Heavy 1, Blast (3"), 
Concussive, 
Graviton Pulse*, 
Haywire 

Reaper chainsword 

- 

D 

2 

Melee 

Rad cleanser 

Template 

2 

5 

Assault 1, 

Fleshbane, 

Rad-phage 

Hekaton siege claw 

- 

D 

2 

Melee, Wrecker 


'See page 24$, 


Rad-phage: A model which loses one or more wounds to an 
attack with this special rule and survives has its Toughness value 
reduced by -1 for the rest ol the battle. 
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Cerastus Knight-Lancer 


400 POINTS 


WS 

Cerastus Knight-Lancer 4 

Unit Composition 

• 1 Cerastus Knight-Lancer 

Unit Type 

• Vehicle (Super-heavy Walker) 
Wargear 

• Cerastus shock lance 

• Ion gauntlet shield 

Special Rules 

• Flank Speed 

• Household Rank 

• (S11 per- heavy Wa 1 ke r) Fear, 
Hammer of Wrath, Invincible 
Behemoth, Move Through 
Cover, Relentless, Smash and 
Strikedown 





Armour 

BS S Front Side Rear 1 

4 10 13 iz 12 4 


A 

4 


HP 

6 


Options 

• The Cerastus Knight-Lancer may be upgraded with 
- Occular augmetics ....10 points 


Household Rank 

The model is subject to the Household Rank special rule, which 
may gram it an alteration to its basic profile and additional special 
rules as shown in the Quesroris Knight Crusade Army Special 
Rules section on page 295. 

Flank Speed 

if the Cerastus Knight-Lancer opts to make a Run move rather 
than firing a weapon in the Shooting phase, it may move 3D6" 

Cerastus Shock Lance 

The shock lance mounted on the Cerastus Knight-Lancer 
is a magneto-hydraulic power spear of prodigious size, 
whose disruption field may also be projected as a powerful 
electromagnetic plasma blast over short ranges The weapon has 
two profiles, one of which is used in close combat, the other can 
be used in the Shooting phase: 


Weapon 

Shock lance 

Range 

Str 

AP 

Type 

(Melee) 

• 

D 

2 

Melee, Swift Strike 

(Shock blast) 

18" 

7 

2 

Heavy 6, 
Concussive 


Swift Strike: The weapon gains a +1 bonus to Initiative on anv 
turn it charges into close combat. 

Ion Gauntlet Shield 

The ion gauntlet shield generator mounted in the Cerastus’ nght 
gauntlet assembly is more concentrated than the directional 
ion shield mounted on the Knight Paladin, but lacks its tactical 
flexibility. The ion gauntlet shield is used just as a standard 
ion shield is (see page 301), but may not offer protection to the 
Cerastus Knight-Lancer's rear. However, the ion gauntlet shield 
also provides a 5+ invulnerable save against attacks in close 
combat and forces close combat attacks bv other Super-heavy 
Walkers and Gargantuan Monstrous Creatures to suffer a -1 to hit 





KNiGFrrs 


The Lancer is the most 
widely known variant 
of the Cerastus type 
Knight armour, a highlv 
sophisticated chassis whose 
speed and agility far exceed 
the clumsier Errant and 
Paladin types. The Cerastus 
type Knights appear to have 
been designed solely for 
war, not as protectors but as 
bloody-handed conquerors 
and tools of destruction, a 
legacy of the violence that 
marked the beginning of the 
Age of Strife. 


The Lancer is held in 
high esteem by the more 
impetuous of a House s 
scions, its potent ion 
gauntlet and shock lance 
perfectly suited to battling 
the foe face to face, where 
only a perfectly timed thrust 
of the lance stands between 
a scion and death. In 
particular those scions who 
follow the Uhlan traditions 
favour the speed and terocm 
of the Lancer, and when 
rival Knight Houses meet in 
combat, these warriors race 
ahead of the Household to 
clash in single combat with 
the enemv s champions. 
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CERASTUS KNIGHT-C A.STIGATOR 


380 POINTS 


l KNIGHTS 

I Armed with the fearsome 
H castigator pattern Mr 
cannon* the (‘erastus 
Knight Castigator is 
a favoured by those 
households faced with 
hinnies of lesser liie> 
that might otherwise* 
overwhelm even a mighty 
Kmght thnntgh their 
sheer numbers Capable 
of obliterating tnfanrrv 
formations in a thunderous 
min of mass reactive 
evpKisions and whirling 
power blades, or carving 
apart light vehicles with 
ease, the Castigator is a 
formidable comhatant- 
\otahIv amongst their ilk, 
the Castigator is also renown 
for the stoic nature of the 
machine spirits within, 
whose vigour is difficult to 
rouse, hut almost impossible 
to ignore 

Castigator mark armours 
are nost often claimed by a 
Households more venerable 
actons, those warriors of 
proven mettle who can be 
relied on to hold the line, 
conserve their limited stock 
ot ammunition and support 
their more vainglorious kin, 
often forming the cote of 
any HouHeholdV Arbalester 
order. Some votinger 
snotty are also drawn to 


iHJi 


ui the armour s deafening 
firepower and elegant 
wirhUie strikes, though 
Mich scions rarely deign t< 
act as mere Mippin units 


[ 

Cerastus KnighpC astigator 4 


Unit Composition 

• 1 Cerastus Knight-Castigator 

Unit Type 

• Vehicle (Super heavy Walker) 

Wargear 

• One twin-linked <, ‘astigator 
pattern holt cannon 

• Tempest warhlade 

• Ion shield 

Special Rules 

• Flank Speed 

• Household Rank 

• Super-heavy Walker) Fear, 
Hammer of Wrath Invincible 
Behemoth. Move Through 
Cover, Relentless, Smash and 
Stnkedown 








BS 

4 


Armour 

S Front Side Rear I 

ro 13 ia 12 4 


A 

4 


HP 

6 


Options 

• The Cerastus Knight Castigator may be upgraded with: 

- Occular augmetics ..... +10 points 


Household Rank 

The model is subject to the Household Rank special rule, which 
may grant it an alteration to its basic profile and additional special 
rules as shown in the Questoris Knight Crusade Army Special 
Rules section on page 2 *j5. 

Flank Speed 

It the Cerastus Knight-Castigator opts to make a Run move rather 
than firing a weapon in the Shooting phase, it mav move 3D6'. 

Ion Shield 

W hen a Questoris Knight is deployed, and subsequently at the 
stan ot each ot the opposing side s Shooting phases, the Questoris 
Knight s controlling player must declare which facing each 
Questoris Knight's ion shield is covering The choices are from, 
left side, right side or rear. 

The Knight has a 4+ invulnerable save against all hits on that 
facing until the start ot the opposing side s next Shooting phase 
ton shields are repositioned betore any attacks are carried out in 
the Shooting phase and may not he used to make saving throws 
against close combat attacks. 


Cerastus Knight-Castigator Weapons 
Weapon Range Str AP 

Castigator pattern 

bolt cannon 36* 7 3 

Tempest warhlade - 10 2 


Type 

Heavy 8 

Melee, Deflagrate 
Tempest Attack. 
Sunder 


Tempest Attack: Rather than attacking normally, the Knight 
mav make a special attack at Initiative Step 2. This automatically 
jnilicts a single hit against each model in base contact with it 
\i$in a? weapons lifted profile. 

PH 
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Cerastus Knight-Acheron 


415 POINTS 


ws 

Cerastus Knight-Acheron 4 

Unit Composition 

• 1 Cerastus Knight-Acheron 

Unit Type 

• Vehicle (Super-heavy Walker) 

Wargear 

• Acheron pattern flame cannon 

• Reaper chainfist with an 
inbuilt twin-linked heavy 
bolter 

• Ion shield 

Special Rules 

• Flank Speed 

• Household Rank 

• (Super-heavy Walker) Fear, 
Hammer of Wrath, Invincible 
Behemoth, Move Through 
Cover, Relentless, Smash and 
Strikedown 



Armour 

BS S From Side Rear 1 A HP 

4 to 13 12 12 4 4 6 

Options 

• The Cerastus Knight-Acheron may be upgraded with: 
- Occular augmetics 




...+10 points 


Household Rank 

The model is subject to the Household Rank special rule, which 
may gram it an alteration to its basic profile and additional special 
rules as shown in the Questoris Knight Crusade Army Special 
Rules section on page 295. 

Flank Speed 

If the Cerastus Knight-Acheron opts to make a Run move rather 
than firing a weapon in the Shooting phase, it may move 3D6" 

Ion Shield 

When a Questoris Knight is deployed, and subsequently at the 
start of each of the opposing side's Shooting phases, the Questons 
Knight’s controlling player must declare which facing each 
Questoris Knight's ion shield is covering. The choices are from, 
left side, right side or rear. 

The Knight has 34^ invulnerable save against all hits on that 
facing until the start of the opposing side's next Shooting phase 
Ion shields are repositioned before any attacks are earned out in 
the Shooting phase and may not be used to make saving throws 
against close combat attacks. 


Cerastus Knight-Acheron Weapons 
Weapon Range Str AP 

Acheron pattern 

flame cannon Hellstonn 7 3 

Heavy bolter 3 <>’ 5 4 

Reaper chainfist D 2 


Machine Destroyer: When attacking any targe: with an Armour 
value, rolls of 1 on the Destrover Damage table may be re-rolled. 


Type 

Ordnance 1 

Heavy 3 
Melee, 

Machine Destroyer 



KNIGHTS 


The Cerastus Knight- 
Acheron is a fearsome sight 
on the battlefield, a reaper 
of lives carefully designed 
not only to destroy, but also 
to inspire terror both in 
appearance and the manner 
in which it undertakes its * 
grim task. The presence of 
an Acheron mark armour 
in the battlelines of a 
Household warns the foe 
to expect no mercy, for 
such weapons are only 
deployed for missions of 
extermination. 10 topple the 
works of the enemy 
and scour clean his lands 
with flame. 

Scions rarely choose to 
ride into battle in Acheron 
armour voluntarily, 
accepting the task instead 
as an arduous duty to be 
undertaken for the good of 
the House, for the amma 
of these armours ace often 
awash tn the inherited 


Those few scions who 
prefer such grim mounts 
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Quentoris Knights Weapons Summary 


( 






f 




Weapon 

R .111 pc 

Str 

AP 

Type 

Acheron pattern 
flame cannon 

Hellstorm 

| | 

* 

Ordnance 1 

Castigator pattern 
holt cannon 

3 <’ 

7 

3 

Heavy 8 

Graviton gun 

18* 

* 

4 

Heavy 1, Blast (V ), 

Heavy bolter 

3 <-" 

S 

4 

Conclusive) 

*Graviton Pulse', 
Haywire 

Heavy 3 

Heavy stubber 

36 * 

4 

6 

Heavy 3 

' Bio-corrosive rounds) 30 

2 

6 

Heavy 3, Poisoned (4+) 

Hekaton siege claw 


D 

2 

Melee, Wrecker 1 

Lightning cannon 

48 " 

7 

3 

Heavy 1, Rending, 

Phased-plasma fusil 


6 

3 

Large Blast (5”), Shred 

Salvo 2/3 

Questoris 





hart lecan non 

72 ” 

6 

3 

Ordnance 3, 

Rad cleanser 

Template 

2 

S 

Large Blast (5*) 

Assault i.Fleshbane, 

Rapid-fire 

battlecannon 

72 ‘ 

8 

3 

Rad-phage' 

Ordnance 2, 

Reaper chain fist 

• 

D 

2 

Large Blast (5") 

Melee. Machine 

Reaper chamsword 

♦ 

D 

2 

Destroyer 4 

Melee 


Weapon 

Shock lance 

Range 

Str 

AP 

Type 

(Melee) 

- 

D 

2 

Melee, Swift Strike 

(Shock blast) 

18“ 

7 

2 

Heavy 6, Concussivc 

Tempest warblade 

* 

10 

2 

Melee, Sunder' t 
Tempest Attack 

Thermal cannon 

& 

9 

1 

Heavy 1. Melta, 
Large Blast (5’) 

Voikite chieorovile 

45 ’ 

8 

3 

Heavy 5, Deflagrate' 


'Graviton Pulse: Instead of rolling To Wound normally with this 
weapon, any model caught in its blast must instead roll equal to or 
under their Strength on a D6 or suffer a wound (a roll ol 6’ always 
counts as a failure). Alter the graviton pulse weapon has been 
fired, leave the Blast marker in place. This area now' counts as both 
difficult terrain and dangerous terrain for the next turn thanks to 
the gravity flux. 

'Wrecker: Weapons and attacks with this special rule may re 
roll failed Armour Penetration rolls against fortifications and 
immobile structures (such as bunkers and barricades), and add > 1 
to any result rolled on the Building Damage chart. 11 this attack 
damages a bulkhead or wall section of terrain and destroys it, 
remove that section of terrain from play if possible. 

’Rad-phage: A model which loses one or more wounds to an 
attack with this special rule and survives has its Toughness value 
reduced by - i for the rest of the battle. 



’Machine Destroyer: When attacking any target with an Armour 
value, rolls of i on the Destroyer Damage table may be re rolled. 

'Swift Strike: The weapon gains a -ft bonus to Initiative on any 
turn it charges into close combat. 

'’Sunder: Attacks with this special rule may re-roll tailed Armour 
Penetration rolls. 

Tempest Attack: Rather than attacking normally, the Knight 
may make a special attack at Initiative Step 2. This automatically 
inflicts a single hit against each model in base contact with it 
using the weapon’s listed profile. 

"Deflagrate: After normal attacks by this weapon have been 
resolved, count the number of unsaved wounds caused on the 
target unit. Immediately resolve a number of additional automatic 
hits on the same unit using the weapon’s profile equal to the 
number of unsaved wounds - these can then be saved normally. 
Models in the targeted unit must still be in range in order for 
these additional hits to take effect. These additional hits do not 
themselves inflict more hits! 






























































AFTE RWORD 






Welcome to the Age of Darkness. 

Thf Hams Heresy Book Four - ( cim|uest continues the story of the wars that shaped the Impenum of Man in the wake of rhe Isstvan 
massacres, detailed in the initial Forge World Horns Heresy trilogy, and brings you the swooping panorama of a galaxy at war, 

Where the first volumes of the Horns Heresy series have covered only the events occurring at the genesis of the rebellion, in 
the Isstvan system, Conquest broadens the stage ot the Horus Heresy and treads new ground in this well known comer of the 
Warhammer 40,000 universe. The events described in Conquest encompass the fighting that engulfs not only the northern reaches 
of the fledgling lniperium. but also acts as an example of the strife that grips the entire Imperium With the wealth of gaming tools 
provided in this volume, any of the emerging conflicts that mark the early stages of the Horus Heresy can be re played tn their full 
glory - or even can be played as entirely original campaigns based on the events presented within. 

More than any of the previous books of the Horus Heresy series, Conquest is a toolbox intended to allow players to iullv explore the 
battles of the Age of Darkness on the tabletop, and to enable more than simple re-enactment of already famous events. Sot onlv 
does it present a full and highly customisable campaign system, but it takes the first steps towards providing plavers and collectors 
access to the full range of the ImperiunVs vast array of hosts. The initial versions of rhe Questons Knights and Solar Auvilia armv 
lists are the first glimpses of the full glory of the lm peri urn’s armies and future books will expand not onlv these lists, but also the 
other varied forces that fought for both the Loyalists and Traitors. 


As the range of Horus Heresy books and miniatures continues to expand, the enthusiasm with which gamers have embraced them 
is an ongoing delight, and the entirety of the Forge World team wishes to express its thanks for our customers’ support. This book. 
now f finished after much hard work by a veritable legion of writers, artists and designers, is but a stepping stone to new and exciting 
battles, miniatures and events on the long road to Terra, with many more exciting tomes to follow. 
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A Forge World supplement tor 
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The Horus Heresy Hook Four - Conquest is a supplement for Warhammer 40,000 dealing with war and battle m the .lari- age ot the Honrs when the 

fledgling Impenum of Mankind was tom apart by tieoiy cw,l wa, andtreachm* Tkh l.wM dlwtmteJ m mlLeiew , extern,* baekgmmA 

information on the Warmasler iimisum of the northern Impenum having rerealed hit heat htty al the l>'li KM System. Ai* .i, toili J an? t te lUones 

House* the elite Solar Am,l,a of the lm pn 1.1/ a nm and ,111 >■'lensu-e campaign system that allow t sou to play out the all amsmmg warm rvurown 
exciting tabletop battles. Tins book also contains two entirely new army lists - the Questons Knights Crusade Ann, and the Solar fiuxiha Cmsade Army. 

including unique special characters central to the story of the fall of the CorcmiJ FVeps. 


T/ie Horus Heresy Boot lour - Conquest is >1 complete expansion for (lie Warhammer 4<A0O 0 some - 

it requires the Warhammer 40,000 mlebook to use its r on tents. 

Product Code: eoo40iS'ViS 
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The Horus Heresy 

Book One - Betrayal 
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The Horus Heresy' 

BOOS. ONE _ 


The Horns Heresy Boole One - Betrayal is a supplement for Warhammer 40,000 dealing 
with war and battle in the dark age of the Horus Heresy, when the fledgling Imperium 
of Mankind was tom apart by bloody civil war and treachery. 
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This book, lavishly illustrated in full colour, contains extensive background information 
on the Imperium as it stood at the end of the Great Crusade, the foundations of the 
Space Mari nes of the Legiones Astartes and the dark deeds of the Battle of Isstvan HI. 
Also detailed are the histories of the four Legions who took part: the Sons of Horus, 
Emperor’s Children, World Eaters and Death Guard, and an extensive campaign system 
that allows you to play out the conflict on Isstvan III in your own exciting tabletop 
battles. 

This book also contains a complete Space Marine Legion Crusade Army list as well 
as game rules for the Primarchs of the four Legions, super-heavy vehicles and special 
characters featured in the story. 








Tlir Homs Heresy Boot One - Betrayal is a complete expansion for the Warhammer 
40,000 game and requires only the Warhammer 40,000 rulebook to use its contents. 










Book Two - Massacre 


rhe H( , r M5 Heresy Book Two - Massacre is a supplement for Warhammer 40,000 
dealing with war and battle in the dark age of the Homs Heresy, when the 
fledgling imperium of Mankind was torn apart by bloody civil war and 
treachery. This bonded leather bound hardback book, lavishly illustrated in 
full colour, contains extensive background information on the dark deeds 
leading up to the terrible slaughter that unfolded during the Isstvan V Dropsite 

Massacre. 

Also detailed are the histories of four of the Legions who took pan: the Iron 
Hands, Salamanders, Night Lords and Word Bearers, and an extensive campaign 
system that allows you to play out the conflict on Isstvan V in your own 
exciting tabletop battles. 

This book also contains additional entries for the Space Marine Legion Crusade 
Army list presented in The Homs Heresy Booh One - Betrayal, as well as game 
rules for the Primarchs of the four newly described Legions, super-heavy 
vehicles and special characters featured in the story. 

The Horns Heresy Booh Two — Massacre is an expansion for the Warhammer 40,000 
game and requires the Warhammer 40,000 rulebook as well as The Horus Heresy Book 
One - Betrayal to use its contents. 
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B o ok Three - Extermination 


The Horus Heresy Book Three - Extermination is a supplement for Warhammer 40,000 
dealing with war and battle in the dark age of the Horus Heresy. Detailed within 
are the histories of four Legions: the Raven Guard, Iron Warriors, Alpha Legion 
and Imperial Fists. It completes the story of the Dropsite Massacre as well as two 
other battles erupting at the start of the wan the Invasion ot Paramar and the 
Battle of Phall, and also features an extensive campaign system that allows you to 
play out a number of the conflicts described in your own exciting tabletop battles. 

This book presents a complete army list for the Mechanicum, the 

Taghmata Omnissiah, including rules fora range of their iearsome new Battle- 

automata and mighty and arcane war machines. It also features additional entries 

for the Space Marine Legion Crusade Army list presented in The Horus Horrs> Booh 

One - Betrayal, from game rules for the Primarchs ot the four newly described 

Legions to super-heavy vehicles and special characters featured in the books 
stories. 

1 llc Horus Heresy Booh Three - Extermination is an expansion for the Warhammer 
40,000 game which requires the Warhammer 40,000 rulebook and l he llomv Heresy 
Poole One - Betrayal to use its contents. 
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The Horus Heresy' 

Legiones Astartes 



Isstvan Campaign Legions 

This book provides you with updated and revised rules to field units, characters and 
even the mighty Primarchs of the Legiones Astartes in your Space Marine Crusade 
army in games of Warhammer 40,000 set during the galaxy-wide civil war that was the 
Horus Heresy. 

Compiled within are rules for the Primarchs of twelve of the Legiones Astartes, 
allowing you to field these demigod-like warrior-leaders in your Space Marine Crusade 
army, whether it is a Loyalist or Traitor Legion, as well as numerous special characters 
who fought on the side of the Emperor or the arch-traitor Warmasrer Horus, and 
special units and vehicles unique to individual Legions. 

Also included are Legion-specific special rules that allow you to represent the special 
tactics and demeanour of each, as well as individual Rites of War that enable you to 
modify the organisation of your army in order to represent specialised forces such as 
an unstoppable World Eaters Berserker Assault ora sudden and lethal Raven Guard 
Decapitation Strike. 


Crusade Army List 

This book provides you with updated and revised rules to field the armies of the Legiones 
Astartes - whether Loyalist or Traitor - in games of Warhammer 40,000 set during the 
tumultuous Horus Heresy. 

< ompiled within are rules for the Space Marine Legions as they fought at the close of the Great 
( rusade and throughout the opening confrontations of the Horus Heresy. Included are unit 
entries for such mighty leaders as Praetors and Consuls, elite warriors such as Terminators and 
Destroyers, and line units such as Legion Tactical, Support and Assault Squads, Furthermore, 
numerous specialist units are included, such as Breacher Squads, Seekers, Techmarine 
Covenants and Aporhecarion Detachments. 


I he army list also contains some of the most destructive and inge 
the Legiones Astartes as they prosecuted the Emperor’s Great Cru 
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(daivi Supei heavy Tank, the Javelin Attack Speeder, the Si^anAf/natArTank De 
numrtuii'- other vehicles, weapons and units for your Space Marine Crusade army. 

■ jk ___ 










o’ VW 



























































The Horus Heresy 

Horus Heresy Collectors Editions 
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Deluxe hardback with wraparound artwork on cover 
Exclusive author afterword 

Four unique internal illustrations 

Be the first to read the latest instalment 
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Available from blacklibrary.com 















































































































